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virtual reality technologies.

Key words: game, computer game, gaming industry.

B cyuacHuX iHTepIpeTalisix TEepMiH «I'pa» aCOLIIOETHCS 3 PO3BAXKAIBHUMHU 3axoaamu. OHaK
MOTJISA Ha TPY BHUKIIOYHO SIK HA €JIEMEHT JO03BULIA € IMOBEPXHEBUM CYJDKCHHSM 1 HEMPOIICHHUM
HOMUJIKOIO I0JI0 (P€HOMEHY I'pH, L0 € MPEIMETOM IMOIIMOIEHOr0 BUBUYEHHS HMIMPOKOIO CIEKTpa
HayK.

BukopuctanHs KOMIT'IOTEpHHUX IPOrpaM CTajO HEBIJ'€MHO YAaCTHHOI ()OPMYBAHHS HOBOIO
«IOCTIHAYCTpiAIbHOTO cycrniibeTBa» [2]. Y cBoto uepry, po3sutok IT, mudpoBux memia Ta
3pocTaroua MOmyJspHICTh IHAYCTPIi po3Bar CIpPUYMHIIN MaclITabHy 3MiHY (OpM 1 3MiCTy TpH, IO
3YMOBUWJIM CTaHOBJIEHHS! HOBO1 (hopMHU CyO’ €KTUBHOI (BIpTyalbHOI) peaIbHOCTI — KOMIT FOTE€PHOI TPH.
[TosiBa KOMIT TOTEpHOI TP JONOBHUIIO CYTHICTh I'PH 1€ OJTHUM BaXKJIMBUM KOMIIOHEHTOM — HAyKOBO-
TEXHIYHOIO I[IHHICTIO TPH SIK BAXKIIMBOTO 3aco0y momyJsipu3aiii cygacHux IT.

@DeHOMEH KOMIT'IOTEpPHOI I'py 3 SIBUBCS BIIHOCHO HEAABHO, TOMY JIOCIHIJKEHHS MO0 JaHOMY
HanpsIMKy HOCSATh, SK TMpaBuio, (parMeHTapHuil xapakrtep. Tak, B HayKoBid JjiTepaTypi
BUCBITJIIOIOTHCS TPOOJIEMHU BIIMBY KOMIT FOTEPHOT I'PH Ha COLIaTbHO-TICUXOJIOTIYHHUM CTaH IrpaBLiB,
IIPOMOHYIOTHCS METOJIMKHM CTBOPEHHS 1 IPOCYBaHHS OHJIAH-1rop, ONpabOBYIOTHCS CIIPHI TUTAHHSA
3aXHUCTy aBTOPCHKOTO MpaBa po3poOHHKIB irop, mpodieMu peaisalii irpoBoi BajitoTu ToIo [1].

@DakTUYHO KOMII'IOTEpHI irpH 3BOASTHCS JO piBHSA TBOpY MucrenrBa [4]. Yucio ownaitn-
IPaBLiB MEpeBepIlye MUIBAPAU, a TIelMepH CTaloTh BHCOKOOIUIAYYBaHUMH NpodecioHanaMu.
HaBkono xkoMmm’toTepHux irop chorojHi copMoBaHa Iijla cuctemMa (piHaHCOBUX, TEXHOJOTIUHHUX,
OCBITHIX 1 COLIIaJIbHUX 1HCTPYMEHTIB, CYIIyTHIX PO3BUTKY irpOBOTO CepeIOBHIA Ta KOMYHIKaIii [6].
Tak, yJOCKOHAIIOIOTCA XMapHi 1 BipTyallbHI TE€XHOJIOTII JUIs MAaKCUMAaJIbHOTO 3aHYpEHHS B IpY,
PO3BHBaIOThCA MPOdUIbHI 3ac00M MacoBoi iHGopMauii, crnenndiyHui MapKEeTHHT, 3 ABISIOTHCS
iHTepHeT-Kade 1 MaliiaHuuku Ui Kidep3Maranb, (POpMYIOThCS HOBI BUAM KiOEpCHOPTY 1 HaBITh
IPOTNOHYETHCS MPOBOJUTH HaBYaHHS B 3aKJIa/laX 3arajbHOl CEPeAHbOI OCBITH Ta Y 3aKJIafax BUIIOT
OCBITH 32 HAMPABIICHHSIM XMapHUX 1TOP.

B sikocTi HalO1IBII MEPCIEKTUBHUX HAMPSMKIB irpoBOi 1HIYCTpii BUALIAIOTHCS HACTYIHI [5]:

- MOOinbHull 2etimine, 3a ocTaHHl 10 pokiB cTaB HAHOUIBII IIBUIAKO3POCTAIOYMM 1 BEJIIUKHUM
CErMEHTOM IrpoBOT0 PUHKY B CHIIY MOCTIHHOI TOCTYITHOCTI MOOUIBHUX MPHUCTPOIB 1 6e31mepepBHOCTI
[HTEepHET-3B’A3KY;

- coyianizayis ieop, sKa TPOSBISAETHCS B NMPUOMPAHHI YITKOI TPaHMI MK COLIAJTbHUMHU
MepekaMu 1 KOMIT' IOTEpHUMU 1ITpamu;

- kibepcnopm (e-Sport), y 6ararbox KpaiHaX BU3HaHHI O(IliHIM BHIOM CIOPTY 1 epeadavae
BIpTyaJIbHI 3MaraHHs 31 3HAYHUM PO3MIPOM NMPU30BHUX BUILIAT;

- cmpimine, 1o Tiepedayvae CoCTEPEKEHH 3a OHIAWH-TPAHCIAIIEIO IPU 1 OTHOYACHO CIIPHSIE
3aITy9CHHIO IITMPOKOi ayAUTOpii (He-TpaBIiB) B IrPOBUI MTPOCTIp;
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- XMAapHuli 2eiMine, MO TMPEACTaBIIsAe COO0I0 MPHUKIAA BJOCKOHAJICHUX KOMIT IOTEPHUX 1rop i
JI03BOJISIE 3aITyCKAaTH BHUCOKOIHTENEKTYyal bHI MPOTpaMH 3 SKICHOIO Tpadikoio Ha MajoNoTyKHOMY
cTapoMy OOJIaJIHaHHI (JlaHa TEXHOJIOTIS CTBOPIOE JTOAATKOBUN IMO3UTHBHUN COIIATbHUN €(EeKT 1
CHpUsi€ 3aTyYeHHIO IMUPOKUX Mac B irpOBHIA MPOCTIpP, JOCTYII A0 SIKOTO paHinie OyB 3aKpUTHIA Yepe3
HEMOXKJIMBICTh MPUI0ATH BUCOKOSKICHE 001 IHAHHS IS 3a0€31eYeHHS 3aIyCKY ITPOBOi IIPOTPaAMH );

- mexHonoeii 8ipmyanvHoi peanrbHocmi, SKi CTAlOTh MOXIUBHMH Y 3B’SI3Ky 3 MOSBOIO
CHeliaJIbHUX 1HCTPYMEHTIB (IIIOJIOMIB, OKYJISAPIB JUIsl TEPeXoay Yy BIpTyaJdbHUH CBIT) JIA
MaKCHUMaJIbHOTO 3aHYPEHHS B JIONIOBHEHY PEaTbHICTh.

MyneTuMeaia € €IMHOK CYKYINHICTh KOMIT IOTEPHUX TEXHOJIOTiH, OJHOYACHO MOENHYIOTh
KiJIbKa iH(OpMaIiifHuX cepetoBHILL: rpadiky, TEKCT, Bineo, poTorpadiro, aHimMaIliro, 3ByKOBi €PEeKTH,
BHUCOKOSIKICHUHM 3BYKOBUH cympoBil. [Ipu 1poMy cydyacHa KOMII'IOTEpHA Ipa, XO4 1 MpeACTaBIsie
cO0O0 IHTEPaKTHUBHUN MYJIbTUMEIIHHHUIA MPOIYKT, IO CKIAJAETHCS 3 PI3HOPIAHUX pPE3yNbTaTIB
IHTEJIEKTyaIbHO1 AiSUTBHOCTI (CLIEHApI0, MY3UYHOTO CYIPOBOAY, IEPCOHAXKIB, KOMIT IOTEPHOT
IPOTPaMu), MPOTE MAJIO BUKOPHCTOBYETHCS B OCBITHROMY IIPOIIEC, @ TOMY aKTyaJIbHUMH € PO3BITIKH
1010 BUPILIECHHS TPOOJIeMHU MOE€THAHHS 3aXOIJICHb MOJIO/I KOMIT FOTEPHUMH irpaMu Ta PO3BUTKOM
B HUX JIOTIYHOTO 1 KpUTHYHOTO MHCIICHHS Ha 3aHATTSIX 3 iHGOpMATHKH.
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