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AHoTauin

Meta cTtatTi — pocnigMtn Ta poskpuTu deHomMeH «MaHpanopus» AK
MaHidecTy eKOCUCTEMHOI KOHBEpreHuii, Ae nepeTUHalTbCs BUPOOHMUI
NpakTUKM KiHO, MeToau IrpoBoi iHXeHepil Ta aucTpubyuinHa norika
CTPUMIHroBOro cepefoBuiLa. Y dooKyci HAyKOBOro aHanidy — TEXHONOMYHUMN
«MICT» MiX irpoBUM pyluieM i KiHOBMpoOHULTBOM (cucTema StageCraft),
TpaHcdpopMaliss ecTeTUKM Ta BUPOOHMYMX MpakTUK nig BrAAuBoMm real-
time TexHonorin, a TakoX Ppofib CTPUMIHIOBOI MnaTdopMu fK HeobXigHoT
YMOBM MOSIBU Takoro ribpupga. MeTogonoria AOCRifXeHHsl 'PYHTYeTbCSA
Ha KOMIMJIEKCHOMY 3acTOCYBaHHi €KOCMCTEMHOro miaxofdy, Wo Aae 3Mory
aHanidyBatM Mefia fIK CKNagHi CUCTEMM 3 BiAHOCMHAMW KOHKYpeHLi,
Koonepadlii Ta cMM6i03y; BUKOPUCTAHO KOHLLEMNL,it0 MeiakOHBEepreHLii, Teopito
HiLi Ta TpaHciKLUiNHWI aHani3 ans BUSBNIEHHS MeXaHi3MiB B3aeMOSIT PisHUX
MefinHuX ekocucTeM y cepiani. HaykoBa HOBU3Ha nonsrae y Tomy, Lo Breplue
B YKpaiHCbKOMY MWCTeLTBO3HaBCTBI «MaHpanopeub» po3rnsfaeTbcs
He MpPOCTO $SIK TEXHOJIOTMYHUIA EeKCMepuMMEHT, a fIK UinicHuiA MaHidect
eKoCUCTEMHOI KOHBepreHLil. OB6rpyHTOBaHO, L0 TEXHOJOrisl BipTyaslbHOro
BUpoOHMUTBA StageCraft Ha 6asi Unreal Engine 3ymMoBntoe He ninie BUPOGHUYY,
a 1 ecTeTuyHy TpaHcdopmadito, opMyroum cuHTe3 analog i digital, ge
UMpoBi IHCTPYMEHTU BIATBOPIOIOTH MaTepianbHy eCTeTUKY OpUriHanbHOT
Tpunorii. BucHoBku. Cepian «The Mandalorian» € MaHichecToM ekocucteMHol
KOHBepreHLii, BUHUKaKOUM Ha NepeTuHI KIHOBUPOBHULTBA, irpoBOi iHXeHepil
(TexHonorisi StageCraft) Ta cTpumiHroBoi nnatcopmu Disney+. TexHonoris
BipTyanbHOro BUpobHuLTBa Ha 6a3i Unreal Engine 3MiHto€ niHiiHy napagurmMy
BUPOOHULITBA, CTUPAKOUM MEXY MiX 3HIMAHHSM | MOCTNPOAaKLWHOM, | hopmye
HOBY ecTeTuKy cuHTe3y dpiduyHoro Ta uudposoro. lNnatgopma Disney+
€ He MpoCcTo AUCTPUBYTOPOM, a KaTasni3aTopoM, L0 YMOXJIMBIIOE iCHYBaHHSA
Takoro riopuga. MNepexig go dinbmy «The Mandalorian & Grogu» feMoOHCTpye
3BOPOTHUI BMJIMB CTPUMIHIOBOI €KOCUCTEMU Ha TpPaguUiNHWUIA KiHOMpoKaT.
IHOycTpianbHi Hacnigku cepiany BUSBNAKOTbLCA y nowupeHHi LED-cTiH
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pywiiB Ha yHiBepcanbHy nnatdopmy Bi3yanbHOro

BMPOGHMLITBA, @ TAKOX Y KOHCTPYIOBAHHI PUTOPUKM «aBTOpa-LUaHyBaslbHUKa»
AIK 3aMOpPyKW aBTEHTUYHOCTI.

K yuTyBaTH:

MeyepaHcbkun, |, 2026. «The Mandalorian» sk
KiIHOBMPOOHMLTBA, METOAIB irpoBOl iHXeHepil Ta
HaliOHaNbHOro YHIBEepCUTETY KyNbTYpu | MUCTELTB.
9(1),c.120-137.

MaHihecT eKOoCUCTEMHOI KOHBepreHLil: cumbios
CTPUMIHIOBOro cepefoBulia. BicHuk KuiBcbkoro
Cepisi: AypgioBi3yanbHe MUCTELTBO i BUDOOBHULTBO,

dopmynioBaHHA npo6nemu

CyyacHui aygioBisyasibHUA  NPOOYKT
nepani cknagHiwe igeHTudikyBaTn B Me-
Xax Joriku TpaguuiiHux Megia — KiHo,
TenebayeHHs1 4yu Bigeoirop. PosmuBaH-
HS1 XXaQHPOBMX i TEXHOJOMYHUX KOPAOHIB
NpU3BOAMTb 00 NOSIBU TiBpuaHUX chopm,
AKi  noTpebytoTb HOBUX OOCHiLHULb-
kux onTuk. Cepian «The Mandalorian»
(2019-2023) cTaB ACKpaBMM CUMMTO-
MOM LbOrO 3CYyBY: CTBOPEHMI CTyhi€0
Lucasfilm gns ctpumiHrosoi nnatcgpopmu
Disney+, BiH yBi6paB y cebe BUMPOGHMYI
MPaKTUKW  KJIACUYHOFO  FOMniByACbKO-
ro KiHO, TEXHOJNOMYHWUIA IHCTPYMeEHTapin
irpoBOI iHAYCTPIl Ta AUCTpUBYLiHY no-
riky NoTOKoBMX cepsiciB. Voro HeMox-
JIMBO OJHO3HAYyHO KNacudikyBaTh aHi
AK «4NCTUM» KIHOMPOOYKT, aHi sIK cepian
y TpaauuinHOMy TeneBisinHOMY pO3yMiH-
Hi — Le pajlwe HoBa fIKiCTb, WO NoTpe-
6ye nepernsify ycTaseHUX TEOPETUYHMX
nigxoniB i KoHuenTiB. 151 yKpaiHCbKOro
MUCTELITBO3HABCTBA, SIKE [0Ci 3HAYHO
Mipoto onepye KaTeropisimu, Bupobie-
HUMU B aHasnoroBy €rnoxy, AOCHiIXEHHS
TaKuX ribpuaHUX sBULL € 0COBSIMBO aKTy-
anbHVM: BOHO CMPUSIE NMEPEOCMMUCTIEHHIO
MOHATTEBOro anapaTty Ta MeTOomoJIoriy-
HOro iHCTpyMeHTapito, HeobXxigHoro ans
aHanisy cy4yacHux umdpoBux aygioBisy-
anbHUX NPaKTWK, SKi gepani akTUBHiWe
BXOAATb i B yKpalHCbKMI MefianpocTip.

Bneplue B icTopii TexHonoris BipTyanb-
Horo BMpoGHULTBA Ha 6asi irpoBoro py-
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wis (Unreal Engine) 6yna MacwTtaboBa-
Ha [0 piBHA cepianbHoro 6nokbBacTepa.
BukopuctaHa B «MaHganopui» cuctema
StageCraft (The Volume) — riraHTCbKi
cBiTNnomiogHi ekpaHu 3 real-time peH-
OEePUHroM OHY — [OOKOPIHHO 3MiHuNa
YSIBIEHHS! NPO 3HiIManbHUIA NpPoOLeC: BOHA
nepeHecna nocTnpojakllH Ha ManfaH-
YKK, fana 3Mory aktopam B3aEMOLISITH
3 undpoBUM CepefloBULLEM Y peasibHO-
My 4aci Ta nepeTBOpwWna irpoBuUN pyLUIn
Ha onepawifHy cucTeMy KiHOBUPOOHM-
uTtea. Lle He nNpocTo TexHosoriyHe BAO-
CKOHaleHHs, a NpUHUMMOBa 3MiHa BU-
po6HMYOI NapagurMu, sika CTMpae Mexy
MiX MpouecoM 3MOMKM Ta MOCTNpo-
OAaKLWHOM, MiX (Pi3UYHOK NPUCYTHICTIO
aKTopa Ta uMcpoBUM CepefoBULLEM.
MPUMITHUM € Te, WO TaKUh TEXHONONIY-
HO CKJTafHWN MPOAYKT CTBOPIOBABCS He
OnA KiHOoTeaTpasbHOro npokaTy, a eKc-
KJFO3MBHO [ CTPUMIHroBol nnatdop-
mu Disney+. Lle 3acBigunno 3miHy Ta-
KOX EKOHOMIYHOI MapagurmMu: noToKOBI
cepBicu NepeTBOPHOOTLCA He MPOCTO Ha
OncTpunbyTopiB, a Ha iHKybaTopu TexHo-
NOTiYHUX IHHOBALiN, WO 3[aTHI iHaHcy-
BaTU PU3MKOBaHI e€KCMepuMEeHTU 3apsis
[OBrocTpokoBoi nignucku. CepianbHui
dopmaT gaB 3MOry TEXHOJIOTIT eBOJIOLLi-
OHyBaTM Bif enizony Ao enisofy, a nnar-
dopmHa norika 3abeaneuynna ekoHo-
MiYHY [oLifbHICTb Lboro riopuga. OTxe,
«MaHpanopelb» OEMOHCTPYE He paHmo-
MHUI eKCMEPUMEHT, a cTasly TeHAEHLito,
[0e KiHO, irpu Ta CTPUMIHT YTBOPHOOTb

Pecheranskyi, I. "The Mandalorian” as a Manifesto of Ecosystem Convergence:
Symbiosis of Filmmaking, Game Engineering Methods, and the Streaming



BicHWK KWIBCLKOrO HaLIOHANbHOrO YHIBEPCUTETY KYNbTYPU | MUCTELTB.

Cepig: AynioBigyabHe MUCTELTBO | BUPOOHULITBO

HOBY €KOCUCTEMHY LificHicTb. [Mornu-
6neHe Ta KOMIMJIEKCHE BWBYEHHS L€l
TeHEeHUT € HaraslbHUM 3aBAaHHAM 4iA
YKpaiHCbKUX [OCNiAHMKIB, OCKIJIbKW BIT-
YyM3HSIHA aypnioBisyanibHa IHAYCTPIA Ha-
Jani yacTille CTUKaTUMEeTbCA 3 HeobXif-
HICTIO OMaHyBaHHS LIMX KOHBEPreHTHUX
Mogenen, wo notpebyBaTuMe fK TEXHO-
JIOTYHOI FOTOBHOCTI, TaK | TEOPETUYHOIO
OCMMUCIEHHS TXHBbOI eCTeTUYHOT NPUPOAMN.

AHani3 ocTaHHiX gocniaXeHb
i ny6nikawin

TeopeTnyHe 0OCMUCIIEHHA EKOCUCTEMHOT
KOHBepreHuii B aygioBidyasnbHii cdepi
aKTUBI3yBanocsa B OCTaHHI AeCATUNITTA
y BiAnoBigb Ha uudpoBy TpaHchopma-
uito mepia. Ak 3asHavatoTb . Yxy Ta
T.-K. MNen (Zhu and Peng, 2025), ekono-
FYHUIA Nigxig [0 KOMYHIKaLiiHUX [ochi-
IXXeHb HabyBae 0cob6/MBOI eBPUCTUYHOT
LIHHOCTI, OCKiNlbkM Oae 3Mory aHanisy-
BaTM He NnLe KOHKYPEHLito MiX Mefia 3a
obMexeHi pecypcu (Teopis Hiwi Ox. Oim-
Mika), a ¥ CUMOIOTUYHI B3aemopii, Wwo
BMHUKaOTb y LM(POBOMY CepefoBULL.
PosBuBatoun Tpaguuito M. Makntoe-
Ha Ta H. lNocTmaHa, BOHW MPOMNOHYHTb
po3rnsnaTM MefiakoOHBEpPreHuito Kpisb
NnpvMsMy MiXXBUL0BOI B3aeMogii, fe pi3Hi
MepginHi bopMu He NPOCTO CriBICHYOT,
a YTBOPOWTb CKNafgHi ribpuaHi yTBO-
peHHs. |HOMKATOPOM 3pinocTi LbOro
HanpsiMy cTana rnosiea cnewjianisoBaHuUx
JocnigxeHb, 3okpema npaui |. 16pyca
Ta K. Ckonapi (Ibrus and Scolari, 2012;
Ibrus, 2019), sKi po3BMBalOTb KOHLIEM-
Tyanisaudito MepiaeBosntouii Ta ribpugun-
3aLii, a TaKoX TXHi pO3BigKM LW,040 KpPOC-
iHHOBaLi siKk MexaHi3aMy hOpMyBaHHS
HOBUX ayioBi3yaslbHUX eKOCUCTEM.

Keiic «MaHpanopus» 3aKOHOMIPHO
NPUBEPHYB yBary AOCHiIOHUKIB K eMni-
pyYHe BTiJIEeHHS eKOCUCTEMHOI KOHBep-
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reHuii. C. Tomac (Thomas, 2025) y r'pyH-
TOBHOMY aHanisi TexHonorii StageCraft,
po3pobneHoi Industrial Light & Magic
IS UbOoro cepiany, AEMOHCTPYE, SIK Bip-
TyanbHe BMPOBHULTBO CTA€ iHCTPYMEH-
TOM TEXHOJIOTiYHOrO, HApaTMBHOIO, a Ta-
KOX KOpPrNopaTUBHOI0 efHaHHA: 06'eaHYE
KiHOBMPOOHMYI NpaKTWKW, irpoBi pyLuil
(Unreal Engine) Ta cTpaTeriyHi iHTe-
pecu Disney+. ITaniicbka pocnigHuus
B. O'Amiko (D'Amico, 2026) posrnsgae
«MaHpanopusi» ik NOABIAHUIA MNPOEKT,
0[HOYaCHO CrpsIMOBaHUKA fIK Ha nepe-
3anyck caru «30psiHi BiHW» ons da-
HaTCbKOI ayguTopii, Tak i Ha NpomoLiito
cTpuMmiHroeoi nnatdopmu Disney+ ak
HOBOro cepefoBWLLA iCHYBaHHA. ®paH-
Lly3bKi HayKOBL,i aKL|eHTYOTb Ha TpaHcC-
diKUinHIN npupodi cepiany, sikuii BOGU-
pae HapaTMBHI eNeMEHTU 3 PiBHUX Mefia
(aHimauji, koMmikciB, Bifeoirop) i ctae na-
BopaTopieto OHOBJIEHHSI XaHPy HayKOBOT
daHTacTukm (Hannedouche, 2022).
MiXHapogHUA [OCNIgHULBKUIA NPOCTip
TaKOX 3aCBiuye 3pOCTaHHs iHTepecy [0
TpaHCMeginHnX BUMIpiB «MaHpanopus».
Tak, nepyaHcbkuit BYeHwui [. bBayTicTa
(Bautista, 2024) aHanisye cepian Kpi3b
npu3aMy TpaHCMegiNHOI Hapauii, po3rns-
Jaroum, K came iCTopis po3LUNPHETLCS
yepes pi3HOMaHITHI uudposi nnatdgop-
My, 36epiratoun BipHiCTb KaHOHY «30psi-
HMX BOEH» | BOJHOYAC 3aslyyaroun HOBY
ayauTtopito. LLle ogHa iTanincbka gocnin-
Huua M. NMaxHo (Panno, 2021) ocMuchtoe
«MaHpganopusi» K K/HOYOBUWA €NIEMEHT
PO3LUMPEHHS] HAPATMBHOIO BCECBITY, L0
Ma€ KynbTYypHi Ta [0BOJIi MOTYXHi eKo-
HOMIYHi iMnnikauil (deHoMeH pory sk
MapKEeTMHIOBOro fiBMLLA). B ykpalHCbKO-
My MUCTELTBO3HaBYOMY AWUCKYpCi Mpo-
6rneMaTuKy €eKOCUCTEMHOI KOHBEpreH-
uii pospobnse |. MeyepaHcbkuin (2024),
AKUIN 0BI'PYHTOBYE MOHATTS «uchpoBoro
aypnioBisyanbHoro naHawadTy» Ta aHa-

MeyepaHcekuig, |. «The Mandalorian» gk MaHIDECT EKOCUCTEMHOI KOHBEPIeHLIil:
CUMBIO3 KIHOBMPOBHMLITBE, METOLIB IrPOBOI IHXXEHEPIT T8 CTPUMIHFOBOIO
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ni3ye Kpoc-iHHOBAaUiT IK CTPYKTYypyBasib-
HUWA YMHHWUK B3aEMOMIT PiBHUX MefdiAHnX
€KOCUCTEM, X04Ya KOHKPETHO Kenc «MaH-
nanopus» we notpebye FpyHTOBHOIO
BUCBIT/IEHHS B YKPaIHCbKIN HayLi.

Merta cTaTTi — fOCNiANTM Ta PO3KPUTH
cbeHomeH «MaHganopus» Kk MaHidecTy
€KOCUCTEMHOT KOHBepreHLuil, ge nepetu-
HalTbCs BUPOOHMYI NPaKTUKK KiHO, Me-
TOAOM irpoBOT iHXeHepil Ta gUcTpubyLin-
Ha Jlorika CTPUMIHIOBOro CepefoBMLLA.
Y doKyci HayKOBOro aHanisy — TexXHoJ0-
FYHUIN «MICT» MiX iIrPOBUM pyLUIEM i KiHO-
BUpobHMUTBOM (cuctema StageCraft),
TpaHcdopMalis ecTeTuku Ta BUPOD-
HUUMX MpaKTUK Mig BNAvBoM real-time
TEXHOJIOTI, @ TaKOX POJib CTPUMIHIOBOT
nnaTtdopmMu K HeobXigHOT YMOBU NOSIBM
Takoro ribpuga.

OCHOBHUIN MaTepian fOCHif)KeHHsA

Y cyyacHoMy MepfiasHaBCTBI gepani
6iNbWworo nownpeHHa HabyBae eKono-
FMYHUA NigXxig, sSIKUIA 3anosnyye MOHAT-
TeBWUM anapat 3 bGionoril gna aHanisy
B3aeMofi y MegianpocTtopi. Ak cTBep-
oxytoTb [x. YUxy Ta T.-K. MeH (Zhu and
Peng, 2025), ekonoriyHa Teopis, wo do-
KYCYETbCS Ha B3aeMopfii MiX XWBUMMU
opraHiaMamu Ta IXHIM cepefoBULLEM,
MPOMOHYE €BPUCTUYHO MAiLHY ONTUKY
ONsi po3B'AI3aHHA [OUCKYCIMHUX MUTaHb
KOMYHiKaLilHUX  OOChifgXeHb, 30Kpe-
Ma npobneMu MegiakoHBepreHuii. Lien
niaxin YMOXIUBIIOE po3rnan Mefia He
AK I30N1bOBAHMX IHCTUTYLIN, a K cKNaf-
HUX eKOCWUCTEeM, e Pi3Hi enemMeHTu ne-
pebyBatoTb Yy BifHOCMHAX KOHKYpeHLT,
koonepauil Ta cumbiosdy. PosBuBaroun
L0 NiHito, iHWI JOCHiOHUKA BU3HaYaloTb
KOHBEPreHTHy MefiaekocucTemy fK Li-
NicCHE YTBOPEHHS, LLO NMOEAHYE TEXHONO-
riyHy iHPpacTpyKTypy, €KOHOMIiYHi Me-
XaHi3MW i COLiOKYNbTYPHI NpaKkTuKK, a ii
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K/HOYOBUMU O3HaKaMu € AeLeHTpanisa-
Lis, BifCTeXeHHs iHdopMaLiiHMX NoTo-
KiB | 3pmaTHicTb Ao camoperynauii (Hu,
Wang and Song, 2024). Tak, eKocMcTeM-
Ha meTacpopa gornomMarae gonatu obme-
XEHICTb NiHINHUX Moaenen MeniaBnIMBY
Ta nepenTn Ao aHanidy 6araToBUMIPHUX
3B'AI3KIB, WO CTPYKTYPYKOTb Cy4acHWi
aypioBisyanbHui naHgwadr.

TeopeTnyHi 3acagM €EKOCUCTEMHOIO
Nigxo4y BaX/MBO PO3rnsfaTh y iXHboMy
3B'fI3KY 3 KOHLIeNUiet0 MeJiakOHBEepreH-
Lii, sKka CUCTEMHO MnpencTaB/ieHa B npa-
usax I [xeHkiHca (Jenkins, 2006). Oocnig-
HUWK TpaKTye KOHBEPreHLil0 He K CyTO
TEXHOJIOTYHUM NpoLec, a AK KYNbTYPHUIA
3CYyB, WO 3MIiHIOE NOriKy OyHKLiOHYBaH-
HA MegiaiHOyCTpi i XapakTep CMOXM-
BaHHSA KOHTeHTY. KoHBepreHLisn Bigbdysa-
€TbCSl Ha NepeTuHI CTapuX | HOBUX Megia,
KOPMoOpaTUBHUX | I'paccpyT-NpakTuK,
BNlafyv BUPOOHWMKIB i cnoxuBadiB. Baxnu-
BMM [OMOBHEHHSIM [0 Li€el Mofeni € Te-
opis Hiwi Ox. Odimmika (Dimmick, 2002),
AKa NOSICHIOE, K MegiaopraHisauii cni-
BICHYIOTb i KOHKYpPYHOTb 3a OOGMeXeHi
pecypcu (yBary ayauTopii, peknamHi 6ro-
IXKeTH), 3alMaroum creumdidHi ekoso-
ryYHi Hiwi. 3acTocyBaHHA 3a3Ha4yeHOro
IHCTPYMeHTapito [0 aHanisy cepianbHUX
HapaTuBiB, SIK MPOMOHYITb B. IHHOYEH-
Ti 3 koneramu (Innocenti, Pescatore and
Rosati, 2016), nae 3amory BUSIBUTU PO3-
BiXXHOCTI MiX NPOEKTHUM 3aQyMOM i pe-
aNlbHOK MPaKTMKOLO, a TaKOX JOCHianTH
dopMyBaHHSI «MefiaHiw» Ha nepude-
pil OCHOBHOrO KOHTEHTOO06iry. ¥ ubomy
KOHTEKCTI eKOCUCTEMHUI Niaxif noctae
AIK CMHTEe3 Me[iaeKoJIoriYHuX igen, Te-
Opil KOHBepreHuii Ta KoHUenuil Hiwi, o
YTBOPIOKOTb METOAOSONYHY pamKy Ans
aHanisy cknagHux ribpugHux sievu,. 3a-
CTOCYBaHHAl OKpecsieHOl TeopeTU4HOI
onTMKM [o Keincy «The Mandalorian»
BUOAETbCA 0COBAMBO MPOAYKTUBHUM

Pecheranskyi, I. "The Mandalorian” as a Manifesto of Ecosystem Convergence:
Symbiosis of Filmmaking, Game Engineering Methods, and the Streaming
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3 Ornsify Ha Moro yHikanbHy npupogy. Ak
nemoHcTpye C. Tomac (Thomas, 2025),
cepian Disney+ € nonem nepeTuHy LLO-
HaliMeHLLIe TPbOX MefifiHUX eKOCUCTEM:
TpaguuinHoro KiHOBMpOOHMLUTBA, irpo-
BOI iHXeHepii (TexHonoris StageCraft
Ha 6asi Unreal Engine) Ta CTpUMIHIOBOI
nnatopMM SIK HOBOFO CepefoBuLA
OncTpubyuii. TexHonoris BipTyanbHOro
BUPOOHMLTBA, W0 Nepenbavyae CBiTNOLI-
O[Hi eKpaHu Ta peHLEPUHT Y peanbHOMY

2026+ 9(1) - ¢.120-137

yaci, TpaHcopmMmye BUPOBHWUYI MpakTu-
KW, CTUPaUM MeXy MiX 3HiMaNbHUM
MaWLaHYMKOM | MOCTMpOAaKILIHOM, Ta
NMopoXXye HOBY ECTETUKY, 3aCHOBaHy Ha
CUHTE3I hisnyHoro n uudposoro. Llen
cMMbio3 yMOXIuBNOE po3rnag «MaH-
Janopus» K MaHipecTy eKoCUMCTEMHOT
KOHBepreHuil, e TeXHONOoriYHi iHHoBaUil,
€KOHOMIiYHa Jiorika CTPUMIHIY Ta Hapa-
TUBHI CcTpaTeril pasoM yTBOPH0OTbL He-
PO3pMBHY LinicHicTb (puc. 1).

Kinosupobruymseo:
HapaTHBHA CTPYKTYpa,
3IpPKOBHH cTaTyc (pexucypa
®apo, BILIUB
JlaBkpadra/Kypocaepn),
OpIEHTAIIS HA «AKICThY

-

Cmpuminzoge cepedosuiije:
Disney+, cepianpHmIit
(opmar, em3oqUUHICTE K
YMOBa TE€XHOJIOTIYHOTO
CKCIIEPAMEHTY

Ne—

-

leposa inocenepia:
Buxopucranus Unreal
Engine sx 6azoBoi
1aThOpMH BIPOOHHUITTBA,
real-time Jorika,
3aIMO3WYEeHHS KaJIPIB 3

IHIYCTpil TeiMan3aiHy

Puc. 1. Tpy ekocuMCTEMM, LLLO KOHBEPTYOTHCS B KOCMIYHOMY BECTEpHI
«The Mandalorian» (cknageHo Ha ocHoBi: Thomas, 2025).

KoHBepreHuis KiHoiHAyCcTpii Ta irpo-
BMX TEXHOJOri [ocArfa sKiCHO HOBO-
ro piBHa B cepiani «The Mandalorian»
3aBAAKM  BMPOBAMXEHHIO  CUCTEMM
StageCraft, pospo6neHoi Industrial Light
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& Magic (ILM) y cnienpaui 3 Epic Games
(Desowitz, 2020). Lls TexHorsoria sBnsie
coboto riraHTcbkui 20-dyToBUIA CBITNO-
OiogHUIA ekpaH, Wwo oxorutoe 270 rpagy-
CiB HaBKOJO 3HIMasIbHOrO MaWJaHuKKa,
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[ornoBHeHNN cTenboBor LED-naHensnto,
AKi B CYKYMHOCTI YTBOPIOTb MpPOCTIp,
Bigomuin sik «The Volume» (Failes, 2020).
MpuHUMNOBa iHHOBALiA Nonsirae y BUKO-
pucTaHHi irpoeoro pywis Unreal Engine
ONa reHepauii doTopeanicTuyHmx und-
poBux OOHIB y peanbHOMY 4aci, siKi pe-
aryloTb Ha pyxX Kamepu 3 MiKCEeNIbHO
TOYHICTIO 3aBAsKM TpekiHry, 3abesne-
YylOUM MNepcrneKTUBHO-KOpeKTHe 306pa-
XEeHHl Ta iHTepaKTUBHE OCBITNEHHSA
aKkTopiB i chisnyHux pekopauin. Bupob-
Huya nnaTdopma StageCraft gonomarae
cTBOpIOBaTH (hinbMM B 3aX0MNJMBOMY Ta
iHTEPaKTUBHOMY TBOPYOMY CepeLOoBWLLi
LWBWUKUM, THYYKMM Ta iHTYITUBHO 3p03y-
MifIMM cnocoBoMm, LLO flae 3MOry OTPUMY-
BaTU BUCOKOSIKiCHe 300paxeHHs Mifg yac
3HiManbHoro npouecy. [lo crnoBa, TEXHO-
noriyHa esonouis StageCraft BipbyBa-
nacsl CTPIMKO: SKLLO B MepLUIOMY CE30Hi
noHag 50 % cueH 3HATO 3 BUKOPUCTaH-

2026-9(1) - pp.120-137

HSIM BipTyanbHUX gekopauiil, Wwo yMOoX-
NUBWUMO BiOMOBY Bif, HAaTYpHUX 3MOMOK,
TO B ApYyromy cesoHi 6yfo BNpoBagXeHo
StageCraft 2.0 3 BnacHUM peHaep-pyLlieM
ILM nig HasBorw Helios, akuin 3abeane-
4YMB BULLY PO3[iNbHY 34aTHICTb i Kpalyy
nepepnavy sobpaxeHHs (Desowitz, 2021).
Lle 3HauHO MoKpalLmiIo AKiCTb BipTyasb-
HUX cepefoBULL, Ta [ano 3Mory YHidi-
KyBaTU BUpPOOHMYMI npouec: UMdpoBi
akTuBW, cTBOpeHi ans LED-cTiH, mMornu
6e3 [0OOATKOBMX MNEpeTBOPEHb BUKO-
pvCTOBYBaTUCA B MOCTNPOAAKLLHI B pi3-
HUX peHpep-pywiax (dpoto 1). Y Bigno-
Biflb HA 3pOCTaHHA NonNuUTy iHAYCTpIT ILM
poswwupuna iHdpacTpykTypy StageCraft,
BiAKPUBLUM [0LaTKOBI «06'€MU» Ha CTY-
nisax Manhattan Beach, Pinewood Studios
y NoHpoHi Ta Fox Studios Australia, wo
3acBiguMIo nepexif TexHonoril Big ekc-
MepuUMEHTaNbHOro cTaTycy o iHOycTpi-
anbHoro ctaHgapTy (Giardina, 2020).

®oTo 1. Kagp 3i 3HiManbHoro mangaHumka «<MaHganopus», Ha aiKoMy 306paxeHo
akTopa Negpo Mackansa y KocTiomMi MaHganopus Ha Thi BesieTeHcbKoT LED-CTiHK,
Ha fAKiii BigTBOpeHo iHTep'ep Kopabns. Oxepeno: (Paur, 2020).
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BrnipoBafXeHHs TexHonorii  BipTyasb-
HOro BUPOOHMLTBA LOKOPIHHO 3MiHUMIO
TpaguUifHYy NiHiHY Noriky KiHOBUpOO-
HUUTBa, Ae pre-production, production
Ta post-production 4iTKO po3mexoBaHi.
Y «MaHganopui» nocTnpofaklliH dak-
TUYHO MNEPeMICTMBCA Ha 3HIMasIbHUN
MangaHuvK: pexucepu, orepaTtopu Ta
XYLOXHUKU-NOCTAHOBHUKW  OTpUManu
MOXJIMBICTb 6aunTU piHaNbHYy KapTWH-
Ky 3 iHTerpoBaHumu CGl-eneMeHTamm
B peanbHOMY 4aci, W0 YMOXIUBUIIO YX-
BaNleHHA TBOPYMX pilleHb Ge3nocepes-
HbO Nif Yac 3MOMOK. fK MiOKpecnoTb
TBOpUi cepiany, cuctemMa pana 3mory
CUHeprisyBaTu HarnpauioBaHHA KiHO Ta
reuM-iHOyCcTpii, TEeCcTyouuM MeXi BHY-
TPILUHBOKAMEPHOr0 PEeHAEPUHTY B pe-
anbHoMmy dvaci (Desowitz, 2020). EkoHo-
MiYHUIA  BUMIp UieT  TpaHcdopmauii
TaKoX € CyTTEBUM: 3a 6rofxeTy 61IM3bKO
$12,5-15 mnH 3a enisog (Clark, 2019)
TexHonorisA StageCraft fana amory yHuk-
HYTW BUTPaT Ha HaTYpHi 3MOMKM Ta CKO-
pPOTUTK Yac NOCTMPOAAKLLHY, WO B AOB-
roCTPOKOBI nepcrnekTuBi 3abesnevye
BUWY edeKTUBHICTb BUPOBHULTBA, SK
NOpPIBHATK 3 TPaZAMLIAHUMU METOAAMM.

Okpemoi yBarn notpebye TpaHcdop-
MaLisi akTOPCbKOI rpy Ta onepaTopcbKoi
poboTu B ymMoBax BipTyasibHOro BUpPO6-
HULTBA. AKTOPU OTpUManv MOXJIMBICTb
B3aeMOZIATM 3 UUPOBMM cepefoBU-
wem 6e3nocepefHbO, a He YABNATU KOMO
Ha T/li 3eNIeHOr0 eKpaHa, L0 KapAuHanbHO
NigBULLYE TMCUXONOriYHY [OCTOBIPHICTb
BWKOHaHHSA Ta flae 3Mory BuOynoByBaTH
Mi3aHCLieH Ha OCHOBI pearnbHOI NPOCTOo-
poeoi B3aemogii (Failes, 2020). Ansa one-
paTopiB KJ1H0YOBO 3MiHOIO CTaro Te, LLLO
OCBIiT/IeHHs reHepyeTbcst LED-ekpaHamu:
CBIT/O, fIKe Najae Ha aKTopiB, € YacTu-
Hoto UmdpoBoro choHy, Wwo 3abesnevye
iqeanbHy BignoBigHICTb OCBITNIEHHS MiX
nepenHiM njaHoMm i BipTyanbHUM npo-

ISSN 2617-2674 (Print),

ISSN 2617-4049 (Online)
cepenosVLLa

2026+ 9(1) - ¢.120-137

CTOpOM, ycyBarouu noTpeby B ckiag-
HOMY KOMMOHYBaHHi Ha eTani nocTnpo-
JakLHy. Ik 3a3Havae ornsgay BUAaHHsA
«Slash Film», ua TexHonoris npogoBxye
€BOJIIOLIOHYBAaTH, | XO4a BOHa BCE LLie Mae
neBHi o6MeXeHHs (Hanpukiag, y BigTBO-
PEeHHi OesKnX NpUpPoLHUX cepenoBuL), Ti
BMJIMB Ha iHAYCTpIto € 6e3npeLefeHTHUM
(Tinnin, 2023).

3acTocyBaHHAI TEXHOJMOTIN BipTyasbHO-
ro BupoGHMUTBa B «MaHganopui» nopo-
IXye SIKICHO HOBY eCcTeTUKY, 3aCHOBaHy
Ha HEPO3PUBHOMY CUHTe3i hisnyHOro Ta
undposoro. Ha BigMiHy Big TpaguLinHUX
diNbMiB 3 iIHTEHCUBHUM BUKOPUCTAHHAM
CGl, pe rnspay BiguyBae QUCTaHLiO MiX
peanbHUMWU aKTOpaMu Ta KOMM'FOTEPHU-
MM cBiTamu, TexHosnoris StageCraft cTBo-
ptoe edeKT «KMBOI» rpadpikun, opraHiyHo
iHTerpoBaHoi B npocTip (Failes, 2020). Lle
[OCAraeTbCcsl 3aBASIKM TOMY, LLO OCBIT-
neHHs Big LED-ekpaHiB chisnyHo BNvMBae
Ha MaTepianun KoCcToMIB, hakTypy LUKipu
aKTOpiB Ta MeTasieBi NOBEPXHI PEKBI3UTY,
CTBOPIOIOYM €OUHY CBITNOBY MapTUTYpy
Kanpy. |poHisi «30psHMX BOEH», SIKi 3aBX-
[V NoefHyBanu oy TYPUCTUYHY eCTETUKY
3 aHanoroBUM BUMALOM MPaKTUYHUX
edekTiB i Mopgenen, oTpumye B «MaH-
Janopui» HoBe BTiNIEHHS: UMpPOBI Tex-
Honoril BUKOPUCTOBYIOTHCA TYT He AOJiA
DOCAITHEHHS CTEepUSIbHOT KOMIM'KOTepHOI
rmagKocTi, a Ans BifTBOPEHHSA aBTeH-
TUYHOI MaTepianbHOCTI, NpUTaMaHHoI
opuriHanbHin Tpunorii — Tiel camoi ec-
TETUKMN «MOTEPTOCTi», e MeTan Mae rno-
OPSINUHK, @ NOBEPXHI MICTATb CRign BU-
kopucTaHHA (poTo 2 Ta 3).

Lien cuHTes analog i digital dopmye Te,
O MOXHa HasBaTW «rineppeasnbHICTHO
[0,0-MOCTNPOAAKILUHY» — eCTETUYHUIA pe-
XUM, y IKOMY 300paxKeHHs1 CNpUMMaeThb-
CA fIK LiNiCHe, Xo4a CKJIafHUKM MalTb
pisHy OHTOMOriYHy npupody. [ocnin-
HWKM 3a3HayarTb, WO LS TEXHOsOris
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[lae 3MOry pexuvcepam MoBepHYTUCS [0
«aTpakUilHO» NPUMPOAN PaHHLOMO KiHO,
e BisyanbHuUi edeKT He MPUXOBaHUN,
a [EeMOHCTpPaTMBHO €KCMOHYETbCA Ha
HOBOMY TexHoJsioriyHomy piBHi (Thomas,
2025). CneuedeKkTn BXe He € TUM efe-
MEHTOM, iKMW [OJA€eTbCA Ha MOCTNPO-
JakLHi, a MocTalTb BaroMoK YacTu-
HO 3HIMaNbHOro MPOLECY, L0 3MiHHE
caMmy npupogy KiHoo6pasy. Y uboMy
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KOHTeKCTi «MaHpanopeLb» NPOMNOHYe He
MPOCTO TEXHOJNOFiYHE BLOCKOHAJIEHHS,
a HOBY eCTETUYHY napagurmy, oe Mexa
MiX 3HATUM | 3reHepoBaHWM OCTaTOu-
HO CTMPAETbCS, MOCTYNaUYNUCb MiCLEM
uinicHomy aygioBisyanbHOMYy [OCBigy,
B IKOMY isi4a4 CMOXMBAE He ribpug, ok-
peMUX efIEMEHTIB, @ HEPO3PUBHY ELHICTb
dhisnuHoro Ta undposoro ceiTie (Unreal
Engine for Filmmaking, 2025).

®o70 2. Mpory (Baby Yoda) sik BTinieHHsi cuHTesy analog i digital.
MepcoHax CTBOpeHUI NepeBaXxHO K NpaKkTUYHa nsibka (koMnaHieto Legacy Effects),
LLLO A€ 3MOrY aKTopaM B3aEMOSLIATU 3 HUM hisnyHO, 3a6e3nedyroun «<maTepianbHiCTb»
Ta «eCTeTUKY NOTEPTOCTi», MpUTaMaHHy opuriHanbHii Tpusoril. Oxepeno: (Busch, 2023).

®o710 3. Kagp 3 2 ce3oHy «MaHpanopus». OCBITNIEHHS Ha aKTopax i fekopalisax
reHepyeTbcs 6e3nocepefHbo LED-ekpaHamu «The Volume», CTBOPOOYM HEPO3PUBHUM

cuHTe3 hisnyHoro Ta undposoro. Lie hopmye «rineppeanbHicTb [0-NOCTNPOLAKLLHY»

ne CGl cTae Baromoro YacTUHO 3HiManbHoro npouecy. [xepeno: (Desowitz, 2021).

ISSN 2617-2674 (Print),

ISSN 2617-4049 (Online)
Environment

Pecheranskyi, I. "The Mandalorian” as a Manifesto of Ecosystem Convergence:
Symbiosis of Filmmaking, Game Engineering Methods, and the Streaming



BicHWK KWIBCLKOrO HaLIOHANbHOrO YHIBEPCUTETY KYNbTYPU | MUCTELTB.

Cepig: AynioBigyabHe MUCTELTBO | BUPOOHULITBO

MosiBa «MaHpanopus» TicHO NoB'si3aHa
3i cTpaTerieto 3anycky CTPUMIHIOBOrO
cepBicy Disney+, Ak nosuuioHyBaB-
cA AK «000B'A3KOBE» CepenoBulle ANA
CMOXWUBAHHA KOHTEHTY HaWMnonynsipHi-
Wwux dpaHWmM3 KoMnaHil. kK 3a3Hayvae
C. Tomac (Thomas, 2025), cepian cTaB He
NPOCTO YeproBUM NPOAYKTOM Y RiHiNLi
«30pSAHUX BOEH», a KIIHOYOBUM €fleMeH-
TOM KOpropaTWUBHOI cTpaTerii, MNoKn-
KaHWM [eMOHCTPyBaTh TEXHOJOriYHY
Ta HapaTuMBHYy MoryTHicTb Disney, ILM
Ta Lucasfilm y HOBOMY KOHKYypeHTHO-
My naHgwadTi noTokoBUX nnaTtdopm.
IHTerpauina TexHonorii StageCraft, pos-
pob6neHoi creuianbHO ANA UbOro MNpo-
€KTY, cnyryBana He nuvwle BUPOOHUYMM
3aBAaHHAAM, @ W MOTYXHUM MapKeTUH-
rOBUM IHCTPYMEHTOM, SIKUA YTBEPOXY-
BaB NigepcTBo CTyAil Ta 1 nigposginis
y nepexigHui pns Bci€l iHAQyCTpil ne-
pion. Tak, Disney+ cTaB He npocTo Au-
cTpubyTopoM, a KaTanisaTopoM, Lo
YMOXJIMBUB  ICHYBaHHSI TEXHOJOTYHO
cknagHoro ribpuaa 3aBAsAKM eKOHOMIU-
Hin Mopeni [0BrocTpoKOBOI MifgMMCKK
(Castellano, 2024). EkocuCTeMHUIA aHa-
ni3 cepiany B KOHTEKCTi nnatcopmu nae
3MOry BWUSIBUTU FMOWi 3MiHM y BigHO-
CUHaX MiX BUPOBHWULITBOM, OUCTpUOYLi-
€10 Ta CnoxuBaHHsAM. «MaHganopeub»
€ pernpeseHTaTUBHUM KEeNCOM [Ansl BU-
BYEHHS (DEHOMEHY «CKJlaJHoro Teneba-
YyeHHsi» B enoxy SVOD-cepBiciB, fe TpaHc-
MeLiNHWUIA HapaTUBHUI BCECBIT «30PSTHUX
BOEH» PO3LUUPHOETHCS Yepes cepiasibHui
dopmar, KM BogHOYaC 3aMILaeTbCsA
LOCTYMHUM A8 LUMPOKOT ayauTopii 3aB-
OSIKM Bni3HaBaHWM MepcoHaxaM i XaH-
poBMM KoAaM. fK CBigUMTb aHani3 3MiH
y nonituui Disney+, nnatdopma eBosto-
LioHye Bif, arpecuBHOro HapoLLyBaHHS
KOHTEHTY [0 6inbll BMBaXeHOI cTpaTerii,
e fAKicTb Ta nofieBicTb (SK-0T nepe-
Xig «MaHpganopusi» Ha BeJIMKUN eKpaH)
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CTaloTb MPIOPUTETHILMMKU 3a KiNbKICTb
(Bacon and Freeman, 2025; Kline, 2025).
Lle ninTBepaxye Tedy Npo AMHAMIYHUN
XapakTep MefiaekocucTteMm, fe nnaT-
dopMa He n1Lle HaJae «Hiwy» gns icHy-
BaHHSA KOHTEHTY, ane h akTUBHO hopmye
TPaeKTOPIto MOro po3BUTKY MifJ BMNIMBOM
PUHKOBUX YMOB i MOBELiHKM aypuTopii-
«MirpaHTa».

PiweHHs Disney npo nepexin Big 4 ce-
30Hy «MaHpanopus» [0 NOBHOMETPaxX-
Horo dbinbMy «The Mandalorian & Grogu»
€ NMPOMOBUCTUM CBiOYEHHSAM 3BOPOTHO-
ro BMAWBY CTPUMIHIOBOI €KOCUCTEMU Ha
TpaguuinHi cpopmat KiHonpokaty. fK
noeigomnsanocs, cueHapii 4 cesoHy bynu
HanucaHi we Ha noyatky 2023 p., ogHakK
nopanblua nepeoliHka cTygieto BapTocCTi
Ta eheKTUBHOCTI CTPUMIHIOBOrO BMPOO-
HWULTBA, a TAaKOX HEOOXiOHICTb MOBEPHEH-
Hs OpeHpOy «30psiHi BilHW» Ha BEMKUNA
eKpaH micns Mavke CeMUpIYHOT nepe-
pBY NpusBenu Ao 3MiHn ctparterii (Hunt,
2025). Lieit KpoK intocTpye, K YCilHWI
cepianbHUA  NpoAyKT, cdopMOBaHMUI
y Mexax OfHiel ekocuctemu (CTPUMIHT),
MoXe OyTW TpaHCMNaHTOBaHWWA B iHLUY
(kiHonpokaT) 3afns LOCSArHEHHS HOBMX
€KOHOMIYHUX | CUMBOJIYHUX Linen. Bu-
KOPWUCTaHHA BMi3HaBaHWX MNepCcoHaxiB
i HanarogxeHoi ¢aH-6a3n pobuTb Len
MPOEKT «HaMOe3MeyHiWow CTaBKOO»
ons Lucasfilm, ska nparHe BigHOBUTHU
0OBipy 00 ppaHWmM3M nicns HU3KK He-
ofHo3HayHux npoekTiB (Devega, 2021).
Lien nepexin mae rnmboki Hacnigku gns
PO3YMIHHA  €KOCUCTEMHOI  AWHAMIKW.
Mo-neplie, BiH OEMOHCTPYE, WO MeXi
MiX cepianbHUM i KiHonpokaTHUM dhop-
MaTaMu cTalTb fefani f3epKanbHUMM:
HapaTuB, pO3paxoBaHUM Ha eni3ofuu-
He CMOXWBaHHA, afanTyeTbCcA [0 BUMOT
6nokbacTepa, Wo CBigUMTbL Npo ribpuan-
3aLito Ha PiBHI iHAYCTpianbHUX NPaKTUK.
Mo-ppyre, Uen Kenc orositoe KOHKYPEHT-
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Hy GopoTbOy 3a reremMoHit0 BcepenuHi
MefjiaeKoCMCTEeMU: YyCMiX YU HeBpaua
hinbMy BM3HayaTUMe nopanbluy O
He Nnuwe cpaHwwKn3K, ane n camoi Mope-
Ni KOHBepreHLuil, Koav NOTOKOBWUI riraHT
BUKOPUCTOBYE «HilleBi» HapbaHHA Ons
3aBOKOBaHHA TPaAULINHOIO PUHKY. KLL0
«The Mandalorian & Grogu» cTaHe Kaco-
BMM XiTOM, Lle OCTaTOYHO JNeriTumisye
npakTUKy repexofy «3 Masioro ekpaHa
Ha BENNKUIN» i, AMOBIPHO, YHEMOXJIUBUTb
NMoBEepHEeHHA [0 cepianbHoro chopmarty,
HaTOMICTb BiOKpPWE WNAX AOns BUMPOO-
HMULTBa HOBMX MOBHOMETPaXHUX disnb-
MiB, SIKi p03BMBaTUMYTb YCECBIT cepiany
(Hunt, 2025).

Yenix «MaHganopusi» HeMOXIMBO Mo-
ACHUTU BWKJIOYHO TEXHOMOTIYHUMU  iH-
HOBaLiAMM Y/ BOaIUM 36iroM ob6CcTaBUH;
BiH € pes3ynbTaToOM LinecnpsiMoBaHOro
KOHCTPYIOBaHHA puUTOpUKYM, sika 06'efi-
Hye HapaTMBW MpO TEXHOJNOTiYHe AOUBO,
aBTOpcbKe 6ayeHHsl Ta CMafKOEMHICTb
dpaHwmsun. C. Tomac (Thomas, 2025)
nemMoHcTpye, Ak Industrial Light & Magic,
Disney, Lucasfilm i ocobucto Ox. daB-
pO CTBOPWAM Y3rof)KeHy «MeTaHapaLlito»
HaBkosio TexHororii StageCraft, penpe-
3eHTYytouUM Ti He MPOCTO SIK IHCTPYMEHT,
a AK CMMBOJT €OHOCTI MeJiaTexXHOJOrIN,
KOPMopaTMBHMX ICTOPIN | TBOPYMX iHTEH-
uin. Lls putopuka yTBepaxye nifepcTBo
iHOYCTpiaNbHUX FiraHTiB Y KOHKYPEHTHOMY
cepenoBMLLi, BogHoyac dopmytoun 06-
pa3 BUpOOHMLTBA AK MariyHoro rnpotecy,
[le «4apiBHUI TPIOK» CTa€ YaCTUHOK 3a-
[OBONeHHs rnsifava. [Nokasoso, Wo cam
[x. daBpo cBigoMo 06MpaB MOMEHT A5t
PO3KPUTTSA TEXHOMOIYHUX CEKPETIB: CMo-
YaTKy JaTu ayguTopii HaconoguTucsa ce-
pianom, i mwe NoTiM — «NoKasaTu, ik My
pobumo Leit dookyc» (Devega, 2021). Bax-
NMBY ponb TYT Bifirpae dirypa aBTopa-
LIaHyBasbHWKa, AKUIA «rpae B irpaLllku
Oxoppxa Jlykaca» Ha Woro «nifg'isHiv
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nopixui». Ik 3asHayae b. CnaBiyvek, KJto-
YOBOI BifMIHHICTIO «MaHganopusa» Bifg

CyMepeynnBumx OCTaHHiX inbMiB Tpuno-
rii CMKBeNiB € HasABHICTb YIiTKOro 6ayeH-
HS Ta rMOOKOro po3yMiHHA MaTepiany
3 6oky [x. daBpo Ta L. dinoHi (Devega,
2021). BoHu nocTaloTb He AIK HalMaHi
npauiBHUKK, a sIK BiggaHi daHatu, fki
OTpMMasM MOXJMBICTb TBOPUTK Y BCEC-
BiTI, WO Ntobunmn Bce XnTTS. Llen obpas
CMiB3BYYHUI i3 LIMPLIOKD TeHOEHLIE
B CydyacHii MepiaiHgycTpii, ge dirypa
«aBTOpa-llaHyBanbHUKa» MocTae 3a-
MOPYKOK aBTEHTUYHOCTI Ta rapaHTiero
AKOCTI ANl po34yapoBaHOl nonepegHiMu
ekcrnepumMeHTamu ayauTopii. BogHouac,
3ayBaxye C. Tomac (Thomas, 2025), ue
KOHCTPYIOBaHHSI aBTOPCTBa € BaroMor
YacTUHOO cTpaTerii 36epeXeHHsA KOHTPO-
N0 Haf, TPaHCMeLINHUM PUHKOM, [ie 0CO-
oucTuii BGpeHp pexucepa npauroe Ha
3MiLHEHHS No3MLi KopropaLir.

Takox cnif, HaronocuTy, Wo ycnix «MaH-
Janopusi» He NvLle YTBEPAUB TEXHOJIONi0
BipTyanbHOro BUPOBGHULTBA SIK epeKTUB-
Hy anbTepHaTUBY TpaguLIiHUM MeToaM,
ane W CNpuYMHKUB 1i CTPiIMKE MOLUMPEHHS
B iHAYCTPIi, 3MiHMBLLUM caMm cTaTyc irpo-
BMX pywiiB. Cuctema StageCraft, pospo-
6neHa ILM, TaTi aHanoru (ak-oT LED-cTiHa
Ha cTyaii Warner Bros. y JIoHOOHI) BUKO-
pucTaHi y BUPOOHMLTBI TakuX MpPOEKTIB,
AK «[liM gpakoHa», «Top: J1to6oB i rpim»,
«JltogmHa-mypaxa Ta Oca: KBaHTOMaHisi»
(dboTo 4) Ta 4 ce30H «30pPAHOro LLIAXY:
Ouckaeepi» (Giardina, 2020). Lle 3acBig-
4Mno nepexif, TEXHOMOril 3 po3psAdy ekc-
KJF03MBHOrO ekcnepuMeHTy Lucasfilm go
CTaHapTHOrO iHCTPYMEHTY, OOCTYMHOro
ONna pisHux cTygpiv i dopaHwms. BogHo-
Yyac MOnWUT Ha BipTyanbHe BUMPOOHULITBO
CMPUYMHMB CMpPaBXHIN 6yM OGyaiBHUL-
TBa LED-CTiH Mo BcbOMy CBIiTY. AKLLO
y 2019 p. ix HaniyyBanocs nuiie 3, To Cbo-
rogHi — 6nmsbko 300. Lle 3pocTaHHA cy-
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MPOBOMXYETLCS HE NINLLE TEXHONOTIYHUM
MocTyrnoM, a N yCBiJOMJIEHHSIM iHOYCTpi-
€10 MepeBar Ta 06MexXeHb Liboro MeToay,
Wwo noTtpebye peTenbHOro mMiaaHyBaHHS
Ta nigrotoBku axiBuiB. MapanenbHo
3 PO3MOBCIOMXEHHSIM BIpTYanbHUX Tex-
Honorin BiabyBaeTbcs oyHOaMeHTasNbHa
3MiHa cTaTycy irpoBux pyLwiiB, 3oKkpema
Unreal Engine. CTBOpeHUI SIK IHCTPYMEHT
ona pospobku Bifeoirop, BiH NepeTBoO-
pUBCA Ha yHiBepcanbHy nnatopmy Ls
Bi3yaslbHOro BMpPOOHULTBA, L0 3acTOCo-
BYETbCH He JnLLe B KiHO Ta cepianax (Big
«MaHpanopus» oo «bap6i»), ane B aB-
ToMOGinebynyBaHHi, aBiauil, apxiTekTy-
pi Ta MeanuMHi. Moro peanbHa LiHHICTb
nonsirae B 3J4aTHOCTI cTBoptoBatu po-
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TopeaniCTUYHI CBITU B peanbHOMY 4aci,
O YMOXJIMBIIIOE iTEPATUBHUIA TBOPYMIA
npouec, ne pexucep 6auntb diHanbHy
KapTWHKY MPOCTO Ha 3HiMaslbHOMY MaMl-
naHunky (Watch the new Unreal Engine
Beyond Games Sizzle, 2025). Tak, irpo-
BWI YL CTae He MPOCTO AOMOMIXHUM
iHCTPYMEHTOM, a LeHTpasibHOK onepa-
LifHOIO cuUcTeMoOK BUPOBOHULTBA, fKa
o6'eHye BCi eTanu B €OVHUA KOHBEEP,
LLO HIBENMOE KOJIMLLHIO YiTKY MEXY MiX
reiMaeBoM i KiHOIHOYCTpi€to, CTBOPHOHO-
4Yn HOBY, riBpUAHY peanbHiCTb, 3aKnageHy
we y dinbMax Ha kwtanTt «Kopons JleBa,
e pexucepu OOChimKyBanu BipTyanbHi
acbpukaHcbki naHawadTM 3a [40MNoMo-
roto VR-okynspis.

®0T10 4. TexHosoris BipTyanbHoro BupobHuyTBa StageCraft,
BignpauboBaHa Ha «MaHganopLi», cTae iHAycTpianbHUM CTaH4APTOM.
Ha dpoTo pexucep MeinToH Pig (y KynbkoBoMy A3epKari) 3HiMae difibm
«JltogmHa-mypaxa Ta Oca: KBaHToMaHis» Ha cTygil Pinewood y JToHAOHi,
BMKOPUCTOBYHOUM To camuin «The Volume». Oxepeno: (Erao, 2021).

BucHoBKM

OTXe, NpoBeOEeHWUA aHani3 3acBiguye,
wo cepian «The Mandalorian» € He npo-
CTO YCMIWHUM MPOAYKTOM CTPUMIHIOBOI
epu, a 1 MaHichecToM AIKiCHO HOBOrO eTany
€KOCUCTEMHOI KOHBEpreHLii B aygioBisy-
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cepefosyiLia

anbHin iHAYCTpil. Ak 6yno OoBeneHo, BiH
BMHUWKAE HA MEPETUHI TPbOX EKOCUCTEM —
TpaguUiNHOro KiHOBMPOBHMLTBA, MeTOIB
irpoBOT iHXeHepil Ta NnaTcopMHOI Noriku
CTpuMiHroBoro cepepoBuwa Disney+, siki
YTBOPIOKOTbL MilHUIA cumbio3. TexHonoris
BipTyanbHoro Bupo6HMUTBa StageCraft,

MNeyepaHcbkuig, . «The Mandalorian» sk MaHIdheCT eKOCUCTEMHO! KOHBEPTEHLIIT:
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3acHoBaHa Ha irpoBomy pyuwii Unreal
Engine, NpUHLMMNOBO 3MIiHIOE MiHiiHY na-
pagurmMy BUpOGHULITBA, MEPEHOCS UM NOCT-
NpoAaKklH Ha 3HiManbHUM ManfaHumK
i CTMpatouM HasiBHY MeXy Mix ¢isnyHor
NPUCYTHICTIO akTopa Ta uudpoBuM ce-
pepnoBuiem. Lle cnpuunHse He nuiie Tex-
HOJIOTiYHY, a ¥ IMBOKY eCTETUYHY TpaHC-
dopmaLito: BUHMKAE HoBa 0OpasHICTb,
3acHoBaHa Ha cuHTesi analog i digital, ge
UMppoBi IHCTPYMEHTU CNYrytoTb He ONs
3abe3neyeHHss KOMM'IOTEPHOI CTepusib-
HoCTi, a 6inblue A9 BiLTBOPEHHS aBTEH-
TUYHOI  MaTepiasibHOCTI, MpUTaMaHHol
opuriHasbHI TPWUOriT «30pPSAHUX BOEHY.
CtpumiHroBa nnatcpopma Disney+ cTa-
Nla He nacuBHUM OUCTPUOYTOpPOM, a Ka-
TanisaTopoMm, WO YMOX/MBUB iCHYBaHHS
LbOr0 TEXHOJOFYHO CKJlagHoro ribpuga
3aBAsSKN eKOHOMIYHIA Mogeni, opieHToBa-
Hili Ha [JOBroCTpOKOBY nignucky. MNogans-
LLEe PiLLEHHSI NPO Mnepexif, Bif cepianbHOro
dopmaty [0 NMOBHOMETPAXHOro inbMy
«The Mandalorian & Grogu» gemMoHCTpye
3BOPOTHWUN BM/IMB CTPUMIHIOBOI €KOCUC-
TEMW Ha TPagULINHWIA KiHOMpOKaT, NeriTu-
Mi3yrouM NpaKTMKY KOHBEPCIi yChillHOro
cepianbHOro KOHTeHTY y 6nokbacTep. Lien
KENC Orofiloe [MHAMIYHY KOHKYPEHTHY
6opoTbOy BcepefuHi MepgianaHawadTy,
[le MOTOKOBUIA MraHT BUKOPUCTOBYE CBOT
«HiWweBi» HagOaHHA [/ 3aBOOBaHHSA LLUM-
pLUOro PUHKY, TOAI AK YCniX Y4 HeBAaya
LbOro MpOEKTY BM3HaAyaTMMe nogasbLuy
TPAEKTOPIO PO3BUTKY He nnLle opaHLLIm-
3u, ane " camoi Mofesi KOHBepreHu;i.
LLnpwi iHoycTpianbHi  Hacnigku Big,
npokaty «MaHpanopus» BUSBAAKOTb-
Csl y CTPIMKOMY MOLUMPEHHI TEXHOJIOrIN
BipTyasnbHOro BMpoOHMUTBa (LED-CTiHW,
StageCraft Ta oro aHanoru) Ha iHWi pe-
30HaHCHI NPOEKTU Ta Yy pyHOaMeHTasb-
Hi 3MiHi cTaTycy irpoBux pyuwiiB, sKi
3 IHCTPYMEHTY reiMAeBy LIBUAKO nepe-
TBOPWUIUCSA Ha YHiBepcanbHy nnatgopmy
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[ONA Bi3yanbHOro BUpOOHULTBA B KiHO, ap-
XiTeKTypi, aBTOM0binedyayBaHHi Ta iHLINX
ranyssix. Kpim Toro, aHanis sacBiguvB
BaXJIMBICTb KOHCTPYHOBAHHA PUTOPUKM
HaBKOJIO TexHosorii Ta dirypu «aBTopa-
waHyBanbHuka» (Ix. ®aBpo, M. PinoHi),
sIka CTae 3arnopykol aBTEHTUYHOCTI Ta
rapaHTieto SIKOCTi gns ayauTopii B yMo-
BaX NepeHacu4yeHOro KOHTEHTHOro cepe-
poBuwa. Tak, «<MaHganopeub» He nuwwe
3MIHMB YSIBJIEHHS MPO Te, Ik MOXHA CTBO-
proBaTyX NonynsipHe KiHO, ane 1 oKpecnvs
KOHTYpY ManbyTHbOro aynioBisyasibHOro
nanawadTy Ak ribpuaHoi, ekocucTeMHoT
peanbHOCTi, Ae TeXHOMOriyHi iHHoBaLl,
€CTeTUYHI nowykun Ta nnaTdopMHi cTpa-
Teril iCHYtOTb Y HEPO3PUBHIN €QHOCTI.

MepcnekTvBy nofanblumx [OCAIAXEHb
okpecsieHoi npobnemMaTvky BbGayaTbCsA
Yy Kinbkox HanpsimMax. [lo-nepiue, nornm-
6rneHoro BMBYEHHSI noTpebye peLenTuB-
HUA BUMIP: SIK 3MiHA BUPOBHUYMX Tex-
HoJIoriv BN/MBae Ha [OCBiA rnagava Ta
hOpMyBaHHSI HOBUX HaBUYOK «3UMTYBaH-
Hs1» TiBpugHoro 3o6paxeHHs. Mo-ppyre,
BaX/MBUM € MOPIBHSNIbHUMA aHanis iH-
LUMX MPOEKTIB, L0 BUKOPUCTOBYHOTb Bip-
TyasibHe BUPOGHMLTBO («[iM [OpakoHa»,
«bonnayT»), LN BUABMEHHS CRiSIbHUX
TeHOeHUin i BigMiHHOCTeN B anpobauil
ekocucTeMHoro nigxogny. o-TpeTe, nmo-
Tpebye nopanbliol KoHuenTyanisauil de-
HOMEH «aBTopa-LlaHyBaJlbHUKa» Ta Woro
posib y cTpaTeriax TpaHCMe[iNHOro cTo-
piTeniHry B ymoBax AOMiHYBaHHS CTpU-
MiHroBux nnaTtdopm. HapewTi, Bigkpu-
TUM 3aJMLIAETbCSA MUTAHHA Npo TpuBari
€KOHOMIYHi Ta KyNbTYpHi HacnigKu KOH-
BepreHuii irpoBux Ta KiHemaTtorpadiyHmx
TEXHOJOriN, 30KpeMa, Y nprsBefe BoHa
[0 MOSIBU MPUHLUMOBO HOBUX HapaTuB-
HUX copM (Hampuknag, iHTepaKTUBHOIO
KiHO Ha oCcHoBI real-time peHaepuHry) abo
[0 OCTaTOYHOI roMoreHisauii BidyanbHOI
MOBW MacOBOI KyJbTYpMU.
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Abstract

The purpose of this research is to study and reveal the phenomenon of "The Mandalorian” as a manifesto
of ecosystem convergence, where production practices of cinema, methods of game engineering and
distribution logic of the streaming environment intersect. The focus of the scientific analysis is the
technological "bridge” between the game engine and film production (the StageCraft system), the
transformation of aesthetics and production practices under the impact of real-time technologies, as
well as the role of the streaming platform as a necessary condition for the emergence of such a hybrid.
The research methodology grounds on the comprehensive application of the ecosystem approach,
which allows to analyse media as complex systems with relationships of competition, cooperation and
symbiosis; the concept of media convergence, niche theory and transfictional analysis are used to define
the mechanisms of interaction between different media ecosystems in the series. The scientific novelty lies
in the fact that for the first time in Ukrainian art studies, "The Mandalorian” is considered not merely as a
technological experiment but as a holistic manifesto of ecosystem convergence. It is substantiated that the
StageCraft virtual production technology based on Unreal Engine determines not only a production but also
an aesthetic transformation, generating a synthesis of analogue and digital, where digital tools reproduce
the material aesthetics of the original trilogy. Conclusions. The series "The Mandalorian” is a manifesto of
ecosystem convergence, emerging at the intersection of film production, game engineering (StageCraft
technology) and the Disney+ streaming platform. Virtual production technology, based on Unreal Engine
changes the linear paradigm of production, blurring the boundary between filming and post-production,
and generates a new aesthetics of synthesis between the physical and the digital. The Disney+ platform is
not just a distributor. It is a catalyst that enables the existence of such a hybrid. The transition to the film
"The Mandalorian & Grogu" demonstrates the reverse impact of the streaming ecosystem on traditional
theatrical distribution. The industrial consequences of the series are manifested in the spread of LED walls
and the change in the status of game engines to a universal platform for visual production, as well as in the
construction of the rhetoric of the "author-fan” as a guarantee of authenticity.
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