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ITPOBI TEXHOJIOTI'TI Y CBITOBUX ME[IIA
SIK IHCTPYMEHT [IVI3AVIHY BPAJKEHD

GAME TECHNOLOGIES IN GLOBAL MEDIA
AS A TOOL FOR DESIGNING EXPERIENCES

AHOTAIIIA. B ymosax nocmitinozo 3pocmarHsi ieposoi indycmpii ma ii 6ce0csncHo20 6nauey Ha pizui popmu media
DO3YMIHHST 1020, SIK i2p06i mexHonoeil inmezposani 6 enobanvHuti medianpocmip, HA6YBA€E HOB020 3HAUEHHS A 0COOU-
801 akmyanvHocmi. Y 00cnioneHHi ti0emvcs npo 6NaAUS YUX MeXHOO02il HA CIBOPEHHS 3aX0NTUB020 KOPUCTYBAUDKO20
doceidy (8pascents) Ha pisHux mediannamgpopmax.

3asosku MiNOUCUUNATHAPHOMY Ni0X0006i, ULO CHUPAEMDCS HA MAK] 2ALy3i, SIK Me0ia00CTIONEeHHS, i2pOo6UtLl OU3AtiH,
ousaiin 8paxcenv ma usueHHs Kopucmysaupkozo 0oceidy (UX design), npononosare docnionenHs HA0A€e YI6eHHS NPO
Mexanizmu inmezpauii izposux mexHonoziti y media, po3kpusae HACTiOKYU maxoi inmeepauii O7ns 3anyenHst ayoumopii,
n00y006U i2p06020 HAPAMUBY A THMEPAKMUBHO20 CMOPIMeTiHEY, 0715 IUOUL020 PO3YMIHHI B3AEMO36 SI3KY MidC ieposU-
MU MexXHONo2iAmMU ma medid, a MaKox 8UsEAAE IXHIll nomeHyian y opmysanti ma 600cKOHANEHHI cnOCO6i6 cmeopeH-
HA Ma CNONUBAHHS i2P06020 MeOiaKOHMEHMY AK y T0KANbHOMY, MaK i 6 enobanvHomy konmexcmax. Ha xonxpemmux
NPUKAAOAX NPOCENEHO B3AEMO3E AZ0K Mid i2POBUMU MeEXHON0IAMU, Media a OU3ATHOM 6padteHb y IXHbOMY BUKO-
pucmanmi y c6imosux medid; npoaHanizosaHo HAUKPAw 2any3esi NPaKmMuKy UKOPUCMAHHS i2DOBUX MeXHON02ITE 07
CMBOPEHHS 3AXONIUB020 KOPUCHYBALbKO020 00C6i0Y 6 Media.

3acmocysanms onucosozo memooy, memooie iHPOPMAitiHO20 NOULYKY, CUCHEMHO20 Ma CIPYKMYPHO20 aHATI3Y 6
niocymKy cHpUsAno 8upobsieHHI0 NPAKMUMHUX PeKOMeHOAUill 0 Medianpakmuxis, [AKi npazHymv eukopucmamu no-
Menyian igpoBUX MexHonoziil y c60iti OisIbHOCHI.

Omince, 8MP0BAONCEHHS i2POBUX MeXHOM02ITE 00 C8imMosuUX Media 03HAHAE 3MIHY napaduemu 8 momy, ik po3nosioa-
tomy icmopii, cmeopioloms 00c6i0 ma 3anyuarmv ayoumopitn. Bukopucmanus inmepakmusHux ma imepcusHux gop-
Mamis 0onomazae meopusim meodia NepeocCrMucIUmu mexci Cropimesniney, CHpUSMu enubuiomy 36 3Ky 3 ayoumopieio ma
cmumymosamu innosauii. OCKinvku mexHono2ii nPooosHy10my Po36UBAMNUCS, A OHIKYBAHHS AYOUMOPIi 3MIHI0I0MbCS,
iHmezpayiss ieposux mexHosnoziii 00 media sidicpasamume 0e0asi BNIUBOSIULY POTIb Y HOPMYBaHH MALOYMHLO2O Medi-
aiHdycmpii.

Kntouosi cnoea: ousaiin spaicetv, izposi mexHosnoeii, media, ieposuti Ou3ati, Kopucmysaupkuii 00csio.

ABSTRACT. Given the constant growth of the gaming industry and its pervasive influence on various forms of media,
understanding how gaming technologies are integrated into the global media space is gaining new meaning and relevance. The
research focuses on the impact of these technologies on creating an immersive user experience on various media platforms.

Through an interdisciplinary approach that draws on such fields as media studies, game design, experience design,
and user experience (UX) design, the proposed research provides an understanding of the mechanisms of integrating
gaming technologies into media and reveals the consequences of such integration for audience engagement, game narrative
construction and interactive storytelling, for a deeper understanding of the relationship between game technologies and
media, and highlights their potential to shape and improve the ways of creating and consuming game media content in
both local and global contexts. Using specific examples, the interaction between gaming technologies, media, and experience
design in their use in global media is examined; best industry practices for using gaming technologies to create an immersive
user experience in media are analyzed.
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The use of the descriptive method, methods of information retrieval, systemic and structural analysis has resulted in
the development of practical recommendations for media practitioners seeking to use the potential of gaming technologies
in their activities.

So, bringing gaming technology to global media represents a paradigm shift in how stories are told, experiences are
created, and audiences are engaged. Using interactive and immersive formats helps media creators redefine the boundaries
of storytelling, foster a deeper connection with audiences, and drive innovation. As technology continues to evolve and
audience expectations change, the integration of gaming technology into media will play an increasingly influential role in

shaping the future of the media industry.

Keywords: experience design, game technologies, media, game design, user experience.
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cTynm. Y cydacHoMy jaHAamadTi Mepmiacrmo-

JKMBaHHA IHTerpamis irpoBUX TEXHOJIOTIN

HaOyBae Bce OiNBIIOTO IOLIVMPEHHs, 3Ha-
MEHY€E 3HA4YHy 3MiHy MapajurMyu B3aEMOZIl aymu-
Topii 3 KoHTeHTOM. lle sBUIE 0COOMMBO TMOMIiTHE
B I7I06QJIBHOMY KOHTEKCTi, Jie NO€NHAHHS irpoBUX
elleMeHTIB i3 TpaguuiitHumMu dopmamMy Mefia Bifi-
KPUJIO HOBY €py €KCIepMMEHTaIbHOTO CTOPiTeNliH-
ry. Ockinbky 1udpoBi mmaTdopmy IpOgOBXKYIOTH
PO3BMBATUCA Ta YPi3HOMaHITHIOBATICH, PO3YMIiHHA
ovHaMiKM Ii€l iHTerpalii cTae 000B SI3KOBUM [IsI
HAyKOBILiB Ta MNPaKTUKiB. [JOCmimpKeHHA CKIajHOI
B3a€EMOJII MDK IrpOBMMM TEXHOJIOTiAMM Ta Meflia He
JMIle BUABJAE iHCTPYMEHTHM, fAKi KepylOTb Cydac-
HYMMJ pO3Baramy, a i opMye po3yMiHHS eBOIONii
BIIOZ[00AHD Ta NOBENIHKYU ayAUTOPIl.

AKTyanbHICTD 3a3Ha4eHOI IpobreMu 3acBimdy-
I0Tb JJOCIIJPKEHHA: IN3alHy MOTHBALii 4yepes reimi-
¢ikamiio Ta crBopenHIo irposux Bpaxens (C. [Jetep-
minr, C. Bitopk, JI. Heke, [I. dikcon) [9]; miHHOCTI i
poOJIi BpaKeHb I Cy4acHUX CIIOXKMBadiB, 30KpeMa
mepniacnoxusauis (I1. k. ITaita, Ix. I. Tinmop)
[17], akTMBHOCTI TpaBLiB 3aBAsAKM irpoBomy dop-
mary ([Ix. ¥Om) [13], B3aemMo3B’sA3Ky irop i3 BuMi-
pIOBaHMM pPe3yabTaTOM, IO BIUIMBAE Ha BifUyTTA
nocsirnenns rpasiem (K. Camen, E. llummepaman)
[20], ocobmmBocTell OOYHOBM TPAEKTOpii HOCBixy
kopucrysaya ([I. A. Hopman) [16] Tomo.

Merta Ta 3aBIaHHA JOCTIMKeHHA. MeTta mocti-
IDKEHHSI — PO3KPUTY B3aEMO3B 530K MDK irpOBUMM
TEXHOJIOTiAMU, MeJlia Ta AM3aTHOM BPaykeHb Y IXHbO-
My BUKOPUCTaHHi y CBITOBMX Mefiia. 3aB/JaHHA JJOCTTi-
IDKeHH: 1) MpoaHati3yBaTy TepMiHONIOTiYHO-IOHAT-
TEBUI anlapar JOCIiKeHb, 30KpeMa 3MiCTOBE HAIlOB-
HEHHA IIOHATD «JU3aliH BPaXKEHb», «iIrPOBi TEXHO/O-
Iil», «irpoBUM JU3aiiH», «KOPUCTYBALbKUIL JOCBif»;
2) BUABUTH €/IeMEeHTH irpOBMX TEXHOJIOTilI, 0cOO/M-
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BOCTI IXHDBOI IHTerpamil 0 CBITOBMX Mefiia 3 METOI0
3aJIy4€HH:A ayguUTOpil Ta MOKPALeHHA KOPUCTYBallb-
KOTO JIOCBify; 3) po3poOUTU HMpaKTUYHI peKOMeH/a-
i U1 MefliallpaKTUKIiB, AKi IparHyTb BUKOPUCTATU
HOTEeHIIiasl irpOBMX TEXHOJIOTIN Y CBOI po6OOTi.

MeTomonorivyHoI0 OCHOBOIO [OCTIIKEHHS €
3araJlbHOHAYKOBI METOAM Ta KOHKPETHO-HayKOBi
METOIM: 32 [OIIOMOIOI0 MeTony iHgopmaritHoro
MOIIYKY Ta CUMCTEMHOIO aHaJIi3y HayKOBUX IIpalb i
TOCTIIKYBaHOTO MaTepialny IPOCTEeXKEHO OCHOBHI
HiJXOAM N0 PO3YMiHHA irpOBMX TEXHOJIOTIN B Mefjia;
3a JJOIIOMOTOI0 CTPYKTYPHOTO METOAY 3 sICOBAaHO OC-
HOBHI €JIeMEHTM irpOBMX TEXHOJOriN Ta IXHIO cIle-
udiky B pisHMX Mefia; 32 HOIOMOTOK OIICOBOTO
METOAY PO3KPUTO CrienniKy mKepes Ta KOHIIeTIIIiit
3 irpoBOro Ju3alHy, irpOBMX TEXHOJIOTIN, AU3aHY
Bpa)k€Hb Ta KOPUCTYBALIbKOTO OCBiNTY.

Pesynbratn pocmimxenns. Cporopsi pamsaiiH
Bpa)KE€Hb, AKMII 4aCTO Ha3VMBAaIOTb AM3aHOM [OCBi-
ny — XD (experience design), — po3IafaloTh K MiX-
OVICHVIUTIHAPHMI IIXi]] 0 CTBOPEHHA B3a€EMOJII, AKi
3aJIy4al0Thb KOPUCTYBadiB AK Ha KOTHITMBHOMY, TaK
i Ha emoniitHoMy piBHax. I1. [I. ITain i JI. I. I'inmop
CBOTO 4YacCy BBENIM IOHATTA «€KOHOMiKa Bpa’KeHb»,
[Ke IIePEMICTIIIO YBary Ha IIiHHICTb Bpa>keHb, 1110 3a-
HYPIOIOTh, ¥ Cy4aCHOMY CYCIIUIbCTBI, OPI€HTOBAaHOMY
Ha crioxyBada [17]. 3acHoBaHMII Ha MPUHLINIIAX JIIO-
IVIHOLEHTPUYHOTO [AU3aliHy caMe [IM3aliH BpaXKeHb B
epy eKOHOMIKM BpaykeHb CIIPAMOBAHMI Ha CTBOPEHHSA
3HAYYIIOTO I He3a0yTHBOTO AOCBiAY B Pi3HMX TOUKAxX
JOTUKY i1 KoHTeKcTax. P. Poccman Ta M. [TroppeH y npa-
i «/lusaita BpaxeHb» (aHrI. Designing Experiences)
BM3HAYAIOTh BPOKEHHs SIK «eNMHUI deHOMeH B3ae-
Mopil, 1110 € epeKTOM CBiJOMOTO pO3yMiHHS y4acHUKa
Ta OCMUCTIEHOI iHTepIpeTanii 1 [B3aemonii] enemeH-
TiB, KY/IbMiHAIlis IKOTO — Ile 0COOMCTiCHE CIIPUITHATTSA
pesynbTartiB Ta criorajii». CbOrofiHi € Y1MMao migxo-
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[iB O pO3yMiHHA [JU3aiiHy BpakeHb, KOXKEH i3 AKMX
PeTpe3eHTyI0Th NOHATTA «IM3aliH KOPUCTYBAILbKUX
BPaXXEHb», «[JU3aJH KIIEHTCHKOTO NOCBily», «IM3aliH
cepBicy», M0 (AKTUYIHO B CUTYaTUBHMX KOHTEKCTAX
KOPEJIIOIOTh 13 MOHATTAM «M3aiiH BpakeHb». [{n13ain
Bpa>keHb Iepef0adae BpaxyBaHH: CHeIpiKy TOro 4n
iHIIOrO cepemoBMILA, a OTXKE, 3aCTOCYBaHHA IEBHIUX
METOIMK JOTO afamTalii JO LbOro >X CepeloBUIIA.
InTerpania KOHIENLiI BpayKeHHA Ta JU3aliHy CIIPU-
YYHIIA TTOABY B HAYKOBMX IIPAIlIX TAKOTO BU3HAYEH-
HA: «[JM3aliH BpaskeHb € MPOLIeCOM LiiIeCIPAMOBAHOL
opraHisanil €/IeMEHTIB BPO)KEHH: 3 METOI HaJaHH:A
YYacCHMKaM MOKIMBOCTI ATPUMYyBaTH 1 PO3BUBATU
B3aE€MOJIiI0, @ TAKOXK OUiKyBaTll Ha Pe3yIbTaTH, SAKi 3a-
mymaB ausaitHep» [19].

JM3ajiH Bpa)keHb OXOIUIIOE €1eMEHTH IICUXOTIO-
rii, eCTeTUKM, CTOPITEIiHIY Ta TEXHOJIOTIN, 30cepe-
IPKy€ Ha CTBOPEHHI LI/IiICHMX HapaTUBiB, AKi pe30OHY-
I0Tb i3 KopucTtyBadamn. CaMe TOMY CbOTOfIHi, OKpiM
JIOHeCeHHsI NpaBauBoi iHdopMarii 1o croxuBaya,
mepeq Mejia IIOCTAa€ 3aBJAHHA [NOIOMOITH JIOMY
m61IIe 3aHyPUTHCS B IPOOJIEMY Yepe3 IepeXBaH-
H# eMOLIIJIHOTO JOCBiZly Ta CHOHYKATH JIO BUABIEHHS
6axaHHA fomydarucs fo Hei. Bifrax i cnextp ¢yHk-
1Iij1 Meflia B Cy4aCHOMY CBiTi 3HAYHO PO3LIMPIOETHCA.
Ilo ocHoBHux yHKLi, cepen AKuxX iHdopMalliiiHa,
aHaJIiTUYHA, Ii3HaBa/IbHO-IIPOCBITHNUIIbKA, MOPa/lb-
HO-BUXOBHA, QYHKIif BIUIMBY Ta TefJOHICTUYHA, JI0-
flaeThbCsA 1e PYHKI[iA AM3aiiHy BpaXkKeHb.

B acnexTi MeniafiocmigKeHb €eKOHOMiKa Bpa)KeHb
TNEMOHCTPYE, AK MeJiacIoX1Bad IPUIMa€e pillleHHA
PO KYMIB/IO (CIIOXXMBAHHSA, BUKOPUCTAHH:) Mefiia-
HIPOAYKTY ab0 MOCTyry He JIMIIE 3 OIJIAAY Ha JOTo
XapaKTEPUCTUKIA, A J Ha Bpa)KE€HH, AKe TaKMIl IIPO-
IYKT 9) ITOCTTyTa CIPABIIAE.

[na epeKTMBHOrO BIUIMBY Ha CY4acHOTO CIIO-
JKMBaya Mefiia oTpedye HOBUMX IHCTPYMEHTIB, IO
3a0esnevyaTb OTPUMAHHA IE€BHNUX BpakeHb. OfHIM
i3 TaKMX iHCTPYMEHTIB € irpOBi TEXHOJIOTII B Mefjia.

IrpoBi TeXHOOrii OXOIUTIOITDH MIMPOKUIL CIIEKTP
iHCTpyMeHTIB, TexHIK i IIaTpopM, AKi BUKOPUCTO-
BYIOTD JI/I1 CTBOPEHHA Ta peasisalil iHTepaKTMBHUX
possar. I. [InukiBcbka (2004) mOHATTA «irpoBi Tex-
HOJIOTiI» BM3HAYa€ fAK irpoBy Gopmy B3aeMofii, 150
cripsiMOBaHa Ha (opMyBaHHA BMiHb BMpilTyBaTn
CKIaJHi 3aBJAaHHA HAa OCHOBI KOMIIETEHTHOTO BU-
6opy albTepHATUMBHMX BapiaHTIB uepes peaisaliio
neBHoro cioxery [1]. Y cdepi menia irposi TexHomo-
rii memasi 6inblie iHTErpyoOThCA B pisHi popmaTy —
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KiHO, TerlebadeHHs, miTeparypy Ta LudpoBi Mepia
M y Takuil crnoci6é po3MmBaiOTh MeXi MiX Tpamu-
LIIHOI0 Ta IHTEPAaKTVBHOKI pO3IOBIII0 icTOPIil.
Ix. FOn posywmie irpu sik popmanbHi crcTemu 3 mmpa-
BMJIaMU, IO NPU3BOJATH O 3HAYYIIUX Pe3y/bTa-
TiB, IKi MalOTh CBOIO CTPYKTYPOBaHICTb i MOTEHIIian
UL aKTMBHOCTI rpaBuiB [13]. YipoBamKeHHs irpo-
BMX T€XHOJIOTII y MeJjia A€ 3MOTy JOC/iIKyBaTu He-
NiHiHI HapaTUBY, JOCBiJ], KEpOBAHMII TPABLAMMU, T
IHTEpaKTUBHY B3a€MOiI0, a BiTaK II€pETBOPIOBATH
MaCYBHY ayJUTOPil0 Ha aKTMBHUX YYaCHUKIB.

JI13aiiH Bpa>keHb Ta irpoBi TEXHOIOTI TiCHO B3a-
€MOJIIIOTDb B irpOBOMY J3aliHi.

K. Canen Ta E. lluMmepmaHn kBamiikyooTs rpy
AK CUCTEMY, B sAKill TpaBLli 6epyTh y4acTb y IITYIHO-
My KOH(IIKTi, BUSHAUEHOMY IIpaBUIaMM, LIO NIPHU-
3BOIUTD [JO KibKiCHO BMMipIOBAaHOTO pe3yNbTaTy
[20]. IrpoBwmit AM3ailH OXOIUTIOE CTBOPEHHS IIPaBIJL,
MeXaHiKM, eCTeTUKY Ta HapaTuBiB, AKi GOpMyIOTH
TOCBiJ IpaBILiB Ta IXHIO B3aEMOJII0 Y BipTyaJIbHOMY
ab0 cuMy/IbOBaHOMY cepenoBuili. Po3ymMiHHA MOTH-
Ballil, BIIOZOOAHHS Ta MOBENIHKM IPABIIiB A€ MOX-
JIMBIiCTb refiMAM3aliHepaM CTBOPIOBATY 3aXOIIMBUMI
TOCBifI, KNI CIIpUAE 3aHYPEHHIO, BUK/IMKY Ta €MO-
LiIHOMY PE€30HAHCY.

IrpoBi rexnoorii B Mefiia pOpMyIOTh TaKOX I1€B-
Hult Kopucrysaubkuit focsip (UX - user experience),
IO € 3aTaJIbHMM BpaKeHHAM Ta 3alOBOJIEHHAM, SIKe
KOpPUCTYBa4i OTPUMYIOTDH BiJi B3a€EMOZIl 3 IPOAYK-
TOM, CUCTeMOIo 4K nocnyroo. Jlonanbg A. Hopman
BM3HAYA€ TAKUIl JOCBiJ AK CYKYIHICTh CIPUIHATTA
i peak1ijii KOpUCTyBaya, IKi € pe3yabTaTOM BUKOPU-
CTaHHA Ta / ab0 O4iKyBaHOTO BUKOPMCTAHHS IIPO-
IYKTY, cucteMu abo mocmyru [16]. Koprcrysarbkmit
TOCBiJl OXOIUIIOE pi3Hi aCIIeKTH, 30KpeMa 3py4HiCTb
BMKOPVICTAHHA, BOCTYIIHICTb, €CTETUKY Ta EMOLIJIHY
npuBaOMMBICTD 13 METOIO MiABUILIEHHS PiBHS 3a/0-
BOJIEHOCTI Ta 3aJIy4€HOCTi KOPUCTYBayiB. Y KOHTEK-
CTi irpOBUX TEXHOJIOT y Mefiia BiH Biflirpae BUpi-
IIA/IbHY POJIb Y (POPMYBaHHI COPUITHATTS, HOBEfiH-
KI Ta BIIOZOOAHb ayAMTOPii, 3peIlTO0 BIUIMBAE HA
YCIiX Ta iHTePaKTUBHUIN JOCBIJ,.

B3aeM03B’s130Kk MK [U3allHOM Bpa’KeHb, irpo-
BMMM TEXHOJIOTiAAMU B Meflia, irpOBMM [V3ailHOM Ta
KOPUCTYBalbKUM [IOCBiJOM CTBOPIOE 3MiCTOBHMIL
TOCBif 1A ayguTopii. IHTerpais sHaHb i3 pisHUX yuc-
LMIUIH Ja€ MOX/IMBICTD JOCTiJHUKAM Meflia Ta IIpaK-
TUKaM IIno1Ie 3pO3yMiTH MeXaHi3Mu, AKi JIeXaTb B
OCHOBI IHTE€PAKTMBHOIO CTOPITE/IiHTY, 1O JJOIIOMara€e
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3a/Iy4aTy ayguTopiro. 3aBAAKM €MIIiPUYHUM JOCTi-
IDKEHHAM, TeOPeTUYHUM 3acafiaM i AM3aliHepChbKUM
iHTepBeHLiAM NOCTITHUKI MOXXYTb BUBYATY CK/IAHY
B3a€EMOJIiI0 MDK TEXHOJIOTiAMM, irpOBMM HapaTMBOM
Ta JIOACHKUM ITi3HAHHAM, BUSBIATUA HOBi TeHMEHIIil,
Kpallli IPaKTUKM Ta €TWYHi MipKyBaHHA B MiH/IMBO-
MY CepefiOBUILi BUPOOHNUIITBA Ji CIIOXKMBAHHSA Mefia.
BuxopucTranHs 3HaHb i3 AM3aliHy BpaXKeHb, TelM-[1-
3aliHy Ta 3 rajys3i KOpUCTYBALIbKOIO HOCBIy YMOX-
JIMBJIIOE Ha MPaKTUIi 3HAYHO MOKpAIUTY AM3aliH Ta
peatisaliiro irpoBoi KOHLEMNIIiI B IIOAA/IbIINX BEPCifX,
a TaKOXK HaOyBaTM iHTEpaKTMBHOTO MeMiafoCBimy 3
OLIIHIOBaHHA B)K€ YIIPOBA/PKEHOr0, CIIPUATY iHHOBA-
LifAM Ta KpeaTMBHOCTI.

InTerpania irpoBuMX TEXHOJOTiN IO CBiTOBOTO
MefianpoCTOpy OCTaHHIMM poKamy Habyma CTpim-
KOT'O PO3BUTKY, 3MiHI/Ia CIIOCi6 B3aeMopil ayauTopii
3 KOHTEHTOM Y pisHMX popMmarax i Ha pisHUX IIaT-
¢dopmax. OpHuM i3 ACKpaBMUX NPUK/IAJIB TaKOI iHTe-
rpaiii € HosBa IHTEPaKTUBHOTO CTOPITEIHTY B 1yd-
poBUX Mefia. 3TiZHO 3i 3BiTOM aHa/MITUYHOI KOMIIA-
Hil «Hplosy» (Newzoo) (2023), moxoau cBiTOBOro
irpoBoro pmHKy (iHTepaKTMBHUII Ta iMepPCUBHMUI
KOHTEHT) HocATHYTb $205,4 Mipp y 2026 p. 3aBIAKN
TEXHOJIOTIYHOMY IIpOrpecy Ta 3MiHaM y BIIOfOOaH-
Hsx aypuTopii [23]. IrpoBi TexHoOTiI € e ek TUBHM-
MU 3aBJIAKY 6-TH aCTIeKTaM, 110 3a0e3IedyITh iMep-
CUBHMII KOPUCTYBAaLbKUIL JOCBifl: iHTEPaKTUBHICTD,
IpaBO Ha IIOMWIKY, 3BOPOTHIil 3B’530K, BiI4yTTs
IIPOTPeCY, CTOPITe/TiHT Ta MOTUBAIA [4].

IrpoBi TexHomorii peanisyloTbca Ta QyHKIiOHY-
I0Th Ha pisHMX Mefiaratpopmax, sIKi OXOIUIIOIOTH
IIVPOKMIT CIEKTP 3acO0iB MeiakoMyHiKalii: Tene6a-
YeHHs, KHUTHU, BeO-CaliTh, Coljia/bHi Mepexi, MyJIb-
TUMeiiTHI Tpe3eHTallil, KOMIT I0TepHi irpy, peanpHmit
cBiT y popmari agim, mrakaris romo (H. I. 3pakes-
cbKa) [2, c. 167], a TakoX elIeKTPOHHi (OH/IaiTHOBI /
Mepe)KeBi) CIOBHUKM 3 BiIKpUTUM KOZOM JOCTYIIy
abo BUIPHOTO HOCTYIy K iHTepakTVBHi (0COOMMBO
OCBiTHi) pecypcnu, Ha AKUX BifjOyBa€TbCs KOMyHiKa-
TUBHA B3aeMopiisa Kopuctysauis (B. JI. IBamenxo) [3,
c.8-9]. Bigrak He e MepiaraTopMu € OCHOBHUM
CepefoBMIIEM [UIA 3aCTOCYBAHHSA irpOBMX TEXHOJIO-
rilf, a 7 cami irpoBi TeXHO/MOT{i BMKOHYIOTh (QYHKIIiO0
MepianaTdopM KOMyHIKaTUBHOI B3a€MOZII.

Cepep HalllIoOIIMpeHIIINX elIeMeHTiB, 1[0 € OCHO-
BOIO irpoBMX TexHoJoriit [14], Taki:

1. «[JocsirHeHHS» — U pOBi BUHaropoam abo Bu-
3HaHHA, AKi KOPUCTYBadi OTPUMYIOTb 3a BUKOHAHHA
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IIeBHMX 3aBJaHb a00 IPOXOJPKEHHS IIeBHUX €TalliB.
MepiammatpopMu MOXXYTb BIIPOBA/IKYBAaTy CUCTEMN
TaKMX irPOBMX €/IeMeHTIB, 100 CTUMY/IOBATY 3a1Ty-
YeHHS Ta JOCTipKeHHA Kopucrysadis. Hampukmiapn,
KOPJVICTYBa4i MOXXYTb OTPMMYBaTH «JOCATHEHHA» 3a
IeperIAf IeBHOI KiJIbKOCTI eNi30/iB, BUKOHAHHA iH-
TePaKTVMBHUX 3aBJjaHb 260 BiIKPUTTA NPUXOBAHOTO
KOHTeHTYy Ha Mepiamtardopmi. [Imardpopma mrsa mo-
ToKOBOro MoByeHHA «TBiTu» (Twitch) Buxopucrosye
el e/IeMEeHT, 100 BMHATOPOMKYBATU CTpUMeEpIB i
I7IA/la4iB 33 IIPOXO[KEHHA IIEBHUX €TalliB i B3aEMO-
nito 3 gyskuiamu mwratdopmu [21]. Crpumepnu Mo-
KyTb OTPUMYBATU «JOCATHEHHsA» 3a Te, 110 TPaHC-
JTIOIOTb TPY MPOTATOM Ki/IbKOX JHIB ITOCHIIb 260 «/10-
CATAIOTh» IIEBHMX ITIOPOTOBMX 3HAY€Hb Ki/IbKOCTI I71A1-
Jad4iB, a I7A5a4Yi MOXKYTb OTPUMYBATU «TOCATHEHH»
3a Y4acTb y 4arti, MiJIICKy Ha KaHa/mM abo Ieperiis
TPaHCIALiN IPOTATOM TPUBAJIOTO Yacy.

2. «ABarapm» — uudposBi penpeseHTarii Kopuc-
TyBa4iB y iHpOpMaLiilHOMY POCTOPi, SAKi MOXHa
HaJIAIITyBaTH, 100 BigoOpasutm iHAMBiZyanbHi
BriogobaHHsA Ta igeHTmuHicTh. Leit irpoBmit ene-
MEHT MOXXe TIOCMJIUTY 3aHYPEHH: Ta IepCcoHalisa-
11i10 KOPMUCTYBaYiB Ha MefiiamnaTdopMax, T03BOMN-
TU IM CTBOPIOBATYU Ta HAJIALITOBYBATU CBOI BipTy-
a/lbHi 06pasm.

3. «3Ha4yKM» / «OeitKi» — BisyasbHi cMBOMM a60
IiKTOrpaMu, AKi HaJAI0TbCAA KOPUCTYBadaM K popma
BU3HAHHA a00 «/JOCATHEHHs1». X MOXKHA BUKOPUCTO-
BYBaTU [JId BJMHArOPOAM 3a y4acTb KOPMCTYBadiB,
BIUKOHAHHSA II€BHMX 3aBflaHb Ha MefiarmatgopMax.
Hanpukiazn, kopuctyBadi MOXyTb 3apobmsaTu «6eii-
IPKi» 32 CTBOPEHHS KOHTEHTY, y4acTb Y AMCKYCifAX
a00 OBOJIOIIHHA TIEBHMMI HABMYKAMU B MeIiaCIIi/Ib-
HOTi. [llo6anbHuMi caiir-arperatop HoBuH «PepnmiT»
(Reddit) sanpoBazuB crcTeMy «OeipKiB» /s aKTUB-
HIX JONVCYBaviB Ta MOfiepaTopiB Ha popymax CBOEL
crinpHOTH [18]. KopucTyBadi oTpuMyoTh «Oeitmxi»
3a HaJJaHHSA BYCOKOAKICHOTO KOHTEHTY, Y4aCTb y JVC-
KYCifIX Ta JOTpMMaHHA PaBUJI CIIIJIbHOTH.

4. «Konekuii» — Habopu undpoBux 06’exTiB a60
apTedakxTiB, fAKi KOpUCTyBadi MOXYTb KYIyBaTHu,
361pary Ta KepyBaTu HUMM 3 OIIALY Ha CBill JOCBif,.
Lleit enemeHT cayrye GOpMOIO MOUIYKY, HOCTiI>KeH-
HA Ta 3a7y4eHHA KOHTeHTYy. Hampmxman, Kopucry-
Badi MOXYTb 30MpaTy BipTya/lbHi KapTKY, HATIIIKN
4y apredakTy, OB’ A3aHi 3 YIIOOIEHNMI ITepCoHa-
>kaMM 200 TeMaMI, a TAKOXK CTUMY/TIOBATH ITOCTilIHE
3a/Iy4€HHs Ta B3aEMOJI0 3 Me/liaKOHTEHTOM.
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5. «bopoTbba» — iHTepaKTMBHA MeXaHiKa irpoBo-
To IIpoliecy, 1o nependadae disnyne abo BipTyanbHe
HIPOTUCTOSIHHS, 3a3BUYail [OB’sI3aHe 3 MPUITHATTAM
CTpaTeriyHux pilleHb, BUK/IMKaMU Ha OCHOBI HaBU-
YOK 1 KOHKYPEHTHOIO B3aeMopicro. Lleit ereMeHT Mo-
e OyTu iHTerpoBaHuM y pisHi Megiadopmary — iH-
TepaKTUBHI icTopil, irpu Ta cumyrsanii, o6 gogaTn
a3apTy, BUKIMKY Ta iHTepaKTuBHOCTi. Hampukmnap,
iHTepaKTUBHI pO3IOBifi MOXXYTb MicTITH 60J10BI eri-
3041, y AKMX KOPUCTYBayi IIOBMHHI IpUIIMaTH TaK-
TUYHI pillleHHs, OpaTy y4acTb y 6urBax abo momaru
CYNIPOTUBHMKIB, 106 IPOCYBATICS CIOXKETOM.

6. «Po367IOKyBaHHA KOHTEHTY» — HaJaHHA JI0-
CTYIIy [0 JOIaTKOBOTO KOHTEHTY, MOX/IMBOCTEN 260
¢yHKLi, 37e61pIIOro 3a [JOIOMOTOI0 IIPOrpecy,
«mocATHeHb» a60 ortaty. Ileit eneMeHT BUKOPYCTO-
BYIOTb JI/I1 CTMMY/IIOBAaHHSA 3ay4eHHsA KOPUCTYBa-
4iB, mignuckn abo MoHeTusanii Ha MepiaraTdop-
Mmax. Hanpuknaz, xopucryBadi MOXYTb pO36IOKy-
BaTy JJOCTYII JJO IIPEMiyM-KOHTEHTY, eKCK/II03MBHUX
¢yHKIiT ab0 6e3peKIaMHOTO MOCBify, BUKOHATU
3aBJIaHHA, IPONTH IIeBHi eTamy abo mifnmcarucs Ha
npemiym-dopmar y Mexxax Megianarhopmiu.
mw1argopma
«}OTy6» mpomnoHye npeMianbHi HOCTYTM HiATINCKI,
sokpema «lOTy6 IIpemiym» (YouTube Premium)
ta «fOry6 Miosik IIpemiym» (YouTube Music
Premium), siki p036/I0KOBYIOTb KOHTEHT 0e3 peka-

Imo6anbHa IIOTOKOBOTO  Bifeo

MM, 3aBaHTQ)XEHHA B PEXUMi oQIaiiH Ta eKCKIIo-
3MBHI (YHKIIII I KOPUCTYBauiB B YKpaiHi Ta cBiTi
[25]. Cnyx6a nmdposoi nepenmiaru «Hbro-IMopk
Taitme» (The New York Times) mpomonye mpemi-
YM-JOCTYII JO €KCK/II03MBHOTO KOHTEHTY, TIepEeTIAL,
6e3 pexIamMy Ta NepcoHani3oBaHi QYHKII i me-
penmmaTHukiB [22]. [lepeArmaTHUKM MOXYTb PO3-
6710KyBaTM JOCTYI 1O IpeMiyM-cTareil, iHpopma-
Li/THNX OI0JIeTeHiB Ta MY/IbTYIME/i/THOTO KOHTEHTY.

7. «[lapyBaHHSA» — OOMiH BipTyaJIbHUMM IIpef-
MeTaMI, BaJIF0TO0 ab0 JOCBiOM MiX KOpUCTyBada-
MI, 9acToO € GOpMOI0 COIianbHOI B3aeMOfii, BAsIY-
HOCTi a60 3anmydeHHs. Lleit irpoBuii efleMeHT cripusie
coLjia/IbHINl B3a€MOJil, CTBOPEHHIO CIIIJIBHOT i 3a-
TY4EeHHIO KOpUCTyBadiB. Hanpukiaz, KopucryBadi
MOJXYTb HaJ[CU/IaTV BipTya/IbHi IONAPYHKU, KETOHU
a00 BMHArOpOAM APY3AM, MiAMMCHUKAM YU JOINCY-
BayaM y MeJiacIIiIbHOTI, 100 BUC/TOBUTY BIAYHICTD,
HiATPUMKY a60 TOBapYUCHKICTb.

ITnardopma enekrponHOi komepuii «Poszerka»
(Rozetka) nosBonsie KopucTyBauaM KymyBaTH Ta
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HaJCUIATU BipTya/bHi IOJAPYHKOBI KapTKU IPYy3AM
i wrenam ciM’i B ocob6muBux Bumagkax (gHi Hapox-
JKeHHS, CBATA), a TAKOX OOMiHIOBaTU IOJIapyHKOBI
KapTKJM Ha IOKYIKH [5].

8. «JlimepchKi JOUIKM» — [MHAMIYHI PeTHHIY 200
CIIMCKY, AKi BijoOpakaroTh MPOAYKTUBHICTD 200 I10-
311l KOPMUCTYBayiB, 3a3B/Yall HA OCHOBI TaKMX KpU-
TepiiB: 6amu, piBHi ab0 gocsarHenHs. Hanpuxiaz, Ha
MepiaraTpopMax MOXKYTb OyTH po3MileHi Tabmmii
NifepiB, y AKMX NPeCTaBIeHO HalaKTVBHILINX IOTIN-
CyBad4iB, KOPUCTYBadiB a00 TpaBIiB i3 HaBUIVIMU
MOKa3HUKaMI, 1[0 CTUMY/IIOE KOPUCTYBAYiB IParHy-
TV [0 BU3HAHHA il HAOyBaTy IIEBHOTO CTATYCY.

Homatox  mis «[lyomninro»
(Duolingo) BuKOpUCTOBYE cuCTeMy piBHIB IjIs BU-
ABJIEHHs PiBHA BOJIOMIHHA MOBOIO Ta IPOCYBaHHA

BUBYCHHA MOB

kopucrysadya [10]. KopucryBaui mpoxomsats ypo-
K Ta BIKTOpMHIU, 1[06 po3610KyBaTy HOBi piBHI it
orpumary Haropopu (puc. 1). Okpim TOrO, JOHATOK
MICTUTB TYpHipHi Tabmm1i, Mo 3a6e311e4y0Th M031-
TUBHY KOHKYPEHIIII0 Ta IIOKAa3yIOTh IPOrpec IOpiB-
HAHO 3 iHIIMMY KOPUCTYBadaMI.

9. «PiBHIi» — OKpeMi eTanu Nnporpecy, sKi 3a3Bu-
YaJi XapaKTepU3YIThCSA 1I0pa3 BUILOK CKIaJHICTIO,
KOMIUIEKCHICTIO 260 BUKIVMKAMIL. Hanpuxknag, in-
TepaKTMBHA PO3MOBib (CTOPITENiHT) MOXe MaTu
Ki/lIbKa piBHiB, Ha AKX KOPUCTYBadi IOBYHHI BUKO-
HYBaTy 3aBJaHH:], PO3B s3yBaTU TOIOBOTIOMKI 2060
[OMaTy TMEePeIKOaH, 100 BiIKPUTU HOBi CIOXKETHI
JTiHil, TepCcOHaXiB a00 KiHIIiBKIL.

10. «bam» — BipTyanpHa BamoTa a0 MeXaHi3M
nifpaxyHKy 6aiB, sSIKi HAPaXOBYIOTbCA KOPUCTYBa-
YaM 3a BUKOHaHHA 3aBJJaHb 200 y4acTb B aKTUBHOC-
TaAX. Lell irpoBuil eneMeHT € KpUTepieM IpOrpecy,
JIOCATHEHb YU 3aJy4€HOCTI Ha Mepiamardopmax,
320X04y€e KOPMCTYBa4iB OpaTu y4yacTb, JOCILIKY-
BaTM Ta B3AEMOJiATM 3 KOHTeHTOM. Hampukiapm,
KOPMCTYBa4i MOXYTb 3apo0/ATH 6any 3a Ieper/az
Bifieo, YnTaHH cTareir ab0 MPOXOKEHHS BIKTOPUH
Ha MefiamTatdopmi 3 MOXK/IMBICTIO OOMIHATHK X Ha
HaropopM, 3HIDKKM 200 eKCK/TI03MBHMIT KOHTEHT.

11. «KBectu» — CTPYKTypoOBaHi 3aBflaHH:, Micii
ab60 BUK/IMKM, IKi KOPUCTYBa4di MOXXYTb BUKOHYBATI
PasoM i3 3aBJaHHAMY, BUHATOPOJLAMM Ta IIPOIPECOM.
Menia MOXYTb IPOIOHYBAaTU KBeCTU 260 BUK/IMKI,
SKi CTIOHYKAIOTh KOPUCTYBa4iB BUKOHYBATH IIE€BHi i,
3HAXOJUTY IIPUXOBAHNI KOHTEHT YM CIIiBIIPAIIOBATI
3 iHIYMY, 1106 OTPUMATU BUHATOPOLY, PO30IOKyBa-
TV BOCATHeHHA ab0 mpocyHyTu icropito. Haiicrapi-
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myM GOPMaTOM BUKOPMCTAHHS irPOBMX TEXHOJIOTIN
B 3MK e xpocBopau Ta nasnu. CborofHi cBiTOBI Mefjia
(nanp.: «lapgian» / «The Guardian» [8], «DaitHeHn
Taitme» / «Financial Times» [7], «Bomn-cTpit mxop-

dUOLiﬂgO Home  Activty  Discussion  Immersion

Support

French skills o

Hem» / «Wall Street Journal» [24] Ta in.) (puc. 2-3)
BJKOPUCTOBYIOTb OHJIA/IH-KBECTV T4 KPOCBOPHY IS
MiABUILEHHA B3a€EMOJIii 3 KOPUCTyBadyaMM Ta ITOKpPa-
ILIeHHS KOPUCTYBAIbKOIO JOCBIfY.

1@ v GO0 O 80

French progress

7

01 Qs

a4 Strengthen skills

Leaderboard

Puc. 1. Cucmema pisnie ma mypuipuux mabauuyp y oodamxy «yonineo» (Duolingo)

25 theguardian.com/crosswords/quick/16846

frcom/content/30a62fba-eBd7-4aad-babb-9de05206a3bd

= Q FINANCIAL TIMES

Across Down

1 Goingdownalongway? (4-36) 1 Puton(3)
8  Paradise (7) 2
9 Body- difficult (5) 3

4

10 Sauce (4)
©)

Teach (8)

1 Clearing of throat (8)

13 Rumour (6)

14 Netting footballer (6) 6 Phrase ()

17 Demurred (8)

19 Fencing weapon (4)
g weap ©

21 Wallower (5)

22 From Malaga, say (7)
92 53 15 Copy (7)

24 Roman governor presiding over
Jesus's trial (7,6)

Checkall  Revealall  Clearall 18

N
°

Crosswords are saved automatically

N
o

Urge (3)

In the first few years? (5,2)
Hash (anag.) (4)

Manifestation of the abstract

7 Foresight (anag.) (4.,5)

10 Tiny part of integrated circuit

12 Florets vegetable (8)

16 Population count (6)
Honshu's country (5)

Airs (anag.) (4)

HOME WORLD US COMPANIES TECH MARKETS CLIMATE OPINION WORK & CAREERS LIFELARTS HTSI

Crossword (+ AddtomyeT )

FT Crossword: Number 17,723

AcRoss

1 Ofl werker changing oven atrer refurty
keepi

[
dEEEEEREN

Puc. 2. Kpocsopou y suoannsx «Iapdian» / « The Guardian»
ma «Datineruin Taiimc» / «Financial Times» The Guardian

12. «ConianbHa fgiarpamMa» IpeNCTaBIIAE MEPEXY
3B’AI3KiB, CTOCYHKIB i B3a€eMOJiil Mi>k KOpuCTyBaya-
MM, 3a3BMYall BidyanizoBaHy y BUITIAAL rpadika abo
MepexxeBol piarpamu. Hampukiag, menia MOXXyTb
BUKOPJCTOBYBATY COLia/lIbHY Aiarpamy, o6 peko-
MEH/[yBaT!l KOHTEHT, 00’ €IHyBaTI KOPUCTYBadiB 3i
CXOXXUMM iHTepecamu ab0 BUCBIT/IIOBATH aKTyasIbHi
TE€MU Ta JUCKYCil B CIIZIbHOTI.

13. «<KomaHpu» — opraHisoBaHi rpymm a6o crib-
HOTY KOPNCTYBadYiB y Mefia, 3a3Bu4ait copmoBani
HaBKOJIO CITIJIBHMX iHTepeciB, 1ineit abo AisMbHOCTI.
Megpia MOXyTb IPOBOAUTY KOMAaH/Hi 3MaraHHs, BI-
KIMKM 200 3axofy, sKi 3a0X0YyIOTb KOPUCTYBauiB
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CIiBIIpAIIOBATH, pO3pOO/IATI CTpaTerii Ta 3MaraTucs
3 IHIIMMM KOMaH/IaM) 32 HarOpoAy, BU3HAHHA ab0
craryc y cuinpHoTi. Hamp., crpiminrosa margopma
«Herdmnike» (Netflix) sanpoBagmna xny6 «Herdrike
npes’io» (Netflix Preview Club) six Mo>XnuBicTb myst
YYaCHMKIB IIeperAfaTy monepesHi Bepcii cepiais i
GbinbMiB, sAKi Ile He BUIIIIM B MPOKAT, 100 BUCIO-
BUTM CBOIO AYMKY 1po Hux [15]. Ii BifTyKu MOXyTh
BUKOPMCTOBYBATICS IiJi Yac pefaryBaHHsA (piHasb-
HOI Bepcii, 06 3po6uTH ii Kparioro.

14. «BipryanpHi ToBapu» — 1udposi 06’exTu,
aKTUBM 200 TOBapy, AKMMU KOPUCTYBAYi MOXKYThb
BOJIOJITU 11 TOPTYBaTU 3aj1A IepcOoHaisallii, ca-
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MOBMpakeHHs ab0 mifgBuINeHHsA cTraTycy. Lleit
€leMEHT IIOKpalllye KacToMi3allifo, IlepcOHaJli-
3allil0 Ta 3ajJly4eHHA Kopucrysadis. Hanpuknag,
MO>XHa IPONOHYBaTM KAacCTOMHI aBaTapKy, €KC-

KTI03VIBHI MaTtepianm, 3ycTpidi abo BUITycKH, AKi
KOPUCTYBadi MOXYTb KyIyBaTy, 30upatu Ta fe-
MOHCTPYBATH y CBOIX podinax abo BipTyaapHUX
IpPOCTOPax.

THE WALL STREET JOURNAL.

Poetic Justice
By Mike Shenk/Edited by Mike Shenk 00:08

ACROSS

5 “Jealous” singer Nick
ﬂ 10 Do ca's civic dut
14 NBA point guard Bledsoe

15 Sequestered

.

16  Object of worship

17 Inky blotch on a folder?

19 Weaver's device

THE WALL STREET JOURNAL.
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Cell Blocks

Divide the grid

into square or
rectangular blocks,
each containing
one digit only.
Every block must
contain the number
of cells indicated by
the digitinside it.

Puc. 3. Kpocsopou ma nasnu y eudanni «Bonn-cmpim oxcopren» / « Wall Street Journal»

IrpoBi TexHOMOrII TaKOXX IMPOHUKIN ¥ O iHIIMX
pi3sHOBUAIB Mefia — KiHO, JiTepaTypyu Ta peKIAMIN.
Hanpuxan: ¢inmem BipryanpHoi peanbHOcTi (VR)
«IToxmypi oui» (Gloomy Eyes) 3106y BusHaHHA Kpu-
TUKiB 3aBJIAKM 3aXOIUIMBOMY CTOPITEIiHTy Ta iIHHOBa-
LIIHOMY BMKOPUCTAHHIO iHTEPAKTUMBHMX €IE€MEHTIB
[11]; inTepakTuBHi ictopii «Bubip: Ictopii, sixi Bu
rpaere» (Choices: Stories You Play) Habymu nmomysp-
HOCTI cepep I7106a/IbHOT ayANTOPil, 1J0 JO3BOJIAE M-
TayaM pOpMyBaTI HapaTuB 4epes cBiit Bubip i Ail [6].

BaxnmuBicTh yNpoBa/pKEHHA irpOBUX TEXHONO-
Tiif 1O CBITOBUX Mejia BaKKO ePeOL[iHUTH, 0COOIN-
BO B KOHTEKCTI 3a/Iy4eHHs ayguTOPii Ta KyJIbTypHOI
peneBaHTHOCTI. Ik 3asHauae [. [Dxenkinc (2006),
KY/IbTypa KOHBEPTeHIlii BUAB/IAE PO3SMUBAHHA KOP-
IOHIB Mi>K BUPOOHMKaMI Ta CHO>KMBAYaMI, 8 TAKOX
MDK pisHuUMM Mepia [12]. Bukopucranus irpoBux
TEXHOJIOTiI CIIOHYKa€ TBOPLIB MeJia Hamarojxy-
BaTM TiCHILI 3B’13KM 3 ayAMTOpi€I0; pO3IIMpPIOBATA
MOXX/IMBOCTI KOPUCTYBA4iB Ta JOCKyBaTy HOBI
MO>X/IMBOCTI irpOBOrO HapaTMBY; YIPOBaIKyBaTu
iHTepaKTUBHI Ta iMepCMBHI MeJiaTeXHOJIOTil, L0
CIIyryBaTUMe KaTajai3aTopoM iHHOBALill Ta eKCIIepu-
MEHTIB; epenbadaTyt MOYK/TMBI HACTIIKM /TSI IHIIIUX
rajyseii, 30KpeMa OCBiTM Ta MapKeTUHTIY, OKpiM iH-
mycTpii possar. lerimicikanis, sacTocyBaHHA NPUH-
LMIIB irpoOBOro JM3aiiHy 10 HEirpOBMX KOHTEKCTiB
Jefasti Jacrile BUKOPUCTOBYETbCA B OCBITHIX IIpo-
rpaMax i KOPIOPATUBHMX OCBITHIX iHil[iaTMBax M
MOKpallleHHs Pe3y/lbTaTiB HaBUYaHHA Ta 3aTy4eHH:

InTerpoBani komynikanii, No 1 (17), 2024

KopuctyBadiB [4]. AHasoriuHo, iMepCcUBHUI JOCBIf
y pexiaMi Ta MapKeTMHTOBMX KaMIaHiAX OpeHpiB
BUABMBCA e(QeKTUBHMM IS IPUBEPHEHHS yBaru
ayAuTOPil I CTUMY/IIOBAaHHA 3a/Ty4eHHA 1O OpeHY.

Ina edextuBHOI B3aeMogii 3 MepiacrioXxmBava-
MI 3 METOI0 IOCTYIOBOIO 11 CUCTEMHOIO BIIPOBA-
JUKEHHs irpOBMX TEXHOJIOTINI pO3pOOHMKAM Cydac-
HIUX Mefiia MO>KHa PEKOMEH/TYBaTH:

1) mocmimKyBaTy iHTEepaKTUBHI METOLM CTOpiTe-
JIHTY, BUKOPUCTOBYBAHOIO B irPOBMX TEXHOJIOIifAX
1A CTBOPEHHA 3aXOIUIMBOIO 11 IIiKaBOTO JOCBiAy;
TO3BOATH KOPUCTyBadyaM BIUIMBATH Ha irpOBUII Ha-
paruB, pobuTy Bubip Ta 6paTy y4acThb y CIOKETHMUX
NiHIAX, 010 CIPUATHUME IiIBUIIEHHIO PiBHA 3ajyde-
HOCTI 11 yTpMMaHHA ayAUTOpii;

2) mifBUIIYBaTM 3a/Ty4eHIiCTb i TOAMBHICTD KO-
PUCTyBadiB, YIpOBa/pKyBaTK pisHi Habopu irpoBux
e/leMeHTiB (ocsATHeHHs, 6eitKi, Tabnmu1i migepis Ta
iH.); BUHATOPOKYBaTy KOPUCTYBAYiB 3a y4acTb, BU-
KOHaHHA 3aBJJaHb i JOCATHEHH:A IPOMDKHUX Pe3yib-
TaTiB, 110 CTUMY/IIOBATVME IXHIO ITO/Ia/IbINY Y4YacThb i
B3aEMOIIIO i3 KOHTEHTOM;

3) BpaxoByBaTy MOXX/IMBICTb 3aCTOCYBaHHS TeX-
Hostoriit BipryanbHoi peanbHocTi (VR) i gonoBHeHOT
peanbHOCTI (AR) [/11 CTBOpEHHS iHTepaKTUBHOTO Ta
iHHOBAIiTHOTO HOCBiAY (HALIPUKIIAZ, JOKyMEeHTa/IbHI
¢inpmu 3 BukopuctanHsaM VR; HOBMHHI cTaTTi 3 0-
IIOBHEHOK PEAJIbHICTIO; JOJATKM UL iIMEpCUBHOTO
CTOpITeNTiHTY), 110 BiIKpMBa€ HOBI MOXKIMBOCTI /ISt
POSIOBifi iCTOPI Ta 3a/ly4eHHA MIMPIIO] ayJUTOPii;
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4) BUKOPUCTOBYBATH irpoBi TexXHOIOTI /s mep-
COHaJli3alii KOPUCTYBalLbKOTO IOCBiJly Ta OHOBJIEH-
HS1 KOHTEHTY Ha OCHOBI iH/[UBi/{ya/bHUX yIIO[00aHb,
MOBEJiHKM Ta MOJIE/IeN 3a/IyYeHHs; JOMydaTy aHali-
TUKY BAHMX Ta aITOPUTMIU MAUIMHHOTO HaBYaHHS,
mo ¢opmyBaTuMe irpoBi TpaekTopii, opieHTOBaHi
Ha IIEBHMII CETMEHT ayIuTOpii;

5) ¢opmyBaru pisHi rpynm KoOpuCTyBadiB s
corianbHOl B3aeMopil Ha MefiammaTdopmax; Haja-
BaTU IM MOX/IMBICTb He JIMIIE CIIJIKYBaTUCA, a 1
CIiBIIpallOBaTH Ta KOHKYPYBaTH, a BiiTAK CTBOPIO-
BaTy aKTVBHOCTI HABKOJIO TOTO 4YM iHIIOTO irpoOBOroO
KOHTEHTY.

BucHOBKM Ta NepcneKTUBM FOcTimKenHsa. Or-
K€, BIIPOBAJ)KEHH:A IrpOBMX TEXHOJIOTIN O CBITOBUX
Mefiia 0O3Ha4Ya€ 3MiHy IapafiUrMy B TOMY, SIK PO3IIO-
BiJJal0Th iCTOpil, CTBOPIOIOTH [OCBiJ, Ta 3a/My4aroTbh
ayguTOopio. BMKOpUCTaHHA iHTEpaKTMBHMX Ta iMep-
cuBHUX (popMartiB moromMarae TBOPIAM Mefiia Iepe-
OCMMCTIUTY MEXi CTOPITENiHTY, COpUATI INOLIOMY
3B’A3Ky 3 ayJUTOpi€I0 Ta CTUMYIIOBATM iHHOBAIi.
OckinbKu TeXHOJOTii NPOJOBXYIOTh PO3BUBATICA,
a OuiKyBaHHA ayJguTOpii 3MIiHIOIOTBCH, iHTerpais
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