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3 KOXHUM pokoM Bce Oifblie 3apy-
OiXXHMX [OCNIOHUKIB NUWYTb NPO TpaH-
cchopMauinHui BnnmMB renmidpikauii Ha
undpoBi aygioBisyanbHi ekocucteMn Ta
naHgwadT y uinomy. Ak BigomMo, renmi-
dikauito BM3HavaoTh K NpoLec Nokpa-
LLLEHHs1 MOCNyr 3a [OMOMOroH BaXeniB
CTUMYIIOBAHHA irpoBoro poceigy (Mo-
TMBALiMHMX) | NoAanblUMX MOBEAIHKOBUX
peaynbTatiB (Hamari, Koivisto and Sarsa,
2014). Tak caMo Hi o1l KOro He € ceKpe-
TOM Te, Wo renmidpikauin KiHo- Ta Tese-
iHOycTpin Habyna neBHOI MONYNAPHOCTI
3aBOAKM UMPPOBUM Mefia Ta CTPUMIH-
roBum nnatdopmam, Konu rnsgadi ne-
pecTanM no3uLioOHYBaTUCA SK MaCUBHI
peuvnieHTu i novanu 6axaTu Ta peanbHo
BM/IMBATU Ha CHOXET icTopii abo cTaBaTu
yyacHMKaMu HapaTuey. ToMy renmidiko-
BaHi KiHO- Ta TeneBi3iliHi TBOPU aKTUBHO
BUKOPUCTOBYIOTb IHTEPAKTUBHUI Hapa-
TMB, W6 JaTu 3Mory rnsgadam cratu
«rpaBUSAMM», AKi BMAMBAKOTb Ha iCTOPItO
Ta OTPMMYIOTb HOBUI MsifaLbKWi AOCBIf.
3pewToro, Lie CTBOPIOE YMOBU Anisl ore-
pauioHanisauii Toro, wo I Binnic (Willis,
2016) kBanidikye ik nocTkiHemaTorpa-
iyHi 3acobu, 3acTOCyBaHHSA SIKUX Yy CY-
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YacHoMy MegianaHawadTi nepepnbayvae
BMKOPWCTaHHS HEAHTPOMOJIONYHMX aKTO-
piB, a Takox nobynoBy dparMeHTapHUX
i HEeNiHIMHUX HapaTuBiB. BnacHe, nepeTuH
iHTEpPaKTMBHOrO HapaTuBy Ta MOCTKiHe-
MaTorpadpiuHmx chopM i 3anyyae enemeH-
TW IPU B KiHO- Ta TeNeMUCTELTBO, Aaloun
3Mory ayauTopii 06upaTn HaNnpPsAMOK icTo-
pii, 3aBAAKN YOMY, NO-MNepLUe, OCTAaTOYHO
pyVMHyeTbCA 4iTKo dhikcoBaHa HapaTuBe-
Ha CTpyKTypa TpaguuiiHux dinbMiB, a,
no-Aapyre, eMOLUINHWIA rNAagaUbKui 4OCBIg
CTa€ CKJAQHIWWUM i rmMbLmnM: NpUMipomMm,
y BigoMoMy cepiani Ta Tenewoy «Jlrogu-
Ha npoTu amkoi npupoan» (Man vs. Wild)
rnagavi MoOXyTb KOHTPOJIOBATM KOXEH
pyx ekcnepTta 3 BuxuBaHHA bepa [pinn-
33, L0 MOCUMIOE BIQYYTTA 3aHYPEHHA Ta
niaTBepAXYye Te3y Npo «rinepiMmepcuBHUA
MoBOPOT».

Lle noBopoT BnepLie KOHLENTyanbHO
onncye npodbecop mMepia Ta irop i oguH
i3 3acHoBHWKIB IrpoBoi nabopaTopil
B TexHiuHii BuLin WKoni KenbHa (ckopo-
yeHo TH K&In — YHiBepcuTeT NpuknagHmx
Hayk) yHoonbg C. dpeitepmyT. Y cBOIiA
BifloMin npaui «Irpn. lenmpgmsanH. Irpo-
3HABCTBO: BCTYM», HaMMUCcaHii 3a yyacTio
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A. YaygepHi, H. Mouui Ta E. LuMmmepmaHa,
BiH BUOKPEMIIOE AeKinbKa eTaniB megia-
iCTOPUYHOTO  PO3BUTKY  aHanoroBux
i uMcbpoBMX irop — MpouenypHUn NoBO-
poT (3 1950-x pp.), rinepeniyHuin NoBo-
poT (3 1970-x pp.), rineppeanicTUuHWiA
nosopoT (3 1990-x pp.) i rinepimepcue-
HMI1 noBopoT (3 2010-x pp.), TPAKTyOUK
rinepimMepcito Ik «HOBWI OOCBIf, 3UTTS
3i CBiTaMK faHuX», WO NOoCTae pesynbTa-
TOM iHTEepaKTMBHOI HaBirayii 3a nocunaH-
HSIMW, TinepeniyHuxX i rineppeanicTUYHMX
npowuenyp, KONM 3aHypeHHsl Ta iHTepak-
TUBHA [LOifANIbHICTb HAaCTINIbKU Migcuo-
I0Tb OAWH OOHOr0 Ta KOHBEPryHHTbCS,
L0 OCHOBHe eCcTeTUYHe 3a[0BOJIEHHS
DEeTEPMIHYETbCS BHYTPILLHIMX  BRacTu-
BOCTAMM  UUCPPOBOrO  KOMM'HOTEPHO-
irpoBOro cepefioBuLLa, ke A7 NPOChHO-
MepiB BUABNAETbCA HabaraTo LUikaBi-
UMM 3a peanbHuii cBiT (Freyermuth, 2015,
pp.81-90).

Y 2025 p. nobaunna cBiT We ogHa po-
6ota I C. dperiepmyTa «patoun B Me-
TaBCEeCBIT» y CNiBaBTOPCTBi 3 TakMMu
BYeHuMH, Ak B. Benn, I. Tamm, B. Occa
Ta iH. Y «[lepegmMoBi Ta nogsiLi» 3asHa-
YeHo, L0 Malxe BCi po3ginu Liel Konek-
TUBHOI HAyKOBOI PO3BiAKW MOYUHAIOTb-
cA 3 nuTaHHA «Lllo Take MeTaBcecBiT?»,
e OfHi aBTOpM 3BepTalTbCs A0 LbO-
ro TepMiHa 3 no3swuuil HeJaBHbOro MU-
HYNoro, NOCWUNaK4UChb, Hampuknag, Ha
HaykoBO-chaHTacTUYHy aHTuyTonito Hina
CtiBeHcoHa (Stephenson, 1992) «CHi-
ronaf», a iHWi MOYMHAOTb i3 Cy4yacCHMX
nebariB, Takux Ak pebpeHauHr Facebook
Ha Meta abo ycnix irpoBux nnatdopm,
Ak-oT FORTNITE Tta ROBLOX. 3BicHo,
yci Ui cnpobu BM3HauMTU MeTaBcecBiT
3pEeLUTO0 MpUpeYeHi Ha npoearn, i aBTo-
pu ue pobpe po3yMitoTb, OCKINbKK, AK
i iHWI HapgTo AMdy3Hi TepMiHKM B Megia-
KynbTypi, MeTaBcecBiT He Mae TOYHOI
knacudikauii. BogHoyac ue € He nomun-
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KO0, @ BaroM1MM acrnekTOM [OCHiAKEHHS,
ajXxe camMe Takvi NAOPaniCTUYHUA Nif-
Xif, po3KpuBae pi3HOMaHITTA GaraTbox
MUHYNIUX | cyYacHuX BTiNeHb MeTaBcec-
BiTY Ta IXHi TEeXHi4Hi, COLiOKYNbTYpHi Ta
€KOHOMIYHi HacnigKu.

Y BCTynHi cTaTTi «Cy4yacHa nepegic-
Topis MeTaBcecBiTy. YToniyHi Mepgia
BiL TOTanbHOro TBOPY MWUCTeUTBa Ta
TOTaJIbHOrO KiHO [0 KibepnpocTopy Ta
Holodeck» I. C. dpeiiepmyT (Freyermuth,
2025) npocTexye iCTOPUYHI WiAXU Ta
B3aEMO3B'I3KM TEXHOMOri, a TaKoX
IXHIO couianbHy peanisauito; po3rns-
Jae po3pobku, Wwo npusBenu [o iger
MeTaBcecBiTYy, Ta iNtOCTpye IXHiA «pi-
aNnekKTUYHUA 3B'A30K». Bif KOHLeEMNLin
Gesamtkunstwerk i ToTanbHOro KiHO ye-
pes 6auyeHHn KibepnpocTopy Ta Holodeck
(Burapmanuii NnpucTpiii i3 dopaHwmam «30-
PAHWI LWASAX», AKUA BUKOPUCTOBYE «r0J10-
rpamu» 3afsisi CTBOPEHHS peanicTUYHOT
3D-cumynsauii peanbHoro abo ysIBHOro
cepenoBULLa, B AKOMY yYaCHUKU MOXYTb
BilbHO B3aEMOQISATU 3 HABKOJIULWIHIM
cepefoBULLEM, a TaKoX 3 06'eKTamu Ta
nepcoHaxamu, a iHofi 1 i3 3a3panerigb
BM3HAYeHMM HapaTMBOM) OO nepefgic-
Topii Ta HacnigkiB MeTaBcecBiTy. [o-
CNilHUK [OOXOOMTb BWUCHOBKY, LIO LS
OnHaMika 3abesnevye GesnepepBHe Ta
BceGiYHe 3aHypeHHs, fike NnepexouTb
«Bijj KOPOTLUIOrO YM [OBLLOFO, afe 3aBX-
OV NepioguMyHOro Ta LWBUAKOMIUHHOMO
3aJlyyeHHs1 4O OKPeEMUX MefiaTBOpIB A0
BCeGIYHOro Ta TPMBAJOro 3aHypeHHs
y Megiaceitn» (Freyermuth, 2025, p.82),
LLL0, BNacHe, BignoBigae noriyi Ta noTeH-
Liany rinepiMepcuUBHOro NOBOPOTY.

OCHOBHa 4aCTMHa KONEKTUBHOrO [0-
CNig)XeHHs nofineHa Ha fABa po3finu
«YaBa» | «JlocAITHEHHSs». Y nepliomMy
NPOMOHYETbCA OMNSA KOHUEMUiN, Bi3i
i NOTEeHUiNHMX HacnigkiB MeTaBcecBiTy,
MoOYMHAKUM Bif, paHHIX NiTepaTypHUX
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ioen i 3aKiHYyOYM CcyYyacHUMMW aymioBi-
3yanbHUMU penpeseHTauiamMu. Po3agin
noymHaeTbCcs 3 po3Biaku Ix. Mioppen
(Murray, 2025) «MeTaBcecBiT Ta iHLWi
undposi intosii», B SKOMY aBTOpKa Xxa-
pakTepusye pisHi XWUBHI OBILSAHKM, L0
oTouytoTb MeTaBcecBiT. 3BepTalouuchb
0O Ppi3HMX peKaMHUX MOBiJOMIIEHb,
CTBOPEHUX TaKUMU KOMMAHIAMHU, SK
Meta, Apple i Magic Leap, BoHa nokasye,
AK «MariyHi TexHonorii» MnpocyBalTb-
CA UMKNIYHO Ta 3a [OMOMOrOH Be-
Kux cpiHaHCOBMX pecypciB yepes cTpax
BTPATUTM LWLOChH LiikaBe, W0 34e6inblworo
3aKiHYyeTbCSA HEBLOBOJIEHICTIO NOTPed
rpoMagcbkocTi. Tomy [x. Mtioppen
(Murray, 2025, p.112) Ma€ peanicTUUHUI
MOrfsif, Ha HOBI TEXHOJOFil, CTBOPEHHS
AKUX 3aBXAU noTpebye «KONEKTUBHUX
3ycuib», SIKi «He MOXHa irHopyBaTu».
J1. WmanHk (Schmeink, 2025, p.135)
po3rnagae icTopito igen, noB'sisaHMX
3 MeTaBCeCBITOM, «3a40Bro [10 TOro, K
TPaHCTyMaHicTM Ta TexHonignpuemu,i,
Taki ik Mapk Llykep6epr, Bigkpuau noro
ans cebe Ta 3anponoHyBanu CBOI NyaHu
Wo[0 MOro BUKOPUCTAHHSA AN ocobu-
CTOT rpoLwwoBoi BMrogu». ¥ cBOin cTaT-
Ti «BTineHHs MeTaBcecBiTY B HayKo-
Bil cpaHTacTULi» BiH NPOCTEXYE Cepito
HayKoBO-haHTACTUYHUX pOMaHIB i dinb-
MiB, No4YnHatoun 3i «CHironagy» H. Cri-
BEHCOHA, Ta NOPIBHIOE icTOPIl, K «po3-
BuBanu igeto [MeTtaBcecBiTy] pisHUMY,
3MiCTOBHMMM criocobamm».
MpOOOBXEHHS LbOro Migxody MOXHa
3HanWTM y cTaTTi B. Occu (Ossa, 2025),
B fIKil BOHa po3rnagae MeTaBcecBiT AK
aypioBisyanbHy chaHTasito nepeBaxXHO
y 3axigHux irpoux difibMax i Ha Tene-
GauyeHHi. ABTOpKa [OCUTb [EeTaNbHO Ta
3pO3YMINO ONWUCYE BNACHUA MeTOLO0J0-
riyHuMn nmigxig i npouecu Bigbopy npwu-
Knagis, siki BoHa obrosoptoe. Ii aHania
BUABNIAE NOAIOHOCTI Ta BigMIHHOCTI MiX
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BisisMn MeTaBcecBiTy, «300paxeHUMuU
B XYOOXHiX, aypioBisdyaslbHUX Mefia»,
a TaKOX «LMPLLi MipKyBaHHSI Mpo npw-
pooy Halwoi peanbHOCTI, iAeHTUYHOCTI
(BipTyasibHOT), 3aHENOKOEHHSI CTOCOBHO
6e3neku, cnocTepexeHHs B LMpPOBOMY
cepenoBULLi Ta BUKOPUCTaHHA TEXHOJO-
rivi LLI» (Ossa, 2025, p.163).

Ocmucntoroun  HaykoBO-dbaHTaCTUYHI
HapaTuBM Ta Cy4acHi 3ycuins, cnpsiMo-
BaHi Ha peanisauito KoHuenuin MeTtaB-
cecBiTy,|. Bamba (Bamba, 2025) 3a3Hauae,
O NIOACHKI Tifa WBUMAKO Ta HEBMUHHO
iHTerpytoTbcss y VR-CBIT, no cyTi, pos-
YMHSIIOYNCh Y HbOMY, 3aBAAKM YOMY Lier
CBIT 3[0A€TbCsl BCE MeEHLW BipTyalbHUM.
Ha ocHoBi dbeHOMeHosoriYHOro nigxony
BiH MparHe 3'AcyBaTy, «40 Y0ro npusBee-
e ueln HOBWM 3B'I30K 3 BipTyasibHUM
CBITOM; OCSITHYTU BMNJIMB BUKOPUCTAHHS
iIMEPCMBHUX TEXHOJOTIN Y HALLOMY XMUTTI;
3pO3yMIiTU Ta HaBiTb NepenbdaunTy, AK MU
(Ak BTineHi cyd'ekTn) GyaeMo cTaBUTUCSA
[l0 HOBOrO CBiTY MeTaBcecBiTy» (Bamba,
2025, p.168). HeBMNagKoBO Yy CBOEMY
ecel, sike Tex BXxoanTb A0 36ipku, C. dizek
00roBOprOE MOXJIMBI HACNigKU €4MHOMO
MeTaBcecBiTy Anst kopuctysauis. MNonpu
peknaMHi NPoeKTW Ta iHiuyiaTMBKM BenU-
KMX TEXHOKOMIMaHIN L0[0 KONeKTUBHOI
BflacHOCTi Ha MeTaBcecBiT, BOHa Haro-
Jiolye, WO cyyacHi nogii He nepepba-
YatoTb Takoro copmarty. C. disek (Fizek,
2025, pp.187-199) BUCBITNIIOE HEDE3MEKM
NOTEHLINHOro ManbyTHLOro CLieHapito
3 TPbOX MOMMAAIB: NpMBaTU3aUia iHTep-
HeTy, KaniTaniaM CMoCTEPEXEHHS Ta Tex-
Hocbeoganiam.

Ox. LWenn (Schell, 2025, p.207) y cBo-
M npaui «MeTaBcecBIT: WO 3apas, LWo
Jani», ika 3aBepLUye nepLumnii po3gin uiel
KOJNIEKTUBHOI PO3BifKK, [EKOHCTPYHOE
Kinbka MidhiB, SIKi cknanucs HaBKOJO
VR Ta AR, oHnawH-cBITIB i GnokK4enHy
AK YOTUPbOX TEXHOJOrii, IKi 3a3BUYaM
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acouitoroTbcsl 3 MeTaBcecBiTOM, Nosic-
HIOE, YOMY OCTaHHIA MOXe MaTu iHLWWIA
BUMNAL, HiX MOro 4Yacto 306paxytoTb
Yy TEXHONOMYHUX BUrajKax i peknaMHux
KaMnaHisix, npuMipom, ToMy o «MeTaB-
CECBIT He xo4ye 6yTU ogHUM Ge3nepeps-
HWUM CBITOM, i BiH HUM He Gyge. [...] CBiTu
NOTYXHi, TOMY L0 BOHV MalOTb MeXi».
Lpyrui po3gin, npucBsiyeHUn NpakTuy-
HUM annikauisaM, iHHoBaLiMHUM Migxo-
haMm i 3pobyTkam y cdpepi iHTepaKTuB-
Horo pocBify, MouvMHaeTbcsl 3 poboTu
«Big nikcenis go eMouin» |. Famm (Hamm,
2025, p.228), wo nparHe 3'AcyBaTy, «sIK
BipTyaJibHi BUCTABKM, 30KpEMA XY[0XHi
BUCTaBKM MeTaBCeCBITY, MOXYyTb BM-
pilMTU KOHMNIKT MiX aHanoroBow Ta
UMPOBOKD MPOCTOPOBICTIO | CTBOPU-
TU 3axorjIMBMN MUCTELbKUIA [0CBigy».
3 uUieto MeTOK BOHa 3aCTOCOBYE TEOPIto
aTMocdpep BigoOMOro Himeubkoro cino-
cogal. beme (Bohme, 2017) [0 XyL0XHiX
npeseHTauin Ha nnatdopmax FORTNITE,
OCCUPY WHITE WALLS ta WWWFORUM,
aHani3ytoum LiHHICTb LuMdpoBUx aTtMoc-
dep A[na BIANOBIGHOMO MUCTELbKOrO
nocsify. Y ii iHTepB'to «BipTyanbHi Kpa-
THM yypec» 3 AniHoto dyxTe (Fuchte and
Hamm, 2025, pp.247-264) npencraese-
HO rmnbokmn nornag Ha WWWFORUM,
BMCTaABKOBMI NpocTip MeTaBcecBiTy, W0
Hanexutb NRW-Forum Diisseldorf. Lien
BMCTaBKOBMI NPOCTIP € OAHUM 3 NepLUUX
Ha MUCTeUbKI i My3erHiA CueHi, SKui
3 6epesHs 2023 p. NpUAHAB YOTMPU BU-
cTaBku. KnoyoBi TeMU Ta NUTaHHA po3-
MOBMU: «fIKi BUCTABKOBI NpaKTUKK Niaxo-
OATb ansa My3eiB y MeTaBcecBiTi?», «fKi
BUKJIMKM MOXYTb BUHUKHYTU y cdrepax
Megiauil Ta KOMYHiKaLii?» Ta «LLlo moxe
0aTu NpuUCYTHiCTb My3€iB y MeTaBcec-
BiTi?». 3 ornagy Ha ue A. dyxTe posno-
Bifla€ «MNpPO CTBOPEHHSA Ta Neplun pik
wwwforum, oTpuMmaHi BUCHOBKM, UuUd-
poBe KypaTOpCTBO», a TaKOX BUCJIOB-
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JIIOE iiel CTOCOBHO PO3LUMPEHHST MOXJIU-
BOCTEN KOMYHiKaLil ons KopucTyBayi
y WWWFORUM.

lneppeanicTuyHi Ta rinepiMepciHi
TeHJeHUil NpoCniAKOBYOTbCA Y XYLOX-
HbOMY [OCAIAHULIbKOMY MPOEKTi «Quan-
tum Bar» K. Kcaoc (Xaos, 2025, p.269), sika
po3rnsifjae npouec CTBOPeHHsA 4yaT-60Ta
Ha 6a3i GPT-3 pgnsa couianbHoi VR. «Quan-
tum Bar» po3pob6sieHnit K FOCTUHHWUIA
NpocTip Ans couiajibHUX KOpPUCTYBauiB
VR, AKi WyKaloTb KOrocb gjisi po3MoBM,
uncpposui 6ap, oe KopucTyBadi MOXYTb
B3aeMofifaTm 3 0GapMeHOM, KepoBa-
HUM GPT-3, oS NocuieHHs eMoL,iHOro
3B'a3ky. K. Kcaoc (Xaos, 2025, p.267) Ta-
KOX pO3MoBifae Npo MixaucumniHapHi
BUKJIMKW, NOB'AAI3aHI 3 fU3aiHOM i BUPO6-
HULTBOM, TEXHOJIOFIl, IO 3aCTOCOBYHOTb-
CSl, a TaKOX MpO Pi3Hi BapiaHTU BUKOPW-
CTaHHA N eTUYHi 3000B'A3aHHA LLOA0
«XapaKTepUCTUKK Ta HapaTMBY YaT-60Ta,
«(popMyBaHHA aBaTapa Ta MOro aHima-
Ljii», @ TaKoX «aypanisauii Ta fokanisauii
y BIipTyasibHOMY CepeioBULLi».

Y cTatTi «[aBanTe rpatu B MeTtaBcec-
BiT...» T. biceke BMCBIT/NOE pe3ynbTaTh
XYL,0XHbOIO [OOCHiIAHWULBKOIO MPOEKTY
Ndinguwe Ta aHanisye ekcnepumeHTasnb-
HWUW pu3aitH, akui gocnigxye VR-pgoceig
y NO€HaHHI 3 TaKTUJIbHUMU BiAYYTTSMU.
3a [oNOMOro HaknafeHux 306paxeHb
aBaTapiB NPOEKT Ma€e Ha MeTi 3a0XOTUTK
YyYaCHUKIB [OCNIAWTU CaMOCMNPUNHATTS
Ta CMPUAHATTS iHWKUX | PopMKu gUCKpU-
MiHaUil. BUKOpMCTOBYOUM MeTOA MiKpO-
dpeHomeHororii, T. biceke (Bieseke, 2025)
nparHe BignoBiCTU Ha MUTaHHS «fK ysABY
iHOMBIgA MOXHa KO-AWHAMIYHO Yy3ro-
OWUTU 3 MOXJIMBOCTSIMU MeTaBcecBiTy?»
i, 3pewTolo, Npe3eHTye pe3yfbTaTu OK-
peMux OMUTYBaHb YYacCHWKIB eKkcrepu-
MeHTy. BaxnuMBo 3a3HauuTy, WO B po-
60Ti NoKa3aHo, AIK MeHTaNbHa Cuna ysiBu
MoXe 6yTu MoB'si3aHO0 3 BipTyallbHUM

Pecheranskyi, I. The Hyperimmersive Turn and the Metaverse
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cepepnoBulLleM MeTaBcecBiTy, AKLO Ha-
paTMBM MalTb NEBHWUN 3B'AI30K 3 pea-
nisMK  XUTTS peuunieHTiB. HepocTtart-
HbO MPOCTO 3pPOBUTK HOBI, haHTACTUYHI
MOXJIMBOCTi BiJYYTHUMU; BOHM TaKOX
MatoTb OyTu nepensieTeHi 3i 3BUYaN-
HUM pocBifoM. LLlo6 yyacHUKU NpuinHS-
NV HapaTuB, BaX/IMBO He Te, UM BiH 30-
OpaxeHnn 0cobnmMBO peanicTUYHo, a Te,
UM XOUyTb BOHW BipUTU B Liei HapaTuB.
[ns pocsirHeHHA LbOro HapaTUBM MO-
BUHHI 6yTn npaBgonofibHo iHTerpoBaHi
B peanbHicTb XutTa. Ona VR-ausaiHy
MeTaBcecBITY Lie 03Hauae, Lo HapaTuB
Mae 6yTM 4YacTKOBO Y3roaXeHuMm 3 di-
3MYHOKO pearnbHICTH XUTTA YYaCHWUKIB.
EnemMeHTV NOBMHHI ByTU BRi3HaBaHUMM
Ta MaTu BipTyasnbHe po3LWNPEeHHS. AKL0
MeTaBcecBIT He Mae NiArpyHTa y disunu-
HOMY cepefoBMWLLi, BiH CTae iHTpocnek-
Lieto CBOIX TBOPLIB | BTpayae 3B'A30K
3 peanisiMm XXUTTS CBOIX y4acCHMKIB. ToOMy
CMHTe3 MeTaBCecBiTy 3 YacTMHaMu pe-
anbHOCTI 3[0Aa€TbCA HEMUHYUMM. fK Ha-
cnigok, poceif y MeTaBcecBiTi BnivBa-
TMMe Ta 3MiHIOBaTUMe NOBEAIHKY Mo el
y chisnuHomy cBiTi (Bieseke, 2025, p.329).
ABaTapu €K MpoOeKLiHa MOBEPXHS
TaKoX BifirpaloTb 3Ha4Hy posb B ecel
H. Namepikc (Lamerichs, 2025, p.337) «<Ha
wnsaxy Ao BignosiganbHoro MeTaBcec-
BiTY», ika po3rnagae HoBi popmu Moam
B uMdpoBOMY npocTopi Ta NOB'A3aHi
3 HMMU PUHKOBIi MeXaHi3MW, 3Ha4YeHHS
BipTyanbHOI MOAM ONA OHNANH-KOPUCTY-
BauiB. I gocnigxeHHs 3ocepeaxeHe Ha
TOMYy, «sIK unucbpoBa Mofa TpaHcopmye
YSIBNIEHHS MpO UUPOBY iOEHTUYHICTD
i cnocobu i BupaxeHHs». Cepep, iHLIOrO,
aBTOpKa poarnsgae acnektu (Lumcgposoi)
i[E@HTUYHOCTI Ta IHKJIHO3UBHUIA MOTEHLi-
an, Wo po3KpUBaEeTbCS 4epes cenapa-
Lito BipTyanbHUX i hisnyHKMX TiNn, a Takox
06r'pyHTOBY€E HeobXxifgHiCTb 36inblUeHHSN
MOX/IMBOCTEN [Ns1 CMIBTBOPYOCTI, L0
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Ma€ Ha MeTi 3MilLHEeHHA iHAUBIgYanbHO-
cTi B MeTaBcecBiTi.

3aBepluyeTbecst po3fin eceem [x. Ta-
nbaMoHTe (Tagliamonte, 2025), skwuiA
onuncye panoH Akixabapa B Tokio fiK
«MPOTOMETaBCECBIT», abo, TOuYHille, fK
«rineppea’sbHe» MicLe (AK NOro BUSHAUYMB
YM6epTo Eko), Wwo nepepbaunno nossy
BipTyanbHuX CBITiB. BiH aHanisye Kysb-
TYpy Ta icTopito Micus, B IKOMY aHano-
roBuMi i BipTyanbHUIN NpocTopu nepedy-
BalOTb Yy AMHAMIYHIA B3aeMogil Ta Hibu
3NMBalOTbCA B €auHe uine. MincHo, BiH
€ YaCTMHOK KyNbTypy OTaky Ta ii icTopil,
i came TOMy NpofOBXYyBaTMMe 3HAX04M-
TV BifobpaxeHHs B Ui popmi. Tak camo,
AK AISP@CE 3pobue Akixabapy LLeHTpoM
oTaky-mepia, ManbyTHi Bepcii BipTyasnb-
HOro NpocTopy, MMOBIPHO, CMMPATUMYThb-
Csl Ha KONEeKTUBHE po3yMiHHA Akixabapu
AK MicLAl NPUHaNEeXHOCTI ANa oTaKy, pos-
pO6SAOYM LLLOCD, L0 OPIEHTOBAHE Ha HUX.
Y CBITi, AKMI LIBUMAKO pyXxaeTbecs 40 und-
poBi3auii Ta BipTyanisauii, Takui npocTip,
AK Akixabapa, siBisie coboto nepexigHun
nepiog. Micta Ta MarasmHu 3aMiHIOKOTb-
csi BebBcantamn, a nyb6niyHi npocTopu
rnobaniayloTbcsi Ta TOTanbHO AWUIXM-
TanisytoTbcs. Jlioau, fIKi BUKOPUCTOBY-
OTb [OBOBUMIPHUX MepcoHaxiB, W00
BTI/IMTM XUBe Ta OMxarouye moé B Hally
peanbHiCTb, OTPUMYHOTb abBCONKOTHO HOBI
MOXJIMBOCTi 3aBAAKU HOBITHIM TeXHO-
noriam (Vtubers, Al, VRCHAT). Likaso,
i TYT MOXHa NoroaMTucs 3 aBTOPOM, L0
Micbkui nensax Akixabapu nepepnbaums
TEXHOJIOTi0 TEeNenpucyTHOCTI, fika fae
3MOry XMUTU B NPOCTOPAX, 30CepemXeHNX
HaBKOJIO CMiNIbHOT Ta 0COBUCTUX IHTepe-
ciB. Lli nmpoctopu cTatoTb umdpoBuMH,
TOOTO «MicLe, onucaHe sik haHTasisi B pe-
anbHoCTi, nepenbayano peasbHICTb, fKa
€ cpaHTasieto» (Tagliamonte, 2025, p.385).

OTxe, KoHLenuis «<MeTaBcecBiTY» BUHU-
Kna ik npuBabnuemin opoHTUP i Hapasi

[NedepaHcbknia, | FinepiMePCHBHWIA NOBOPOT | MEeTaBCECRIT:
reiMMicikaLlia ayaioBidyanbHOro nanaladTy
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3ax0MnJIe NoefHaHHAM 6Ge3MeXHUX Bip-
TyaslbHUX CBITIB, [OCBIAY Ta iHTepaKTuUB-
HOCTI, W0 po3MMUBaE MeXi Mix hisUYHOo
Ta uucpoBoo peanbHicTo. 3 ornagy Ha
Te, K TEXHOJOTiYHI riraHTM BKNafjakTb
iHBeCTMLi, @ pO3POBHNKUN 3aHYPHOOTHCSA
B U0 cchepy, BUHUKAE MUTaHHA: un € Me-
TaBCECBIT HACTYNMHOK MOHYMEHTAaJIbHO
BiXOI0 B po3pobLi irop, Un BiH 3HUKHE
TaK caMo LWBWAKO, fIK i BUpIC, NEpPeTBO-
PVBLUMCb Ha YeproBy MusbHy Bynbballky
B ranysi? lNoku Lo cknagHO BU3HAUUTU
CTyniHb BnnMBy MeTaBcecBiTY Ha CBiTO-
BY €KOHOMiKy, 60 HefiCHO, UM CTaHe BiH
TpaHccopMaLiiHOK  TexHoslorieto, ane
CTaAHOM Ha KiHelb MWHYNOro poky Bifo-
MO, WO wWwoaHA 6im3bko 200 MH Noaen
B3aEMOJilOTb 3 TakuMu nnatcopmamu,
aK Minecraft Ta Fortnite, a irpu 3anmaroTb
LeHTpanbHe Micue 3aBAsIKM iIMEPCUBHUM
MOXUJIMBOCTAM MeTaBcecBiTy, MOTEHL,iN-

2025-8(1) - pp.165-173

HO MEepeTBOPIOOYUCH HA BaXJIMBE [OXe-
pesno npudyTky (Metaverse Gaming, 2024).

Un moxe 36nmxeHHs irop Ta MeTaBcec-
BITY 3anoyaTKyBaTu HOBY epy, MOEAHYHOUYM
NFT, nopTaTuBHI pecypcu Ta po3LUMpeHn
iMepcuBHUIA irpoBui nmpouec? Yu spaTHi
rinepiMepcUBHMIN MOBOPOT W OnepaL,ioHa-
nisauia KoHuenuil MeTaBcecBiTy BMIMHYTH
AIK Ha NEepeoCMUCIIEHHA TPaEeKTopii po3-
BWUTKY irpoBOl iHAYCTpIl, TaK i Ha NoganbLly
€CTeTMKO-TEXHOSOMYHY TpaHcdopmaLito
undopoBoro aygioBisyanbHoro naHpwad-
TY, KOHCTUTYTUBHUM UYWHHUKOM  SIKOI
€ remmicdikauis? HabnusuTtucs o Bigno-
Bijen Ha Ui Ta JOTUYHI [0 HUX MUTaHHSA
[OMOMOXE 03HANOMIIEHHS! 3 KONEKTUBHOIO
npateto «patoun B MeTaBcecBiT», fKa, No-
npu BiACYTHICTb Y Hi KoHuenuil (6inbLue
Haragye 36ipKy eceiB), € LjiHHUM TEOpPeTNY-
HUM [kepesnioM gnsi cpaxiBuiB 3 irposHaB-
CTBa Ta ayfioBi3yanbHUX CTYLIN.

KniouoBi cnoBa: undpoBun aygioBidyanbHuin naHgwadT, remmidikais, MeTaBcecBiT, rinepiMmepcuBHUM
noBopoT, HapaTuBe, VR-CBIT
Keywords: digital audiovisual landscape, gamification, Metaverse, hyperimmersive shift, narrative, VR world
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