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BIAEOIIPU SK IIMBOKI MEAIA:
BUKJTMKW M14 YAC POCINCbKO-YKPAIHCbKOI BIMHA
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KaHJ[. MHCT., JIOII.,
Hamionansauii yaiBepcuter «OpechKa mosiTexnika», Oneca, Ykpaina, e-mail: zinovieva@op.edu.ua.

Beryn. Konrenmist «deep media» (rinbokux/TIHOMHHNX Meia) CTaja BaXKJIUBOIO JIIH3010,
yepe3 sAKy MOXKHA 3pO3yMiTH OaraTorpaHHy HOpHpOAy cydacHuUX ¢opMm Meznia. Bimeoirpu
MIPUBEPHYJIN YBaTy K popMa IITHOOKHX Me/Tia 3aBIsIKU IXHbOMY 3aXOILIMBOMY Ta iHTEPAKTUBHOMY
XapakTepy.

AKTyaapHICTh mOCaia:keHHsA. 3pocTaHHs iHAYcTpii Bimeoirop Ta ii 36mmkenHs i3 3MI
BUKJIMKAIOTh €TUYHI Ta HOPMATHBHI MIpKyBaHH:, SIKi BUMAaraioTh ociiixkeHHsa. OcobGiIuBO
aKTyaIbHE Il MUTAHHA B YMOBaX POCIMCHhKO-YKpPAiHChKOI BiHM, KOJIM PO3IVIAZYBaHHUH 3aciO
BUKOHYE POJIb OIIOpY B iHbOpMaIiiHuxX BiliHAX.

Merta pocaiazxkeHHs — OOI'PYHTYBATH POJIb BiZIeOirop sk IIMOOKKX MeJiia i/t yac pocifchKo-
YKpaiHCHKOI BilfHU.

MertopoJioria. BukoprcraHo aHalti3 HAyKOBOI JiiTepaTypy Ta JKepesl, TEPMiHOJIOTIYHUI
aHaJIi3, MOPIBHSUILHUH Ta KyJIbTYPOJIOTIYHUM aHAJTi3, aHAJIi3 Bi3yaJIbHUX Ta TEKCTOBUX €JIEMEHTIB
KOMIT IOTEPHHUX irOp PO POCIHChKO-yKPATHCHKY BiliHY.

Pesysapratn. IIpoaHanizoBaHO TepMiH «IJIMOOKi/TVIMOWMHHI Mefia» Ha TPUKJIAZAI Bige-
oirop mpo BikHy. BuszHaueHO HPOOJEMHI acleKTH BUKOPHUCTAHHSA KOMIIIOTEDHHX irop sk
3acobiB omopy B iHdopMaliiHUX BiHAX B YMOBaX POCIHCHKOI arpecii Ha TepuTopii Ykpainu.
Bimeoirpu mpo pociticbke BTOPrHEHHsSI B YKpaiHy, cTasu I1aT¢dopMo0 A1 iHhopMyBaHHS Ta
KOHTPIIPOIIaTaH/iv. BOHU IPOIIOHYIOTH 3aXOILTIOIOUHH JOCBI/I, 110 POOUTH iX POPMOI0 «TTTHOOKUX
Mejia» B KOHBEPTEHTHOMY CEPEOBHII. BUKOpHCTaHHSA BiZIe0irop AK iMEPCUBHUX Me/lia BUMArae
JIeJIIKaTHOTO PETYJIATOPHOTO ITiZIX0/y, BDaXOBYIOUH iX IIOABINHY POJIb K KYJIbTYPHUX apTe(aKTiB
i KoMepIiHUX MpPOAYKTiB. ETUYHI Ta HOpMATHBHI MipKyBaHHsA MalOTh BHUpIIIajbHE 3HAYEHHS
JUIS PETYJIIOBaHHSA rajry3i reiMAn3aiHy y Meia-cepeIOBHIIIi.

BucCHOBKM. Bifieoirpu MaioTh BJIAaCTUBOCTI, AKi Y3TOMKYIOTH iX i3 XapaKTepUCTUKAaMU TJTH00-
KHUX Meflia, 30KpeMa 3/IaTHICTIO 3aXOIUIIOBATH ayIUTODi0, IepeZiaBaTh abo pyWHyBaTH CKJIAJIHI
HapaTuBH Ta GOPMYBaTH KyJIbTypHHUH AucCKypc. KoHBepreHilis mezia Ta irpoBoi iHaycTpii miz-
KpecJIIoe HeoOXiTHICTh €ETHYHUX i HODMATUBHUX MeEX IS YIPABJIiHHA BUPOOHHUIITBOM, PO3IO-
BCIO/I’KEHHAM 1 CITOKUBAHHSM BiJIe0irop y KOHTEKCTI MeaiaBILUIUBY. ITiKpecsieHO CKJIafHICTh
PeryJIloBaHHs BiJle0irop, 0COOJIMBO 3 TOUKU 30py OGalaHCy MUCTEIHKOI CBOOOIM, KOMEPI[IHHUX
iHTepeciB i cycHiIbHUX IIHHOCTEH.

Kmouoei caoea: sideoizpu; 2auboki media; pociilcbko-ykpaiHcbka eiitHa; tHpopmauitiHa
8lliHA; KOHBep2eHUI HCYPHAAIiCMuKU ma i2posoi tHdycmpii.

BCTyl'[. B emoxy KOHBepTeHIlil Mefia, KoMK JKYPHATICTUKA JEMOHCTPYE HaA3BUUYAWHY
37IaTHICTh IO afamnTalii Ta IJIACTUYHOCTI, 6e3J1iu pi3HOMaHITHUX KyJIbTYPHUX €JIeMeH-
TiB 3MiIlIyeThCs B MemiamanamadTi. Pagio, TesiebaueHHs, ApyKOBaHi BUJaHHS Ta iHTEpHET
iHTerpyroThcs 3 pi3HOMAaHITHUMU IMOPTATUBHUMU Meia, 6JioramMu, miaThopMaMu COIiab-
HUX MeJia, J0/JaTKaMH Jiisi OOMiHy MOBiIOMJIEHHSIMH, 3ac00aMU €JIEKTPOHHOTO HaBYaHHS,
MyJITAUMENIHHUMHU IMyOJTiKAIiAMHU, aJJAITUBHUMH TEXHOJIOTiISIMA Ha OCHOBI IITyYHOTO iHTe-
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JIEKTY, a TaKOXK Bileoirpamu. Yce 11e 00 €THYEThCA He JIWIIE )i Iepenadi, 30epiranus Ta
BiATBOpEeHH iH(GOpMAIlii uepe3 pi3HOMaHITHI IIPOCTOPOBI Ta YacoBi 6ap’epw, a i GopmyBaH-
HS 0COOJIMBOTO KOMYHIKaTUBHOTO CEPEOBUINA, SIKE CYTTEBO BIUTUBAE HA KOJIEKTUBHY CBiJI0-
MicTh i popMye cycmisbHi HacTpoi [18].

Bineoirpu B 11ifi 6araTorpaHHIA MeJ[iaeéKOCHUCTEMI MOCTAIOTh SAK IMOTY:KHUU iHCTPYMEHT,
37IaTHUH fK iH(POpMYyBaTH, TaK i BUKJIMKATH €MOIIHY peakIlito, 0COOJIMBO MPOTH 3TYOHUX
I71€0JIOTIH, TAKUX K MUTITAPHU3M, PACU3M i ToTasTiTapu3M. KoMIT I0TEpHi irpy MaroTh MOTEH AT
JUTS TIPUCKOPEHHs Tporiecy IugpoBoi TpaHcopMariii Ta IOBOJATh CBOI0 BAXKJIUBY POJIb Y
HaBYaHHI JKyPHAJICTIB [19]. 3aB/sKku 3aXOIUIMBUM HapaTHBaM Ta iHTEPAKTUBHINA MeXaHIIli
BOHH TNPOITOHYIOTh YHIKaJIbHUH IUISX I BUXOBAaHHS KPUTHYHOTO MFHCJIEHHS Ta €MIIATii
[22], Bany4yaroun KOpPHUCTYBadiB /10 TOHKHUX JOCTI/PKEHb CKJIQJIHUX COIiaIbHUX mpobsieMm [1].
OTke, Biieoirpu € JUHAMIYHUMHY iHCTPYMEHTAMH He JIHIIIE JIJIs1 PO3Bar, ajie ¥ JJIsl CyCIUIbHUX
pednexciii i mporpecuBHUX 3MiH. Tok Hapasi JOCTI/IPKEHHS MeXaHi3MiB, 32 JJOIIOMOTOI0 SIKHUX
BiJI€OirpH MpAIIOIOTH He JIKIIE K OCBITHI IHCTPYMEHTH, a SIK MeZliazaco0u abo MeJIiarpocTopH,
II0 EMOIIITHO BIUTUBAIOTH i (POPMYIOTH TPOMAJICHKY TYMKY, € aKTYaJIbHUM.

JlocitiizkeHHs BiJleoirop Mae JIOBry icTopiro Ta 3Ha4yHy craamuny [1], [27], [34]. Xoua
MPUHHATO BBAXKaTU Bifieoirpu 3acob0M po3Bary, a ixHiA BHJ — CEpHO3HI irpu — 3acobom
HaBuaHHA [12], [38], [29], [23], [3], [53], choronHi Bce GiIbINE JIYHAIOTH AYMKH, IO BOHU €
HOBUMH MeJtia [9] abo BuaOM comiaabHuX Mepesk [37]. Mu norymubJiroeMo po3rnoyaTiii Ha-
MPsIMOK BUBUEHHS Bi/IEOIirop SIK HOBUX M€Jlia, PO3IJIAIAI0YH IXHIO THUIIOJIOTIIO [45] Ta MeTii-
HUU moTeHmian [44]. IIpu iboMy iy BpaxOBYyBaTH IMOCTiHE 3POCTaHHS HAyKOBUX 3HAHD
Ta IPUKJIAHUX BUKJIUKIB OypxsmBoro po3BuTKy IT-chepu, MpuKIaoM AKOI € IITyIHUN
inTesekT, boKi deiiku, deep-mind-irpu. CTaHoM Ha 2021 p. ¥ CBiTI HAIIYyBaIOCS TOHAT
3,21 MJID/] TPABIIIiB y Bi/IEOIrpH, i OUiKyETHCA, 10 /10 2023 P. I KUIBKICTh 3pocTe 710 3,26
wiIpx [5], a 7o 2024 p. — 1o 3,46 mupa [35]. Hosi TexHoutoril, sik-oT XMapHi Ta VR-irpu, mo-
3BOJIAIOTh PO3POOHUKAM irop CTBOPIOBATH 3aXOIINBI BpasKeHHS.

Mema docaidxceHHs — OBTPYHTYBATH POJIb BiJIe0irop sik IMOOKUX Mezia i uac pocii-
CHKO-YKpaiHChKOI BilHH.

3asdanus OdocaidxiceHHA: KOHCTUTYIOBATH HOBHH TepMiH «IIMOOKi/TyiMOUHHI Me-
Jlia» Ha MPUKJIAAL Bifleoirop mpo BiliHy; BU3HAYUTH HPOOJIEMHI acIeKTH BHKOPHUCTAHHS
KOMITIOTEPHUX irop fIK 3aco06iB omopy B iHpopMaIiiHuX BilHaX B YMOBaX pOCiHCHKOI arpecii
Ha TepUTOpii YKpaiHu.

06’exm 0ocnidxceHHs — KOMIT IOTEPHI irpu PO POCIHChKO-YKPaiHChKY BifiHY 3 2022 .

IIpedmem — poib Biieoirop AK HOBUX TJIMOOKUX Me/lia, eTUYHI Ta HOPMATHUBHI BUMOTHU /IO
TaKHX irop B yMOBaX BilHU B YKpaiHi.

JI>xepeJibHY 623y TEOPETUYHOTO JOCII/PKEHHs CKJIAJIM: HAayKOBa JiiTepaTypa Mpo HOBI
Menia [9], rmuboxki memia [25], [32], [33], [17], Teopii cepiiosnux irop, [8], [12], [14], [15],
Kysprypostoriuni mpami [2], [48], [54]; 3akoHO/MABCTBO YKpaiHU, IO PETY/IIOE MUTAHHA
cBobou cioBa Ta mopasti 3MI [59], [52]; irposi pecypcu (STEAM, itch.io, GooglePlay), a
TaKOK JIesIKi OTVIA/IM irop mpo mozii B YKpaiHi [60; 61; 63; 50].

Metoau nocaiaxeHHs. MeTa Ta 3aBJJaHHs JTOCII/I?>KeHHS 3yMOBUJIN BUKOPUCTAHHS Ta-
KHX METOTIB: aHAJIi3 JIITEPATYPH Ta JPKEPEJT — JIJIs 3’siCyBaHHSA CTaHy HAyKOBOI pO3p00JIEHOCTI
MMUTaHb OO MEeNIMHUX (PYHKIIHA Bifeoirop Ta KIOYOBUX IpobJIeM, OB’ A3aHUX 3 IXHBOIO
iHTeTrpaiIri€o B 3acobu MacoBoi iH(opmaIliii; TepMiHOJIOTIYHUH aHAJTI3 — /I KOHCTUTYIOBaH-
HsI HOBOTO TEPpMiHY «IJTHOOKi/TJIMOUHHI Meziia», BUABIEHHA 03HAK, 110 XapaKTePU3YIOTh I1e
MOHATTS; MOPIBHAJIBHUN aHATI3 — JJI MPOCTEKEHHSA MUKIUCIAILUTIHADHUX TapaJiesiedl y
Bizleoirpax Ta »KypHaTiCTCHKUX ITPOAYKTAX, BU3HAUEHHS XapAKTEPUCTUK KOMIT IOTEPHHUX irop
SIK MEZIIMHUX SIBUII — HA BiIMiHY Bi/l p€eHOMEHIB PO3BaXKaIbHOI iHAYCTPil; KyJIbTYPOJIOTIIHHI
aHQTI3 — 1A BU3HAYEHHsS KYJIbTYPHOI POJIi BiJIEOIrOp Yy KOHTEKCTI MOCTMOZIEPHY Ta
IMOCTIIPaB/IH; aHAJTI3 Bi3yaJIbHIX Ta TEKCTOBUX €JIEMEHTIB KOMIT IOTEPHHUX irop Mpo POCiHChKO-
VKPAIHCHKY BIFHY — JJIA IEMOHCTpAIlii pi3HMX BUMIPiB BiJIeoirop siKk IIMOMHHUX/ TJTUOOKHUX
MeJia B yMoBax iHgopmaIiiiiHoi BiliHu. MexaHi3M HOCTi?KeHHA BKJIIOYAE TaKi eTany: aHaTIi3
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OCHOBHHUX TEPMiHIB JIOCJTI/I>KEHHS JIJI1 BUBHAUEHHS OCHOBHHUX O3HAK IJTUOOKUX MeJTia; i/IeH-
TH(iKaIia BUOIPKH Bileoirop mpo pociiichbKo-yKpaiHChKY BifTHY; aHAJIi3 TEKCTOBUX, Bi3yaib-
HUX Ta HAPAaTUBHUX €JIEMEHTIB TaKHUX irop Kpi3h MPU3MY XapaKTEPHUCTUK IITHOOKUX MeJia;
IMOCTAaHOBKA IMUTAHHS PO MOTEHIIial MeAIHHOTO BILUIMBY irop B yMOBaX POCIHChKO-yKpaiH-
CHKOT'0 KOH(QJIIKTY, 2 TAKOK TEOPETUYHE OOT'PYHTYBAHHSA TilIOTE3H MO0 €ETHUKO-HOPMAaTHB-
HUX KOJIi3iH, 1110 BUHUKAIOTH ITi/T YaC BUKOPUCTAHHS irop sik 3ac06iB MacOBOTO BILIHBY.

PesyabTaT i OOroBOpeHHs. Ilicjiss BTOPTHEHHS pOCii Ha TepUTOpi0 YKpaiHnu
MOIMYJIIPHUMHE CTQJIA BiZIeOirpu Ha BiWCHKOBY TEMaTHUKy, OaraTo 3 HHX MICTATh MOJIi 3
PETHHOTO KUTTA. KOMITI0TEpHI irpH € 3HAYHOK YaCTUHOI MeiananamadTy [6].

I'pa momomarae giyiutucsa iHQOpMAIli€o Ta 00 €JHYBaTU JIFOJIEH HABKOJIO CBOEI icTopii.
Bineorpa, sik i 6y/ib-siKa colliaibHa Meperka, He IPOCTO TEXHIYHO CTBOPIOE MOKJIUBOCTI /11
iHbopMyBaHHsA Ta 00MiHY iHQOpMAIIi€r0, a CTBOPIOE CYOKYJIBTYPY, BTATYIOUH TA 3Ty9al0Un
CBOTO KOpHCTYBada pPi3HUMH METOJIaMU, SKi MOTUBYIOTb, 30KpeMa U reimidikamieio (pei-
THHTH, O0OHYCH, CTaTyCH, POJIi, TOIIO). AJie, Ha BiMiHY BiJl COI[iaJIbHUX MEPEX, Bifieoirpu
CTBOPIOIOTh ITHOOKHH CIOKET, OCOOMCTUU JIOCBif A1 TPaBIsd, GOPMYIOTh CIPUUHATTS Ta
eMOIlifiHe cTaBJIEHHS 0 irpoBUX nojii. ToMy TOH, XTO OTpUMYE ITI0 iHGOPMAIIio, MOXKe He
TUIBKH NIEPETJIAIATH, IPOKPYUYBATH Ta aHATI3yBaTH ii. ['paBellh Ma€ MpOKUBATH Ta IIEPEKH-
BaTH CIOKET Ha BJIACHOMY JIOCBizi. Bizeorpy six opmy mepenadi indopmarii (rmoBizjomireH-
Hs, HAPaTHUBIB YX KyJIbTYPHUX KOJ/IB) MOXKHA OI[IHUTH 5K TJTUOOKE Meia.

Sk y mUpoKoMy 3arajii iHTEpHETY, Tak ¥ y HayKOBiH JiiTepaTypi po3yMiHHS TJTHOOKUX/
IJIMOMHHUX MeJia mepebyBae B IPOIECi CTAHOBJIEHHS. B iHTEpHET-IIPOCTOPi /10 ChOTOZHI
TOYAThCS JUCKYCii IMOZ0 IMPaBWIBHOCTI IMepeKaay aHIJIOMOBHOTO cyoBa «deep» [7]:
«TJIHOWHHE» Bim OaraTolrapoBe, MPUHAJIEKHE JO IEBHOI ITTUOWHU, Ta «TJIHOOKE», IO
«BiZIOyBa€eThCSA CKPi3hH».

Hayxogi mparmi 3i sragkamu «deep media» Gibilie 30CEpPeKyIOThCsA HA iHTEPAKTUBHUX
BJIACTHBOCTSX MYJIbTUMeENia, sIKi MOXYTh OyTH BHKOPHCTaHI B OCBiTi, My3eHHill crpasi
TOINO. YTiM, IS KYPHATICTHKO3HABCTBA KOPUCHUMHU € MIKIUCIUIUIIHAPHI PoOOTH PO
MeniaiHgpacTpyKTypy AK PO IIIUOOKY icTopito [36], mocrimkeHHs ITHO0KHUX MetiameTadop
y MOJIITHKAX eJIEKTPOHHOTO cIorajy [33], BUBUEHHS MeiacTopiTesinry [17], rinbokoro me-
JiitHOTO (iKIIHY [32] Ta MECTenTBa 3aHYpPeHHS [31]. ¥ IUX IMpansax MOKHA BiTHAUTH HEBHI
CIIOPAJIUYHI XapaKTEePUCTUKHU TaK 3BaHOTO «deep media»:

- IT-ocHOBa, GaraToIapoBiCTh CUCTEMHU HA OCHOBI MAaIIMHHOT'O HAaBUAHHS Ta, BiTIOBITHO,
IITYYHOTO iHTeNeKTy: «[JTMOMHHI Me/ia (PYHKI[IOHYIOTh HA OCHOBI TOTO, IO PEAJIbHICTH €
He JINIIIE YMOBHOIO Ta HellepeA0auyBaHOI0, ajie i OHTOJIOTIYHO MHOKUHHOIO, YACTHHKOIO Ta
XBHUJIEIO BOAHOYAC 1 OJHOYACHO baraTtbma» [41];

- CyTeCTUBHUU XapakTep Ta MeTadOpUYHicTh Memia: «[JInboKi Me/Tia BCIO HAaBKOJIO HAC,
BIUITMBAIOYH HA HAC CIIOCOOaMH, PO sIKi MU HaBiTh HE 3HAEMO» [33];

- e(peKT MPUCYTHOCTI Ta 3aHYPEHHS B iCTOPit0, IVINOOKKUE HETiHIHHUY cTopiTestinr: «deep
media» 30CepeKYETHCS HAa TOMY, 1100 TO3BOJUTH TOCTSAM 3aHYPUTHCS B icTOpii Ha Oy/b-
SIKOMY PiBHI, IKUH BOHU BUOEPYTh» [31];

- HasgBHICTP CTYIIEHIB CBOOOM B HEJIIHIWHINA MMOJ1avi Ta CIOKUBAHHA iHpopMmaiii (cro-
xery) [17];

- BipTyaJIbHa peaIbHICTh, BipTyaJIbHE ONOBIZJaHHSA Ta PeasTi3M BipTyaIbHUX 00 €KTIB [17].

OOrpyHTYBaHHA  KOHIEMIN  «ITHOOKHUX/TIMOMHHUX  MeJlia»  y3TO/KYEThCS 3
BU3HAUYEHHAMHU CyMIXKHUX TEPMIiHIB, TAKUX AK «TJIHOOKE HaBUAHHS», «IVIMOOKHUH (ehk»
U «irpodikarmisg», abo «redmidikarisa». I'TMOMHHE HaBYaHHA — Il BHUJ MAIIHHHOTO
HaBYaHHs, 110 BKJIIOYAE INTYYHI HEUPOHHI Mepexki, fIKi OTPUMYIOTh 3HAHHS 3 BEJIMKHUX
HabopiB gaHuX. TepMiH «JTHOMHHUN» ITOXOAUTD Bij| KIJIBKOX IIapiB HEUPOHHUX MEPEekK, AKI
TTOJIETIIYIOTh HaBUaHHA [41, ¢. 9]. Deepfake moxoauTh Bijf TO€IHAHHS IBOX MOHSATH «JINOOKE
HaBUYaHHsA» 1 «(peldKk» — TeXHiKa CHHTe3y 300pa’keHb HA OCHOBI IITYYHOTO iHTEJIEKTY JJIs
CTBOPEHHS HeIpaBauBoi iHGopMmartii [41, c. 9]. letimidikaris € MApKETHUHTOBOIO TEXHIKOIO
CTUMYJIIOBaHHS (MOTHBAIIil, MAHIMyJIAIII) CIIOKUBYOI aKTUBHOCTI IUIAXOM BIIPOBAJ[?KEHHS
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IrpOBUX eJIeMeHTIB i MexaHi3MiB (OOHYCH, pEUTHHTH, KOHKYpCH, Oe3mporpariHa Jorepes,
BisyaJtizarris ycmixiB, poJii Ta CTaTyCcH) y HEirpOBUE KOHTEKCT (HAIpUKiIaz, y 6i3Hec, TOpTiBJIIO,
OaHKiHT, ynpaBiiHHA nepcoHanioMm, 3MI) Tompo [14; 11]. Came reimidikaris, K MexaHiZM
MPUXOBAHOTO YIIPABJIIHHA KOPHCTyBayeM, MAHIIyJIIOBAHHA WOTO yBarow, Oa’kaHHIMH,
IIHHOCTSIMH, Y M€/Tia CTaI0Th OCHOBOIO /IS iHOpMaIiiHIX BiliH.

Ha narmy aymky, Tepmin «deep media» € pe3ybTaToM KOHBEPIeHIlil MacMeiia Ta irpoBoi
IHIyCTpii, BiH 3aCHOBAaHWH HA TEXHOJIOTIAX IITYYHOTO IHTEJEKTy (MAaIIMHHOTO HAaBYAHHS)
1 TEXHOJIOTisAX TelUMidikalii /i 3aJy4eHHS KOPUCTYBAadiB 70 CIOKUBAHHS, aKTHBHOTO
CTBOPEHHS Ta PO3MOBCIOKEHHSA COIiaJIbHO 3HAUYIO1 iH(popMAaIrii.

Otmke, 3 omHOTO OOKY, KOHTEKCTyasbHME Tepmin «deep media» MOKHA PO3YMITH sK
IJTNOWHHE MeJIia, 10 SIBJISIE cODO0I0 CKIaTHe OaraTomrapoBe NoIJaHH:A iHdopMariii 3a IOIIOMOTO0
HEJIHIMHUX CKJIQJIHUX ICTOpiH, KOXKHUUA PiBEHb SKOTO MOMKE CIIYTYBaTH «TJIMOMHHOIO
BUOYXIBKOIO» JIJII PO3KPUTTA NPUXOBaHUX HapaTusiB. Ile ¥ BipycHuir mapkerusr, ITICO a6o
HWOT0 JIEKOHCTPYKITiA TOIO. 3 iHIIOro GOKYy, TEpMIiH «IJTMOOKE MeJia» peasi3yeThCs Yepes
irpoikoBaHi MexaHi3MH TVIHOOKOTO (HACKPI3HOTO Ta MOBCIOIHOTO) 3aHYPEHHS KOPHUCTYBada
Jlo irpoBoi icTopii. ¥ mpoMy BHIIAQJKy «IJIMOOKE MeJia» MOKHA OTOTOKHIOBATH 3 IOHATTSAM
«imepcuBHe Mezia» (immersion media) [31]. Oco6iuBy posib y hopMyBaHHi CTaHy 3aHYPEHHS
Bizlirpae emoriita ck1azoBa irop. IxHiii BipTyaybHUIA, Hecepio3HMH, YMOBHHIA XapaKTep Biji-
pi3Hse€ irpu, HaBiTh JOKYMEHTAJIbHI 1 Tak 3BaHi «data-games», BiJT KypHaIICTCHKOI TPOYKIIii.
Tomy GinpITicTh irop He BiJIIOBIAAIOTH NMPHUHITAIIAM >KYPHAIICTUKHU, fKi IepeadavaroTh
00’€KTUBHICTb, yTPUMAHHS BiJl 0OCOOMCTHX JYMOK i ITepeBipKU (haKTiB.

AJle iCHYIOTh TTO3UTHBHI ITPUKJIAIM irop, AKi CTBOPIOIOTHCA caMe >KypHAJIICTaMHU K ITPO-
JIYKTU >KypPHATICTUKU JlaHuX. KomaH/1a He3ae:KHOro IIPOBITHOTO YKPAiHCHKOTO BHIAHHS
«Texty.org.ua» Mae Mty pyOpUKYy *KYPHATICTCHKHX irop, MoOy/IOBaHUX HA BiIIKPUTHX JIAHUX,
— «#I'PA» (https://texty.org.ua/tag/hra/). Takumu € apkagui irpu mpo xabapi, cyoBy Bia-
Ity [49], enekTpoHHI OJATKOBI Aekiiapaiiii [56], BrajiyBaHHsA 3apIUIaT AeP>KCITy>KOOBIIIB [46],
pu3HavYeHHs neHcil [57]. Y 2018 p. «Tekeru» y criBmparti 3 [HcTUTyTOM MacoBoi iHpopMariii
cTBOpwIH Tpy «MaHninysarop» npotu ¢elkis i Aesindopmarii B 3MI [55]. 3aBganHs rpas-
IS — «CTBOPUTH HAUTIpIIE MeJia i CTaTH MOIMYJIAPHUM». 3a JJAaHUMH PiYHOTO 3BiTY IHCTUTYTY
MacoBoi iHgopmariii (Ykpaina), y 2018 p. y 1o rpy Ipajo IoHaj 20 THC. KOPHUCTyBadiB [51].
Xoua BoHa OyJs1a CTBOpEHA /10 HOBHOMACIITAOHOTO BTOPTHEHHSI POCIHICHKOI apMil Ha TEPUTOPII0
YKpaiHu, MU BBRKAEMO 11 YaCTHHOIO ITi€l BiTHU. AJ?Ke Me/liarpaMOTHICTh HaceJIeHHs YKpaiHu
Bilirpasia 3HaYHy pOJIb Y MOMEHT BTOPTHEHHS, CTBOPUBINHY iHGOpMAIiiTHUHA QPOHT i KOHCO-
JIiyBaBIIIHU CyCIiTbCTBO. PyOprka «#I'PA» (https://texty.org.ua/tag/hra/) mocTiiiHO OHOBJIIO-
€THCSA JKYPHATICTCHKUMH irpamMu. Y piK pOCIHCHPKOTO BTOPTHEHHS HA TEPHUTOPII0 YKpaiHU Ha
opTasIi BUJIaHHA 3’ ABWIACS Tpa « Uuii e TaHK?» [47], 1110 Masia Ha MeTi HAaBYNUTH TPaBIIiB BijI-
Pi3HATH yKpalHCHKi TaHKH Bij Bopokux. ['pa He Jiuie Hajiae iHhopMariiro mpo Mojesi TaHKiB
POCIfChKO-YKpaIHCHKOI BilTHH, aJie i1 HaBYa€ aJITOPUTMY PO3ITi3HABAHHS BiHCHKOBOI TEXHIKHU.

Bineoirpu Ha BiiCbKOBY TEMATHKY CTJIH IITUPOKO ITOITYJISIPHI B YKpPAiHi Mic/11 BTOPrHEHHSA
pocii. BoHu mpomnoHyOTh rpaBIfAM OOpPOTHCA 3 3arapOHMKaMU Ta IEpEMOTaTH BOpOTa
pisHuMHE criocobamu. baraTo 3 mux irop BUKOPHUCTOBYIOTH PeaJIbHI MOl Ta JKepesa, 1o
poouThH iX eMOIIHHO BIUIMBOBUMH Ta PE30HAHCHUMHU cepeJi rpaBIiB. KoMirtoTepHi irpu
CTaJIA BaKJIMBOIO CKJIAJIOBOIO MeliasaH/madTy, 10 IOMIOMOTa€ YKPAiHCHKOMY CYCHIiJIbCTBY
MOBI/IOMUTH BCHOMY CBITY PO PYWHIBHI Hac/IiKu pocifickkoi arpecii. Tumosiorito Takux
irop Mu omucaju B OKpPEMIH CTaTTi: irpu->kapTu-meMu (irpu JIEKOHCTPYKTOPU (deUKiB Ta
MpoIarafam), JOKyMEHTaJbHI irpH, CTpaTeriuHi HaBYaJbHI irpw, rpa 3 KYPHATICTHKOIO
nIanux, irpu 3 DLC py1a miarpumku Ykpainu [45].

Hau6inpim HabIMKEeHUMU 10 *KYyPHAJTICTCHKOTO ITPOIYKTY 3a MIPUHITUIIAMH IyOJTiICTHKA
€ TOKyMeHTaJIbHi irpu. ['0JIOBHOIO OCOOJIUBICTIO TaKKX irop OyJio 3aIydeHHA ayuTOpii 70
IrpoOBOrO JIOCBifly, 3aCHOBAHOTO HA PeaJIbHUX IMOMJifAX, JOKYyMEHTAIPHUX (HhAKTaX, PEATTbHUX
dororpadisx. 'osloBHA MeTa TaKUX irop — MABUINUTH 00i3HAHICTH FPOMAIH PO MOZil B
Vkpaini mizg gac pocificekoi arpecii. Hanpukiazn, y rpi « UkraineWarStories» mokasaHo moii
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nepmwux MicAmiB BiiHU. CIleHH TpPH 3aCHOBaHI Ha peayJibHUX (paKTaxX i JOCBiJIi OUEBU/IIIB
(IUBITPHUX KUTETIB), AKI ONMMMHWIKNCS HAa OKYIOBaHINA pocisHamu Teputopii y ['ocromerri,
Byui Ta Mapiymosti. ¥ mi#t rpi MeTa rpaBis — BHJKUTU Ta BTEKTH 3i CBOIMU OJIM3BKUMH Bi/T
okynamii. Iarepdeiic BukopuctoBye peasbHi (ortorpadii 3 mict [39]. Iloxii BificbkoBO-
TaKTUYHOTO IyTepa «I['eposM cyiaBa» PO3TOPTAIOTHCA HA TMOJISAX pealbHUX OUTB [13].
OmutaitH-cTparteris «butsa 3a Ykpainy» [6] BisyasbHO 6J1M3bKa /10 MAIH MOBITPSIHUX TOJTIH.
TyT rpaBIsAM HIEKUTH IepeMintyBatu migposzginu 3CY TepuTopieio YkpaiHu Tak, mo0
BUTHATH POCIHCHKUX OKYIIAHTIB 32 KOPIOH. L[ikaBo, 1110 rpa MOTHBYE I'PABIIIiB HA 3aXUCT, TOMY
[0 BTPATH B I'Pi B 000POHI MEHIIT, Hi3K B aTarli. ¥ Ipi TAKOK € HaBUAIbHI Bi/IeO 3 TAKTHUKH,
BUKODHUCTAHHSA 30p0i, BHUIIIEHHS BOPOKO1 TEXHIKHU Ta BIHCHKOBUX peaTid.

s irop sk 3acobiB MacoBoi iHopMarii mpobIeMaTHYHUMHU 3aJTUIIAIOTHCA TATAHHS
miI3BiTHOCTI Ta TepeBipku ¢akTiB. Tak, OLIBIIICTS aBTOPIB irop, 3a TPajUIl€I0 irpoBoi
iHmycTpii, € aHoHIMHEMU. [le mopyIIIye TPUHITUITN BiJIIIOBITATLHOI XKYPHATICTUKY. BuxiaHi
JIaHi IS CTBOPEHHS irop He mepeBipAThes. TOK pO3pOOHUK irop sSIK TBOPEI ITOBiIOMJIEHHS
nepebyBa€ B POJIi IPUXOBaHOTO Osiorepa. Ile MUTaHHS € aKTyaJbHUM y CydacHY €eIoxXy
MOCTIPaBIM, KOJK €MOIlii BifirparoTh 3HauHy posb. I1Jo6 rpa He chnpuiimManaca fAK
JIOOpOBUIbHE IPUUHATTSA Ta MONIMPEHHS HEMMPABIUBHUX HOBUH abo Ae3indopmarii [42; 43],
Mae OyTH [T0O3HAYEHU! CTAaTyC TPU: HAIPUKJIAJ, game-meme, game-prank, game-fact tomgo.

2016 p. OkchOp/ICHKUN CIOBHUK BUOPAB «ITOCTIIPAB/IY» CJIOBOM POKY. I]eli TepMiH cTOCYEThCA
CUTYAITiH, KOJI1 00 €EKTUBHI (DAKTH MAIOTh MEHIIIFH BIUTUB HA TPOMAJICHKY TyMKY, Hi>K 3BE€pHEHHS
JTO eMOIIiX 1 0COOUCTHX ITEPEKOHAHb. [IpH ITbOMY B CJIOBHUKY 3a3HAUAETHCS, IO ITPediKe «I1ocT»
HAJIEKUTh HE TUIBKHU JI0 «dJacy IMicjas IOfil, ajle ¥ o3HA4ya€ Jac, KOJIM 3a3HAdYeHa ijies crae
HECYTTEBOKO a00 HEAKTYaIbHOI0» [43]. Ile 36J11Ky€e KOHIIENT «IOCTIIPABIN» 3 «(IKIITH», TOOTO
«peaJIbHOCTI, CTBOPEHOI Ha BUTA/IIII». B emoxy mocTnpasay Meiia, 3aCHOBaHI Ha eMOITifIX, CTAl0Th
JleTaUTi BAYK/TUBIIITMU SIK IHCTPYMEHT KOHCTPYKIIIi Ta JIEKOHCTPYKIIii HApPATHBIB.

Ecretuka rpu [16], 3a BuOOpOM pO3poOHHKA, Bifirpae 3HAYHY pOJIb Y CHPUHHATTI
iHdopMmariii onep:xyBaueM. EslemenTu nmusaiiHy HeoOXiiHi, 00 TpaBelb BiuyBaB NOTPiOHI
emorrii. Emorrii, siki BiuyBae rpaBerp, 3a37aJ1eriib 3aIlpOrpaMoBaHi 3a J0IOMOTo¥0 rpadiky,
MY3HUKH, TEKCTIB, CTOPITEJIIHTY, HAJIAIITYBaHb 1 0OpaHOro irpoBoro mporiecy. B ykpaiHChKin
MOBI yCTaJIeHUM € irpoBuii TepMiH «as» (Big aHrI. «fun»). Moro mepexsiaz Ak «BecesicTs»,
«3abaBa» He Oy/ie BEJIbMH TOYHHUM, aJ[’K€ BiH IO3Ha4a€ OyJb-IKUU eMOI[IMHUN cTaH 6e3
MparMaTUYHUX Iijed. ['ediMau3aiiHepy BUBHAUAIOTH «(PaH» K eMOIIiI0, sika He 000B’I3KOBO
Ma€ OyTH MO3UTHBHOIO, 1€ 37aTHICTh irPOBOI CHCTEMU CTUMYJIIOBATH ab0 JAECTHMYJIFOBATH
rpasus. Came «daH» BU3HAYA€E POJIb IPaBId — YU TO «PyHHIBHUK», U TO «CIIOKUBAY», YU
TO «TBOpPeEIb». CaMe «(haH» € TIEI0 03HAKOI, IO BiJIPi3HAE pO3BAXKAIbHI Me/Tia BiJ HABYaHHSA
Ta JKYPHAITICTUKY [16]. AJle MH MO>KEMO CIIOCTEPITaTH EKCIIAHCII0 «(haHy» Ha JKypPHAJiCTChKI
npoaykTH. Ile KOHIEMNIisA «BpaykalouuX HOBUHU» HAa KaHaTI «1+1», BIUIUB Ha TPOMAJICHKY
JIIyMKy TaK 3BaHUX «MeIiaeKCIIEPTiB», sIKi JUIATHCA HE CTIJIbKA (PaXOBHUMH BHUCHOBKAMH,
CKIJIbKM CTpaIrHUMH a60 00HA i HJTMBIMH iCTOPIsIMHU, IIPOTHO3aMH TOIIIO.

Irpu mpo BifiHY B YKpaiHi 9acTo XapaKTepHU3YIOThCA IHBEPCIEI0 pOJield, BUCMIIOBAaHHAM
naoCHUX iCTOPiN, 3BEPHEHHAM JI0 (PI3UUHOCTI, HEIEH3YPHOIO JIEKCUKOIO. A OTKE, 3 TOUKH 30py
KYJIBTYPOYTBOPIOKOUMX (DYHKITiIH, BOHM HAOyBalOTh O3HAK KapHaBaty. Came el KyJIbTypHUU
MeXaHi3M BiflirpaB BXKJIUBY poiib y IloMapaHueBii pepostrorii [48]. KapHaBabHUN cMiX BOITHO-
yac 3arepeyye i yTBepIKye, BOUBa€E i 03KUBIIAE: «BiH cpsAMoBaHMii Ha Bee i Ha Beix (30kpema 3
CaMUMH yJYaCHHUKaMU KapHABAJTY ), YBECH CBIiT IIO/IAE€THCS CMIIITHUM, CIIPUAMAETHCS H PO3YMIETHCSA
y acrekTi eMixy» [2]. Takum OyB CMiX «3aKO0JIOTOTO alleIbCHHA» , «IITKIZJTMBOTO KOTa Jleonobaa»,
KapHKaTyp Ha «MeIKaHIiB» Maiiiany. Takum OyB HelleH3ypHUH (POJTLKIIOP aHTUIIOMAaPaHYEBOTO
Tabopy. Uepe3 CMiX TOTAIITApHI CTEPEOTHUITH-CTPAIIMIKA IEPETBOPIOBATIUCSI HA KyMemHi
okcroMopoHu. HayizBruaiiHoi cruti HabyJTd irpoBi popMU IIPOTECTY Ta JEMOHCTpAITil IPOMaJIChKOi
JTIyMKH, Pi3HOT'O POy TIOJIITHYHI BUCTaBH Ta XeNeHiHrH [48].

CroroaHi kapHaBai QYHKITIOHYE TaKk caMo, ajie JIiUPYIOTh BiKe KOMIT I0TEPHI irpu mpo
pocilickke BTOPTHEHHS, YHUCJIEHHI MEMHU Ta IIPAHKH B COIMEpeKaxX i MeceH/Kepax. Irpu-
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JKapTHU-MeMU € e(peKTUBHUMHU iHCTPYMEHTAMU JIEKOHCTPYKITii BOPOKIX HAPaTHUBIB i heHKiB.
Ile Bux rpu, cipsAMOBaHOI Ha BUKPUTTSA Ta BHCMIiIOBaHHS HEIPaBAWBOI iHdoOpMaIlii, AKy
MOIITUPIOIOTh POCIHChKi mpomaranaucty. 1li irpy cxoxki Ha MeMH, aHEKJOTH Ta HApPOJHI
’KapTH, TOMY IO BOHU BUKOPHCTOBYIOTh CATHUPY Ta TyMOp, 00 IiJIKpeCcJIuTH aOCyp/IHICTD
deiikoBux dakri. Cepes; YNCIEHHUX MPUKJIAJIB MOKEMO HaBecTH Taki: «Putinist Slayer»
[4], «Ukrainian fArmy» [40], «Farmers stealing tanks» [28], «Russian warship, go f**d
yourself» [24]. HaBiTh MokHa Ha3BaTH pOCiACchbKY HaCTiIbHY TPy «PutinBingo 2023» [58].
BukopucranHs Bimeoirop y posi ITHOOKHMX Mefia MOTpebye TOHKOTO INAXOAy JI0 ix
PETYJTIOBAHHS, TAKOTO, SIKKI BU3HAE IXHIH MOTEHITia SIK KyJIbTypHUX apTe(daKTiB 1| KOMEPITIHHUX
MpOoAyKTiB. ETMUHI MipKyBaHHsA, Taki SK 3a0e3[eUeHHsT PI3SHOMAHITHOCTI Ta IPEJCTaBHUIITBA,
3aXUCT KOHQIZEHITIHHOCTI Ta Oe3leK: KOPHCTYBadiB, a TAKOXK CIPHAHHS BiJIIOBIaIbHOMY
CIIOKUBAHHIO, MAIOTh Oy TH IEHTPAIBHIMU B Oy/Ib-sIKil HOpMaTHBHIl 6a3i, [0 PeTyJIIoE BiZieoirpu
B cepeIoBHUITaX MacoBoi iHdopMmariii. HopMaTHBHI MPUHITUITN, 30KpeMa ITPO30PiCTb, ITiA3BITHICTD
1 moTpuMaHHA TpPOoQeCiHHUX CTAHJAPTIB, TAKOXK MAIOTh IDYHTYBATHCA HA PETYJIATHBHUX
3YCUJUIAX, CIPAMOBAHKX HA CIIPHSAHHS €TUYHOTO Ta CTAJIOTO Me/IiacepeIoBHIA. Yce BUIIE 3a-
3HaUYEeHe J]a€ 3MOTY BUUINTH TaKi IMMPOOJIEMHI acClIeKTH BUKOPHUCTAHHSA KOMITIOTEDHHUX irop sk
ITNOOKHX MeJTia — EKOHOMIYHHH, MOPAJTbHO-eTHYHUH Ta KOTHITHBHO-€MiCTEMOJIOTIYHUN.
ExoHomiunuii acnexkm. Kosiu cmpaBa JOXOIUTh [0 BHUKODUCTAHHS irop sk
MeJTiaiHCTPYMEHTIB B EKOHOMIUHIH cdepi, BUHUKAE BAXKJIMBE ITUTAHHS IIPO TE, UK CIIPUIIOTh
BOHU «CITOHCOPCTBY BiliHM» a00 CTBOPIOIOTH «OIIip POCiiichKilt arpecii». 1106 po3B’s13aTH 1[I0
po6JieMy, BXKJIMBO 3HATH TPOMAJITHCTBO PO3POOHUKA I'PH, XTO OTPUMYE IIPUOYTOK Bij Hei
Ta KyJu UayTh rpori. /Ix. KitemeHT 3a3HaUuB, 10 CBITOBA iHAYCTpis BiJIe0irop — 1e Mutbsp/-
HU# Oi3Hec. Y 2022 p. JOXi/ Bijl CBITOBOTO irpOBOTO PHHKY OIliIHIOBABCs Y MalKe 347 MJIP]
nonapis CIIIA, mpruomMy prHOK MOOLIBHUX irop mpuHic mpubiusHo 248 muipa nosnapis CIIIA
i3 3arasibHOI cymu [6]. KoMmepiriasizaliis rpu HOpoKye mpobsieMu CBOOOTH I'PH SIK MeJTia.
BaraTo irop, cTBOpeHUX YKpaiHCBKUMHU PO3POOHUKAMHU, SKi BijoOpaskaloTh CydacHi BO-
€HHI TO/1i1, MPOIOHYIOTh MOKJIUBICTh MiATPUMATH YKPAiHChKY apMil0 IUIAXOM KOMEPITiasTi-
3arii. BoHU MOXyTh BUKOPDHCTOBYBAaTH MOTHBAIIIO IPaBIliB 10 60POTHOH, ajie BCi BHECKH €
JIoOpoBUTLHUMU. [CHYIOTH pi3HI crioco6u 3poOUTH CBill BHECOK, SIK-OT: POOUTH IOKEPTBH,
IepeHAaIpaB/IATH MPUOYTKH Bil peKJIaMU UM BHYTPIIIHbOIIPOBHX IOKYIIOK, IPOIIOHYBATH
IUTATHUH JIOCTYTI JI0 TPH, a KOIITH HAYTh Ha IOIIOMOTY YKpaiHChKil apmii. Komepitiarizarriro
irop, AKi 300pakyI0Th BOEHHHUH CTaH B YKpaiHi, MOXKHA PO3IVIAZATH K GOPMY BOJOHTED-
CTBa Ta IMJITPUMKH JEMOKPATii, & TAKOXX MOIIMPEHHS MPABJAX PO BOEHHI 3JI0YUHH Pocii.
3pelnrToro, TpaBIli caMi BUPINIYIOTh, YA XO0UyTh BOHU 3pPOOUTH BHECOK i MiJITPUMATH CIIPaBY.
MopaavHo-emuuHi duaemu 6UKOPUCTNAHHA 6100120P TIOJATAIOTh ¥ MOMKIUBIH
MOIyJIApU3AaIlii  JKOPCTOKOCTI Ta  HACWJIbCTBA, PO3IMAJIOBAHHS  MiKHAI[IOHAJIBHOI
BOpOXKHeUi. BiliHa mpu3sBesia /o momupeHHs dororpadid i Bijleo, Ha AKUX BUJIHO Tijia
3arubJIux i MOpaHeHUX BOPOXKUX CHJI. | cTpUMAaHICTh He Bipi3HAE Bifeoirpu Ha L0 TEMY.
Po3smoBcIo/?KkeHHA TaKUX 300paskeHb MOJKE MaTH IIPABOBi Ta €TUYHI HACTI K.
3rigHo 3i crarrero 300 KK Ykpainu [52], mepenbadueHo 3axou BiANOBiZaIbHOCTI 3a
BBE3€HHs, BUTOTOBJIEHHS UM PO3IOBCIO/I?KEHHS TBOPIB, 1[0 MPONATYIOTh KYJIbT HACUIJIBCTBA
Ta JKOPCTOKOCTi, pPAacoBy, HAI[IOHAJIbHY, PEJIriiHYy HETEPIUMICTh Ta JUCKPUMiHAIIIIO.
HarmionasipHa ekcIlepTHa KoMicisi YKpaiHM 3 IMHUTaHb 3aXHCTY CYCIIUIPHOI MOpaJli Hajae
peKoMeH/Iarlil, AKi po3’ACHIOITh O3HAKH KYJIbTY HACHJIBCTBA Ta KOPCTOKOCTI. 1] KoMmicis €
€ITHUM OPTaHOM, III0 /Ia€ BU3HAYEHHS [IbOMY TepMiHy. BiZIIOBiZITHO /10 INX BKa3iBOK, «KYJIbT
HACHJIbCTBA Ta KOPCTOKOCTi» BU3HAYAEThCA SIK HAZIMipHA OI[iHKA TBOPIB, SKi IPOC/IaBJISIOThH
abo IMpOIIaryTh 3aCTOCYBaHHA I'Ppy001 Gi3MIHOI CHIIH, HACHJIBCTBA, TOPTYP, TAKKUX TIECHUX
VIIIKO/>KEHb 800 HaBiTh cMePTi. [1e MOHATTSA MOiIAETHCA HA TaKi KDUTEPIi: HAABHICTD IPAMHUX
3aKJIMKIB 10 HACHJIBCTBA Ta JKOPCTOKOCTI (Y APYKOBAaHOMY ab0 eJIEKTPOHHOMY BUTJISAIL, YCHO),
300paskeHb UM 3ByKOBAIIHCIB, TAKUX SIK (PiTbMH, BiJIEONTPOAYKINA Ta KOMIT IOTEPHI irpH, 110
MiCTATh 6araTo ClieH HACHJILCTBA U 3KOPCTOKOCTI (omuc abo jeMoHcTparisa). 300pakeHHA
HACWJIbCTBA Ta IKOPCTOKOCTI, IO IOJAIOTHCA B IO3UTHBHOMY CBiTJIi, 3a0XOYyIOUH 0
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HACJIilyBaHHsA, a He JI0 3acy/keHHs. Oi3nyHe HACHJIHCTBO Ta TPABMH JIOJICHKOTO Tiyia abo
Oynb-aKOi icToTH (HAaIpPUKJIAJl, BOTHENAJIbHI MOpaHEHHs, Biipi3aHHsA opraHiB ab0 4acTHH
TijIa) IpeACTaByIeHI B HATYPaTiCTUYHIA MaHepi. IHCTpyKIii, 0 BU3HAYAIOTHh LEH KYJIbT
HAaCHJIBCTBA Ta JKOPCTOKOCTI, Bee IIIe JI0Th [62].

C. UepHernpka BKasye, Mo Hapasi He icHye HarionaapHO1 KOMicii, BimoBizanpHOI 3a pe-
KOMEHJIAII] I0/I0 «KYJIbTY HACHJIBCTBA Ta KOPCTOKOCTI». 3ak0oH «IIpo 3axwCT CycHijbHOI
MOPpaJIi», SKUH CTOCYETHCS IIHOTO MUTAHHS, y3Ke BTPATUB YHHHICTh. OCTaHHI pillleHHS 11010
3a3HAYEHOT0 IIUTAHHS YXBATIOBAINCA B 2017—2018 pp., KOJIM KOMIcis Iie fisia. 3a BiAcyT-
HOCTI KOMicii Ui aJIbTEpHATHBHOTO OPTaHy CTa€ BAKKO BUSHAUUTH, YU MMiANAa€ KOHTEHT ITi/T
BU3HAUYEHHs «KYJIbTYy HACHJIBCTBA Ta JKOPCTOKOCTI» [62]. ¥ 1ibOMy BUIIAAKY irpoBa iHyCTpis
Ma€ Po3pOOUTH CTaHAAPTH MOPAJIBHOCTI irop. Ile He MpocTo BiKOBI 06MeKeHHSA BiAMOBITHO
J1o piBHA HacwiabcTBa B rpi. e 3miHa 1iHHICHOTO BOKYCY irpoBOro Au3aiiHy 3 «3abaB Ha-
CHJIBCTBA» HA «BIJIMIOBITAJIbHICTD 32 HACKJIBCTBO». B O7HIM i3 HaMux monepeaHix pobiT 6ys1o
3aIPOITOHOBAHO «I10JIOTHO eTHYHUX AryieM» [20; 21]. I]e MOKe CTaTH MOIITOBXOM JJIs PO3-
BHUTKY irpoBOi iHAyCTpil y MexKax MeAiHNUX CTaHAAPTIB.

[lo6 3amobirtu mposiBaM >KOPCTOKOCTI Ta arpecii B irpax, gesAki po3poOHUKHU
JIOTPUMYIOTHCS IPUHIIUITIB IaBHbOTPEILKOTO TEATPY, AKI MiIKPECITIOIOTH AUCTAHI[IHOBAHICTh
i meBumoBHUIIHICTE. Hampukiiaz, B irpoBomy mporieci « Power&revolution 2022 edition» 60i,
BUKOPHUCTAHHA pakeT, 60M0, BUOYXOBUX peYOBUH ab60 BOTHENAJIHHOI 30p0i, TPOTUCTOSHHS
Mi’K MITHHTYBaJIbHUKaMH Ta MOJIITEI0 TOKA3YIOThCA HE PEATTICTHYHO, 3/JaJIEKy Ta 3TOPH, HE
300pakyoTh KpoBi. ['paBelnb MOXe 3MiHIOBATH 3aKOHU Ta EKOHOMIKY, TIOB’A3aHi 3 HAPKOTHU-
KaMu; 300pakeHH Ta TEKCT 3aBXKAU IOKA3yIOTh HETATUBHY CTOPOHY HapKOTHKIB» [10].

BaxxyiiBO BpaxoBYBaTH TakK 3BaHy cekcyasizarito BiiiHu. «Kiss of War» — miatHa rpa,
pospobiieHa ppaHIy3bKOI0 CTy/i€l0 «tap4fun», € scKkpaBUM IIPUKIIAIOM CEKCyasli30BaHOTO
BilICbKOBOTO KOHTEHTY. Y Hil IIpe/ICTaBJIeHI HAJI3BUYAWHO IMPUBAOJIMBI JKiHKU-CHAUIIEPH.
I'pa mpomarye iziero, 1110 HACUJIBCTBO Ta BOMBCTBA MOXKYTh OyTH IPUEMHUMH [36].

Axcioao2iuHo-ko2HimueHuit acnexkm. I'pa, sK akciosoriyHa Ta KOTHITUBHA
KapTHUHA CBITYy, € YacTHHOIO iH(opmamiiiHol BiltHU. BipTyalbHHI CBIT I'PH JAUKTYE CBOIO
BHYTPIIIIHBO irPOBY CHUCTEMY I[IHHOCTEH Ta HOPM, TOK MAa€ CBOI JIATEHTHI BUXOBHI (YHKIT,
SIKi IEPEHOCATHCA B peTbHUH CBIT. TOMY KOMITIOTEPHI irpH JIETKO aJIalTYyBAaTH JI0 BUMOT Ta
dbopm mpomnaranu. HaTomicTh BUeHi HATOJIOMIYIOTh HA BAXJIMBOCTI IPOTHUIl Mpomarasi
[30; 41]. Irpu MaroTh OyTH MaNWAAHYUKOM JJI MOJITUYHOL CATUPU Ta TYMOPY, IMOAIOGHO Z0
KapHaBaJIiB, BUCTAB YKPAaiHCHKUX JISUIBKOBUX TeaTPiB [54; 48], MemiB Ta ix1ri ¢popm HapoaHOI
KYJIBTYPH, fIKi JAIOTh JIIOASAM PaAicThb i cMixX. Bieoirpu He TUTBKU pO3BaXKaOTh JIIOJIEH, a 1
HaBYaIOTh, GOPMYIOTH CTaBJIEHHS /10 IIEBHUX MO/iM YU SBUIIL.

BucHoBku Ta nepcnekTuBM. Tepmin «deep media» pO3IJIANAETBCA KOHTEKCTYaJIbHO
sIK HOBHH BHJ MeJlia, XapaKTEPHUMH O3HAKaMHU SIKOTO € TEXHOJIOTiUHAa OCHOBA HAa OCHOBI
MAIITHHOTO HABYaHHS Ta IIITYYHOTO iHTEJIEKTY, TEXHOJIOTIYHA Ta CIOJKETHA 6araToIapoBicTs,
CyTeCTHUBHUH 1 MeTaOpUIHUN XapaKTep, eeKT 3aHypeHH .

Bizmeoirpu € BayKJTMBUMHU KOMITOHEHTaMU TVIMOOKUX MeJTia, 1110 37IaTHi He JIUIIE TUTHUTHCS
iHdopmarri€ro, ajye i CIpUATH 3ATyYE€HHIO CIIUTBHOTH JI0 CYCITUTHHO BRXKJIMBUX ITUTAHb Uepe3
3axOIUTIOI0YY PO3IIOBIJIb 1 eJleMeHTH redMidikartii. A oTke, BiJIeoirpy MOKYTh BIUTMBAaTH Ha
dopmyBanHa TpoMajicbkoi aymku. Ha Biaminy Big Tpaauttiinux 3MI, coIiaibHUX Mepek,
BOHH IPOITOHYIOTh KOPHUCTyBayaM OUTBII ITMOOKUH OCOOMCTUHN TOCBiJ, GOPMYIOUH CIIPUHA-
HATTS Ta eMOIIHHY peakIito Ha mofii. Ak ocobuBuil (peHOMEH CydacHOI KyJIbTypH, HOBHI
YYACHUK MeJ[iaeKOCUCTEMHU, BiIeOirpr B KOHTEKCTI «ITOCTIIPABAN» Ta «(MIKIITH» MAIOTh OyTH
iHCTpyMeHTaMH JIJIs IeKOHCTPYKITi HerrpaBu, 60poThOH 3 PEHKOBUMHU I MaHIyIATUBHUMH
HapaTHUBaMHU. 3BAXKAIOUM HA MPOIlECH KOHBEPreHIlil, CTpiMKe 3pOCTaHHsA irpoBoi iHAycCTpii,
BipTyasizamii, OypXJIMBHH PO3BUTOK IITYYHOTO IHTEJEKTY, IIHPOKE PO3IOBCIOKEHHS
MAaHINyJIATUBHUX TPHUHAOMIB refiMidikariii MpakTUYHO y BCiX acleKTaX KUTTA CyYacHHUX
JII07IEN, MOKHA KOHCTATyBaTH, IO BiJIEOTipM MAIOTh BEJIMKUU MOTEHIIAN Y JKYPHATICTHIT
MaiibyTHhOr0. TOMY Ha/[BaXKJIMBUM € NPEBEHTUBHE BUPOOJIEHHA €TUYHUX CTAHAAPTIB /LA
IXHIX pO3POOHUKIB SIK OJTHUX 3 KOHCTPYKTOPIiB 200 TU3aifHEPiB peasibHOCTI IOCTIPABH.
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BukopucraHH: Bifieoirp K 3aco0y BIUTUBY Ha MaCOBY CBiIOMICTh CTBOPIOE Pi3Hi mpobie-
mu. Cepen HUX IUTAHHS, ITOB’sI3aHI 3 KOMepITiatisaii€o, ¢cBob6ooi0 3MI Ta HezaneKHICTIO
po3pobHUKiB. TakoK BUHUKAIOTh 3aHEMTOKOEHHS IOJI0 MOPAJIBHUX H €THYHUX HACIIIJIKiB
irpoBOTO KOHTEHTY, 30KpeMa I0/10 300paKeHHs HACHJIHCTBA Ta BilTHU.

PesynbTaTi AOCTIMKEHHS MOXKYTh OyTH KOPUCHUMU JJISi MeJIialPAKTUKIB, HOJIITHKIB i
HAYKOBIIiB, aJ[?Ke pO3IJIA/IAI0ThCA MMOTEHITIIHI IIepeBary iHTerpariil BiJieoirop y MEHHCTPUMHI
3MI pazom 3 eTHYHUMH IIPOOIEMAaMU, BJIACTUBUMH TaKil iHTerparii. Yce 1e crane 6azucom
JUIST MauOyTHIX MiKIUCIUIUTIHADHUX JOCII/?KEHb JIJIS BUPIIIEHHs CKJIAJIHUX €THJYHUX 1
HOPMAaTHBHUX IIUTaHb, [I0B’I3aHIX i3 BiZleoirpaMu sk ITHOOKUMU Mezia.
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Introduction. The concept of “deep media” offers a valuable perspective on understanding
modern media, with video games particularly noteworthy for their immersive and interactive
nature.

Relevance. Given the growth of the video game industry and its intersection with media, eth-
ical and regulatory inquiries are pertinent, especially in light of events like the russian-Ukrainian
war, where military-themed video games play a role of resistance in information wars.

The purpose of the study is to substantiate the role of video games as deep media during
the russian-Ukrainian war.

Methodology. Employing scientific literature analysis, terminological scrutiny, comparative
and cultural analyses, alongside examination of visual and textual aspects of computer games
depicting the war.

Results. The study scrutinizes the concept of deep media and identifies challenges surround-
ing the use of video games for resistance amidst information warfare due to russian aggression
in Ukraine. Video games depicting the invasion serve as platforms for information dissemination
and counter-propaganda. Leveraging video games as deep immersive media necessitates careful
regulation, given their roles as cultural artifacts, tools of mass influence, and commercial prod-
ucts. Ethical and regulatory frameworks are vital for governing game design in media landscapes.

Conclusions. Video games exhibit characteristics aligning with deep media, capable of
captivating audiences, conveying complex narratives, and shaping cultural discourse. The
convergence of media and gaming industries underscores the need for regulatory oversight,
balancing artistic freedom, commercial interests, and public values.

Keywords: video games, deep media, Russian-Ukrainian war, information warfare,
convergence of journalism and gaming industry.
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