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Abstract

Relevance of the topic lies in the significant role of digitalization in modern social communications globally and in Ukraine.
The information society presupposes the interaction of the real and virtual within modern social communications, where computer
games serve as one of the primary tools for digitalization and involve a considerable engagement of representatives from various
age groups.

Purpose is to study the interaction between the real and the virtual in the process of digitalizing social communications in
computer games.

As the result of the research, the main concepts of the topic were outlined, social actors of social communication in the
context of computer games were identified. The components of social communication were analyzed using classical sociological
approaches, including the communicative and dramaturgical approaches, the concept of hyperreality and symbolic interactionism.
This allowed us to identify the specific features of social communications in computer games. Additionally, the primary attributes
and characteristics of the virtual and real as forms of existence were defined including the examples of their intersections. Based on
these, the specificity of the digitalization stage of social communications in computer games was revealed. This specificity consists
of the transformation of social communications through digitalization and the transfer of interactions into the virtual environment.
Furthermore, the main types of interactions between the real and virtual, represented in the interactions between social actors in
the process of social communication in computer games, were determined. These include: identificational interaction, economic
interaction, cultural interaction, social interaction, and professional interaction.

The conclusions summarize the key findings of the study on the interaction between the real and virtual in the context of the
digitalization of the phenomenon of social communications in computer games.

Keywords: real, virtual, social communication, social actors, digitalization, computer game, cross-reality, media

B3aemonist Mick peaibHUM Ta BipTyaJbHUM:
AUKATATI3aliA (PpeHOMEHY COLIAIbHUX
KOMYHIKaliil B KOMII’IOTEPHUX irpax

IcmaisioB Camip
3anopizbKuil HayionanbHull yHieepcumem (3anopixcica, Ykpaina)

AHoTauin

AKTYaJbHICTh TEMH IMOJSTa€ B BAXIMBOCTI POJIi AUKUTANIZAIT CYYacCHUX COIIaIbHUX KOMYHIKAIliif B CBITI Ta YKpaiHi.
[HdopmariiiiHe cycmibCcTBO Imependadae B3aeMOJIi PeasbHOTO Ta BIpTyaJbHOTO y CydYacHHX COLIAIBHUX KOMYHIKAIlisX, a
KOMII'FOTEpHI irpy BUCTYIIAIOTH OJHUM 3 OCHOBHHX IHCTPYMEHTIB iX IHMJDKUTANi3amii i mepemdavaroTh 3HAYHY 3aly4eHIiCTh
IPEICTaBHUKIB PI3HUX BIKOBUX TPYI IO HUX.

MeTo10 cTATTi € TOCITIHKEHHS B3aEMOJIIT MiXK PeaTbHUM Ta BIpTyaJ bHUM Y MPOIIEC U DKUTANI3ALIT COLIaIbHIX KOMYHIKaIliit
B KOMIT IOTEPHHX irpax.

B pe3syabTari nociimpkeHHs Oyl OKpecieHi OCHOBHI OHSTTS TEMH, BU3HAUCHI COIIabHI aKTOPH COLIANBHOI KOMYHIKaIlil
y PO3pi3i KOMIT IOTepPHUX irop, 3AiliCHeHNIT aHai3 CKIIaJ0BHUX COLIaIbHOI KOMYHIKAMil 3a JOMOMOTOI0 KIACHYHHUX COL[IOJIOTTYHUX
ITiIXO/IiB, BKIIFOYAI0YN KOMYHIKaTUBHHH ITiAX1J1, KOHICIIIIO TieppeaabHOCTi, CHMBONIYHUHN 1HTEPAKIIIOHI3M Ta JpamMaTypriqHHi
migxiza. Le 103Bonnio HaMm BU3HAYUTH 0COOIMBOCTI COLIAIbHUX KOMYHIKaIli# B KoMIT toTepHUX irpax. KpiM Toro 0yro BU3HaYeHO
OCHOBHI O3HaKH{ Ta aTpuOyIii BIpTyaJbHOTO Ta pealbHOro SK GOpM iCHYBaHHS CyTHOCTEH, HaJaHi MPHUKIAAN 1X NepeciueHHs, a
TAKOXK Ha iX OCHOBI OyJI0 BUSIBIICHO CIielU(iKy eTalry JUDKUTati3alil peHOMEHY COIialbHUX KOMYHIKAI[ii B KOMIT IOTepHHX irpax,
sIKa TIOJISATa€ B TpaHC(OpMAIlii CollialbHIX KOMYHIKaIlii yepe3 onudpyBaHHs i IEpeHECEHHS B3aEMOI Y BIpTyallbHE CepEIOBHIIE.
Takox B pamMKax JOCHI/PKeHHsI OyJI0 BU3HAYEHO OCHOBHI THIH B3a€MOIiH MiXK pealbHUM Ta BipTyaJbHUM, [0 BTiJICHI Y B3a€MOii
MK COLIATEHUMH aKTOPaMH B TIPOIIEC COIIabHOT KOMYHIKAIIil B KOMIT FOTEPHUX irpax, cepes HUX: iIeHTu(iKaliiiHa B3aeEMOJIisL,
EKOHOMIYHa B3a€MOIisl, KYJIBTYPHA B3aEMOIisl, COLliabHa B3aEMOIis, podeciiiHa B3aeMOIisl.

Y BHCHOBKAX HaBeIeH1 OCHOBHI ITi ICYMKH JIOCJTi IPKEHHS B3a€MOIii MiJK peallbHUM Ta BIpTyaIbHUM B KOHTEKCTI IUKUTATI3aIlii
(heHOMeHy COIiaTbHUX KOMYHIKalliil B KOMIT IOTEPHHUX irpax.

Knio4oBi cnoBa: peansHe, BipTyanbHe, COllialbHa KOMYHIKallisl, COLIaNbHI aKTOPH, AWIKHUTAII3ALN, KOMIT IOTepHa Ipa,
KpOCpeabHICTh, Mefia
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COoUIOJIO0r A

Beryn.

Y cydacHOMy CBiTi KOMIT'TOTEpHI iTpH BimirparoTh
Ba)KJIMBY POJIb Y TpaHc(opMallii COIiaaTbHIX KOMYHIKaITii,
BUCTYTAIOUM TIONEM B3aEMOJIl 1 3IUTTA PEaJbHOTO
Ta BipTyadbHOro. JIM/DKHTANI3AINSA KOMYHIKATHBHUX
MPOIIECIB y paMKax IrPOBHX CEPEIOBHUII CTBOPIOE HOBI
(hopmu corriaibHOT B3aEMO/IIT, BILTUBAE HAa MIXKOCOOUCTICHI
3B 513K, (POPMYBaAHHS IJICHTUYHOCTI Ta COLliaJIbHI HOPMH.
Le akryanizye HEOOXiHICTh BUBUCHHS TAaKUX IPOIIECIB,
OCKUTBKA BOHH 3MIHIOIOTH CHOCOOM  KOMYHIKaIlii,
KyJIBTYpHI TIPaKTUKH Ta (HOPMYIOTh HOBI BHKJIMKH JIUIS
COIIIOJIOTIYHOTO 3HAHHA, 30KpeMa B acCIeKTi aHali3y
IHTeTpaIil JUHKATANI3AMIT B IOBCAK/ICHHE JKUTTS.

Jwmxuranizaris 3Millye KOPIOHH MK peaTbHUMHU
Ta  BIpTyaJbHUMH  COI[IQbHUMH  KOMYHIKaIlisIMH,
CTBOPIOIOYM HOBHH THII IHTEPAKTHBHOTO CEPENOBHUILA B
KOMIT' FOTEPHHUX Irpax, 10 3JaTCH BILUIMBATH Ha COI[iaJIbHI
HOPMH, TMaTepHH IOBEAIHKM Ta CIOCOOM B3aeMOIil
MK JroapMu. CydacHi KOMIT'IOTEPHI IrpH  BUXOISTH
3a MEXi po3Bar, CTalo4u MPOCTOPOM st (popmyBaHHS
CHUIBHOT, OOMIHY JIOCBIZIOM Ta peaji3auii COIiaJbHUX
notped. B3aemonist B irpoBoMy HpocTopi iHTErpyeThes
y peaibHe XHUTTA T'PaBIliB, II0 CTBOPIOE TPHHIMIIOBO
HOBI MOXKIIMBOCTI JUIS CYCIIIIbCTBA, alleé TaK caMo i
BUKITMKAIOTH HOBI MTPOOIEMH.

AHani3 pocaimkenb i myomikamiii. {ocmimkeHHs
B3a€MOJIi1 MK peaJTbHIMU Ta BIPTYaJIbHUMH KPi3b IPH3MY
CoLiadbHAX KOMYHIKallii HaOyBarOTb BCE OLIBIIOTO
3HAYECHHS y KOHTEKCTI AMDKUTANI3aMii. AHami3yodn
TUDKATATI3AI0  (EHOMEHY COIllaJIbHUX KOMYHiKaIii
B KOMIT'IOTEPHHUX Irpax CHHpaeMocs Ha HaJl0aHH
Takux HaykoBIIiB sk JK. Bompiiisip, 1o y cBoix poboTax
MIIKPECIIIOE  KOHIEMIII0 TileppeasbHOCTI, CHMYISIKpIB
Ta CHUMYIILIA, SKa TICHO TOB’s3aHa 3 BIPTyaJIbHUM
CBITOM 1 BIUINBOM CHUMYJSIIH Ha  CIPUHHATTS
peansHocTi (Baudrillard, 1993). 0. 'abepmac Bu3HauuB
BaXITUBICTH COIIaIFHIX KOMYHIKAIliil A7 HOCATHEHHS
B3a€EMOPO3YMIHHS MK  yYaCHHKaMH  COIIaJbHHUX
mporieciB. Xo4a BiH pO3MIAAaB KOMYyHiKallii B KOHTEKCTI
peaTbHUX COIIANBHUX B3AEMOJiN, WOTO KOHIICTIIIis
B3a€MOJII1 Ta IIAJIOTy € KOPUCHOIO JJIS aHai3y TOTO, SIK
rpaBlli B KOMIT'IOT€PHI IrpH CTBOPIOIOTH KOMYHIKaTHBHI
cTparerii Juis nocsarHeHHs crinbHuX nined (Habermas,
1981).

Y comionorii 0coOnuBYy ponb y AOCIHIIKEHHI
CHMBOJIIYHOTO Ta PEaJIbHOTO CBITY, 3HAYEHb Ta MPOSIBIB
comianpHOT B3aeMonii y pi3HHX (opMax KOMYHIKalii
sirpamu mpari [k, Miga i mix Horo BITMBOM iHIIHX
COITIOJIOTIB YMKa3bKoi mKkoiau corioiorii (Mead, 1934).
Bin 00rpyHTYBaB TEOPil CHMBOJIYHOTO iHTEPAKITIOHI3MY,
dka Ha TPaKTUOI IIUPOKO  BHKOPHUCTOBYBAJacCs
comiooramMu, TepuI 3a Bce, YUKa3pKOro YHIBEpCHTETY.
Ha 0cHOBI CUMBOJIIUHOTO IHTEPAKIIOHI3MY MPEICTAaBHUK
TPETHOT0 MOKOMIHHS YMKa3bKo1 mikoiu 1. [odman B poOOTI
«The Presentation of Self in Everyday Life» po3Bunys 1110
TEOPIIO 1 CTaB BIJIOMUI1 CBOEIO TEOPIEIO APaMaTypriqyHoro
IIXOy Ta KOHLETIIEI0 «KepYBaHHS BPAKEHHIMMY, sIKa
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HAJa€ MIHHUA HCTpYMEHTapiil Ui aHami3y B3aeMOMIil
MiX 1HIMBITaMH B Pi3HUX COIiaIbHUX KOHTEKCTaX. Horo
MiAXiJ € TOTYKHUM IHCTPYMEHTOM Ui JOCIIKEHHS
JJpKUTaNI3anii (peHOMEeHyY COIliajJbHUX KOMYHIKAIi y
KOMIT FOTEPHUX irpax, OCKUIBKH BiH J03BOJISIE BUBUHUTH,
SK TpaBli KepylTh CBOIMH 00pa3zamH, B3aEMOIIOTh
y PI3HHX KOHTEKCTax Ta MiATPUMYIOTh COIiaJbHUI
MOPSIIOK, BUKOPHCTOBYIOYM — TeaTpalbHI  MPUHIMIH
caMOIIpe3eHTallil, a TAKOX SIK BipTyaJIbHI colianbHi podi
Ta CTaTyCH MOXXYTh BIUIMBAaTH Ha pealibHY COLIaJIbHY
B3aemonito (Goffman, 1956). Knacwyni KoHmerii
3a3Ha4YCHUX JOCTIJHUKIB MOXKEMO EKCTpAIlOJIIOBaTH Ha
JOCTIKCHHST 0COONMMBOCTEN COIialbHOI KOMYHIKAIll y
BipTyalITbHOMY TIPOCTOPI.

TakoXk, pO3IIANAIOYHM CaMe€ COIliasbHI  aCHEeKTH
KOMIT IOTEPHHX  irop,  MeXaHI3MH  B3aeMOMii 1
(dbopMyBaHHs COIiAIbHUX 3B’S3KIB Ta BIAHOCHH MIX
IpaBIsSIMH Yy  BIPTYaJbHOMY IPOCTOpPI  KepyeEMOCS
poboramu E. KactpoHoBH, 1110 OyB OAHUM i3 HEPILUX Y
JIOCII/DKeHH] BIpTyaJbHUX CBITIB. BiH BUB4YaB MacoBi
0araToKopucTyBalbKi ~ OHJIAHH-ITPH, SK  YHIKaJIbHI
IIPOCTOPH ISl COLIAJBbHOI Ta EKOHOMIYHOI B3aeMOii.
Bin HaronomryBaB Ha TOMY, IO IIi CBITH (pyHKIIIOHYIOTb
SIK TIOBHOIIIHHI CYCIIBCTBA 3 BIIACHUMH COIlialIbHIMHA
MIPaBHUIIAMH, 1 IO iTPH CTAFOTH IAT(HOPMOFO ISl PO3BUTKY
HOBHX THIIIB KOMYHIKallifHUX MPaKTHK. [rpr CTBOPIOIOTH
YMOBH UIS TOTO, 00 TPABIIi B3aEMOISIIN B PEaTbHOMY
gaci, pOpMyBaId CIUTBHOTH 1 HaBiTh BCTAHOBIIOBAIH
neBHi corrianbHi iepapxii (Castronova, 2005).

1. Tepkin, 3aiimManacst JOCHTIHKECHHIM COIalbHOL
JMHAMIKH B ITPOBHMX CEPENOBHIIAX, il Mpalli Ipo BILIUB
IU(GPOBUX TEXHOJOTIH Ha B3aEMUHH, MiJTBEPIKYIOTh
3MiHy KOMYHIKaTUBHHX MOJEJEH uepe3 U KUTaITi3allio
(Turkle, 2011). Cy4acHi mocinijpKeHHs, Taki sk poOOTH
T. Teitnopa ta M. Koncansso (Taylor, 2006; Consalvo,
2015), mpucBsYeHI COMIaTbHOMY BIUIUBY T'CHMIHTY
Ha (GOpMyBaHHA CYOKYJIBTYp, B3a€EMOMii B IrpOBHX
CITIUTBHOTAX Ta HOBUM (OpMaM iIeHTHIHOCTI.

VY cBoiif erHorpadiuniit po6oti T. bromrctopdd
BHKOPHCTOBYBAaB KIACHYHI aHTPOMOJIOTIYHI METOIU
JUISl BUBYCHHS B3a€EMOJII JIIOJIH Y BIPTyaJbHOMY CBITI
rpu Second Life. Moro mocmimkeHHs po3KpuBano, sk
BIpTYyaJIbHI MPOCTOPU MOXKYTh CIYKUTH IUIAT(HOPMOIO
JUTSL COLIaIbHOT B3aEMOIii, KOMYHIKAIi# i GOpMyBaHHIO
HOBHUX KynbTypHHX npakTHK (Boellstorff, 2008).

Yompa [Ix. nmocmijkye (peHOMEH KOMIT IOTEpPHHUX
irop, sIK 3pocTarode SBHIIE, IO NMPOHHUKAE B CydacHe
CYCIIUTBCTBO 1 CTa€ TMPHU3MOIO UISl aHANi3y IMHPIIIX
comiomoriuanx muTanbk (Yompa, 2022). Kowmm totepHi
iTpH 5K COIiaIbHUH IHCTUTYT PO3TIAAAB Y CBOIX poOoTax
J. O6pes (2023). Taxox HAcC IIIKaBUTH HOCIIKEHHS
BIUIMBY KOMII FOTEPHHUX irOp Ha MOBEIIHKY TPABIIiB, TKUM
saiimanucst M. Ksanip, A. Anabden ta P. [Trosapi (2020).

VY posyminHi audepeHmialii cBiTiB METOIOIOTIYHO
3Hauyor € podora K. [Tommepa i cyuacHa kpuTuka Ta
koHuenTyaizaiis cBitieB M. Jlenckkoro (Popper, 1984;
Jlenicekuit, 2017).
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[leBHUI BHECOK y MOCIHIDKCHHI M DKATATI3ALIT
(eHOMEHY cOLiaIbHUX KOMYHIKalliii B KOMII IOTEPHUX
irpax 3poOwnu ¥ ykpaiHceki Bueni. CouianpHi
KoMyHiKauii sk ¢axrop (HopMyBaHHS KOMYHIKaTHBHOTO
JMDKATAJI-CEPEIOBHIIA  MOXXEMO 3HAaWTH y Hpamsix
H. Binana (2016).

JocaimpkeHass comjaapbHOl B3aeMomil B  OHJIAH-
koMyHikanii Oymo mposeneno I. Ocramenko (2015) Tta
B. Yopnobait (2023). M. CumopoB po3misinaB mudppoBi
TexHoyorii K 3acid comiampHOI KOMYHiKamii Ta
couiansHOro BILBY (Cumopos, 2018). M. [lybmna Ta
O. Ko3isiueHKo 311HCHIIIN CTPYKTYPH3AIIiIo0 Ta 3Ty pTyBaH-
Hs MIAXOMIB 0 BU3HAYEHHS IOHATTA AUYKUTAIi3aLil
(1youna, & Koznsuenko, 2019).

O. Xomnox cucremMaTH3yBaB KOHIENTYa bHI MiJIXOAN
O BU3HAYCHHS TIOHSATTSA COIIAJIBHOT KOMYHIKaIlii
(Xomoxm, 2015). Cneumdixa kibepcnopTy 3 TOYKH
30py comiasbHOrO Ta (hi3MoNOTiYHOrO Tijgxomy Oyna
nociimkena €. Imacom (2020a; 2020b) Ta C. Bexapom
(2023). Crmupatounce Ha gocmimxenHs JIi. JIx (2021)
ta By M. (2021), mcuxoeMoIIiifHi aceKTH IisUIbHOCTI
y BIpTyaJIbHOMY CEpelOBHINI Ta iX MEpeHIiC y peanbHe
KUTTA BUB4YaB A. Ckanosy6 (2023).

OcoOnuBocTi  cy4acHOi Teopil KOMyHiKaIliitHUX
TexHousoriii Oymu posnsiHyTi y mpausx T. Kowminoi
(2015). O. BespykoBa, BuB4ar04H MpoodaeMy reimidikariii
Ta BipTyaii3amii CyCHUIbHOI CBIZIOMOCTI Ha MPHUKIAII
reoJIoKaliiHOi I'pH 1o1oBHEHOI peaibHocTi Pokemon GO,
IIHIIITa BUCHOBKY, 10 BIUIMB BipTyami3aiii CBIZOMOCTI
Ha TIOBEIHKY Ta COIiajbHI B3a€MOIIl IHIUBIIIB MOXE
npusBecTH A0 (HOPMYBaHHS MEBHOI KBa3ipeaJbHOCTI,
HABITh JIO BTPATH 3AaTHOCTI PO3PI3HATH LITIO3II0 1 JKUTTA.
e moxe HaOyBaTH OCOOIMBOTO 3HAYCHHS Y BiICHKOBUH
mepion, a/pke BIPTyadbHHH CBIT YylIOBa MOXKIHBICTH
BTEKTH Bi TpaBMaTtu4HOi peanbHOCTi (bespykosa, 2017).
Came mpo 1110 KBaszipeaibHicTh iutocs y XK. Boapiiisipa,
SIKAN 103HA4YMB 11 TEPMIHOM «rineppeanbHicTh». Takox
0COOJIMBOCTI CyYaCHHMX COLIQJIBHUX KOMYHIKaliii B
yMoBHX BiiiHu Oynu nocmipkeni O. Cemenenp (2020).

OnHak, X04a € JOCHIPKEHHS PO COLialIbHI aCIIeKTH
Kibepcropty, 0araro acreKkTiB MOBCSKAECHHOI B3a€EMOIIT
y BIPTyalbHUX CBiTAX 3aJMIIAETBCS HE JIO KIHIT
3po3yminumu. CydacHi irpoBi miaTpopMu po3BUBAIOTHCS
LIBUAKAMU TEMIIaMH, aje iXHIi BIUIMB Ha peajbHI
colianbHi CTPYKTYPH NOTPeOy€e MOAAIBIIOTO aHATI3Y, IO
CTBOPIOE MOMKJTHBICTB JUIS COIIOJIOTIYHOTO OIPAIIOBAHHS
JIaHO1 TEMHU.

Mera crarri — JOCIHIDKEHHS B3aeMOZIl MIK
peaJIbHUM Ta BIPTyaJbHHM y MPOIEC] AMDKUATATI3ALIT
COL[aJIbHUX KOMYHIKaIliil B KOMIT FOTEpPHHX irpax.

Pe3ysbraTu 1ocTixKeHHS .

[Tin comiampHIMU KOMYHIKAI[ISIMH B KOMIT FOTEPHUX
irpax po3yMieMo Ipoliec COIiaibHOI iHTepaKii, 0OMiHY,
nepenadi, BUPOOJCHHS Ta BIATBOPEHHS CMHCIIB, 3a
JIOTIOMOTOI0 KOTHITHBHHUX, KOHATHBHHUX Ta €MOTHBHHX
CHMBOJIIB Y BIpTYaJTbHOMY CEPEIOBHIITI Mi>K COIliaTbHUMH
aKTOPaMH.

£ GRANI

CorianipHi  akTOpy — I1¢ IHAMBIAM, Ipynud abo
oprasizatii, siki B3a€MOJIIOTh MK CO0OI0, BUKOHYIOTbH
MIeBHI pOJi Ta BIUIMBAIOTh Ha (POPMYBaHHS COIaLHUX
nporieciB i cTpykryp. ColliaibHi aKTOPH € OCHOBHUMH
JIIOYMMH  CyO’€KTaMHM Yy CYyCHUIBCTBI, depe3 ix Jil
MPOSIBIIIIOTBCS T2 3MIHIOIOTBCS  COLIaNbHI  HOPMH,
BIiTHOCHHM ¥ 1HCTUTYIil. B pamMkaXx KOHTEKCTY
KOMIT'TOTEPHHUX irop COWialbHUMHU aKTOpaMu €: I'paBIli
(amatopu TampodecioHanu), cTpiMepH, TiIb1ii Ta KITAaHOB1
00’eHAHHA (TPYNH 1HIUBIAIB y iITPOBOMY CEPEIOBHIII),
OHJIaHH-CIIIBHOTH, PO3POOHUKH Ta BHJABIII irop, irpoBi
riarhopMu siki 3a0e3reuyoTh H(POBY AUCTPHOYIIiO
irop, a TAaKOXK € MalJaHYHUKOM IS COIiaJIbHOI B3a€MO/IiT
rpaBuiB (taki sik Steam, Epic Games Store Ta iHmmi),
KiOepcropTuBHI opranizarii, paHaTrchki 00’ €AHAHHSI.

Ile € yHiKagTbHUM THIIOM B3a€MOJIl, A€ TpaBIl
BCTAHOBJIIOIOTH 3B’ 513K, PO3BUBAIOTH COLIAIbHI HABUYKH
i (QopMyIOTh HOBI THIH COLIAJILHUX POJICH BCepenuHi
TP Ta 330BHI B peaibHOMY CBiTi. Taki irpoBi ruiatgopmu
MOXyTh (pyHKIioHYBaTH sk corianbHi memia (TikTok,
Facebook, Youtube Ta inmi) abo sk corianbHi Mepexi
(00’emHaHHS JrONEH, 311 3a0BOJICHHSA CBOIX HOTPEO
Ta IHTEpECiB, y HAIIOMYy BHIAAKy — KOMII IOTEPHHUX
irop), Jic KOpUCTyBayl He JIMIIE TPal0Th, & i CTBOPIOIOTH
CIUIBHOTH, MiATPUMYIOTh BIAHOCHHH, CHIBIIPALIOIOTH
JUIsl JIOCSITHEHHSI TIEBHUX IiJIel a00 KOH(IIKTYIOTh
Ta 3MararoThCsi MK COOOI0 SIK Ha IHIUBIIyalbHOMY,
TaK 1 Ha TPyHOBOMY DpiBHSX. BaymBuM acrekToMm €
MepeTHHAHHS X KOMYHIKaliil 3 peaJbHUM CBIiTOM, IO
MO)KE 3MIHIOBATH COLaJIbHY B3a€MOJIIO Ta TIOBEIIHKOBI
MIATePHU TPABIIIB.

JumkuTanizamis TOHATTA JOCHTh LIMPOKE I
OXOIUTIOE JIEKUThbKA ITIXOMIB O HWOro BHU3HAdYeHHS. B
iH(hOopMaLiHHOMY i IXO/1 U DKUTATI3AIi O3 IA€THCS
K CYKYNHICTh 1H(GOPMAaLIHHUX Ta JIOACHKUX PECypCiB,
SIKI BAHUKAIOTh 3aBJISKH BIIPOBAKCHHIO 1H(OpMAIiHHO-
KOMYHIKaI[IHHIX TEXHOJIOTIH. Y MPOIECHOMY ITiIXO0I1 — SIK
Croci0 BUKOPHUCTAHHS HOBUX TEXHOJIOTIH JUIs1 31 CHEHHS
TOCIOJIApChKHUX Omepalliif, HoBI MOTOKHM iH(popMarii Ta
JAHKUX, SIKI CTBOPCHI 3a JONOMOIOK iH(pOpMaIiiHO-
KOMIT'IOTEPHUX TEXHOJOTiH. Y CTPYKTYypHOMY — $K
crnoci® TpaHcOpManifHUX TEPETBOPEHb COIaTbHUX
CTPYKTYyp: mpouec 3 onu(pyBaHHsI, II€PETBOPECHHS
AQHAJIOTOBHX AaHUX y I poBy hopmy. Tpoxu iHTErpyroun
i MIXOOM B paMKaxX COIiadbHO-KOMYHIKATHBHOTO
HANpsIMKy BH3HAYA€MO IHDKUTAII3AINI0 COMiaTbHUX
KOMYHIKaliii sk mporuec ouudpoByBaHHS Mpolecy
colianpHol 1HTepakili, oOMiHy, mepenadi, BUPOOICHHS
Ta BIATBOPEHHsI 3MICTIB 3a JOIOMOIOI0 KOHATHBHUX,
€MOTHMBHHX Ta KOMHITUBHUX CUMBOJIIB MK COLIiaJbHUMU
AKTOPaMH.

Po3smisgaroun oco0nmBoCTI KOMYHIKaTHBHOT
CKJIaZIOBOI B KOMIT'FOTEPHHX Irpax, HaroJIonIyeMO Ha
BOKJIMBOCTI KOMYHIKAIl Ul B3a€MOPO3YMIHHS MiX
ComiaTbHUMHU Cy0’e€KTaMH. Y KOHTEKCTI KOMIT FOTePHHX
irop, TpaBIli YacTO CTBOPIOIOTH CTpaTerii B3aeMomii,
mo0 JOCATTH KONEKTHBHHMX Mined. Hampuknanm, y
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0araToKopuCTyBaIbKUX OHJIAWH-Irpax rpasii GOpMYIOThH
TUTBIT, NI KOMYHIKAIlisl BiJirpae KJIKOYOBY pOJIb Y
JMocsTHEeHHI yemixy. L[i koMyHiKaIiiiHi Mpoecu CTarwTh
MOJICJUTIO JUISl QHAJIi3y TOro, SIK TPaBIli JOMOBISIOTHCS,
MPUAMAIOTh PIICHHS Ta TOCITAIOTh CIUTBHUX MHijei. Tak
caMo i3 OJHOKOPUCTYBALLKMUMH irpaMH, JI¢ OCHOBHHMH
cy0’exTamu KoMyHiKarlii € rpaBers i NPC (aHDI. non-
player character, HeirpoBuii IepcoHa)X) TPaBIli MOXYTh
o0upaTu Ty, YH IHIIy KOMYHIKAaTHBHY CTpaTeriio i
BUKOPHCTOBYBATH BIpTyalbHI B3aeMoOnii K IabIoH
peanbHOI coliaabHOI KOMYHIKAIi1 TpH MoOyI0BI BIIACHUX
KOMYHIKaTMBHUX CTpaTerii.

OxpiM TOro, MIATPUMYIOYH i7€I0 KOMYHIKaTHBHOT
Jiif BKe 0e3N0ocepesiHb0 Y po3pi3i KOMII IOTEPHUX irop
OirKYe JI0 CydYacHOCTI, IIJIKPECIIOEMO BaXKIMBICTb
KOMYyHiKalii y KOMaHJHMX irpaX, Takux sk League of
Legends ab6o Counter-Strike: Global Offensive, o
€ KiOepCIOpTHBHAMHU IUCIHIDTIHAMU. TyT 3HaTHICTh
TpaBIliB 10 e(heKTUBHOI KOMYHIKaIlii TPUBOIUTH 10 KPAIIO1
B3a€MOJII1 Ta pe3ysbTaTiB, AKi Y HACHIIKy BIUTUBAIOTH Ha
pesynsrar 3Marasb. lle nae 3Mory mpoaHaiizyBaTH, SIK
CTBOPIOIOTHCS KOMYHIKaTHBHI CTPATETil, 10 JO3BOJISIOTh
KOMaHJIaM JOCSTaTH YCIMmiXy. 30KpeMa, Ba)XJIUBY POJIb
Bilirpae HeraiiHa peakilis, TaKTHYHE OOrOBOPEHHS Ta
aJianTarlist 10 Jii CylpOTUBHHUKA.

AHanizyoun 0co0IMBOCTI (dhopmyBaHHs
IICHTUYHOCTI TpaBlsl, BUKOPHCTOBYEMO KOHIIETIIIIIO
KepyBaHHS BpakeHHSIMH. BoHa € 0COOIMBO KOPHCHOIO
JUIS aHaJi3y IIOBEAIHKM TPaBLiB y BIpTyaJbHOMY
ceperoBumi. Y  0araToKOpUCTyBallbKHUX  Irpax,
HalpHKIaJ, TPaBli MOXYTh KOHTPOJIOBAaTH CBIil
oOpa3, B3aeMOmifoOYW 3 IHIMUMH TPaBISIMH 34
JOTIOMOTOI0 aBaTapiB. BoHW rpaioTe pomni y pi3HHX
ITPOBHUX CHTyalisX, [IEMOHCTPYIOUM TIEBHI pPHCH
XapakTepy YW 3mi0HOCTI, IO MOXYTh OyTH abo
NOBHICTIO BHrajJlanuMH, abo BijmoOpaxkaTH peajbHi
ocobucri skocTti. lle m03BoNsie 3po3yMmiTH, SK TpaBiii
KOHCTPYIOIOTh 1 MiATPUMYIOTH CBOI irpoBi 00pa3w,
aJIaNTYIOUHN iX 3aJIEXKHO BiJl KOHTEKCTY.

Kowmrr’totepHi irpu Tak camo 31aTHI ¥ IPOBOKYBaTH
CTUTMAaTH3aIlilo IpaBIiB Yepes3 MeBHi il y BIpTyaIbHOMY
MPOCTOpPi, TOCATHCHHS 4YH TIIOMIJIKH, a00 HeBjadi,
OCOONMBO II€ CTOCYETHCS OHJIAWH-ITOp, A€ CoIlialibHa
B3aeMOJIis BiIOyBaeTbCs OEe3MOCepeTHhO MiXK TPAaBISIMA
(Goftfman, 1963). HaBinryBaHHS SIpIUKiB y Tpi MOXe OyTH
MIEPEHECEHE Y PealIbHE KUTTH, SIK Y O3UTUBHOMY, TaK 1
HeraTMBHOMY Kirodi. Hampukmaz, gkmo rpasenb Mae
rapHi HaBUYKH, 4acTO JOIOMAarae cBOIi KOMaHJi, HOro
XBaJIATh 1 MIHOCSATH, BIH MOXKE OyTH BIICBHCHUM Yy COO1
1 B peaIbHOMY JKHTTI, aJie SIKIIO I'PaBellb TOMMISETHCS, 1
HOT0 OKPECIIOIOTh HEBJIAXO0I0, TO 1I€ MOXKE [IPU3BECTH JI0
MAIHHS CAMOOIIIHKH Ta IEBHOI COMiaIbHOT ICIPUBAIIil.

[ikaBUM y HaIIIOMY JTOCTIIXKCHHI € 1 JUHKATATI3aIlis
(dbopMyBaHHS COWiaJbHUX CTPYKTYp 1 BIAHOCHH Y
porieci irpoBoi corianbHoi komyHikarii. E. Kactponosa
MiIKpecTioBaB, IO BipTyalmbHI CBiTH, Taki sk EVE
Online a6o Second Life, pyHKITIOHYIOTE SIK caMOCTIHHI
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CcolliajbHI CUCTEMHU 3 BJIACHUMHU 3aKOHAMH, MTPABHUJIAMH,
eKOHOMIKaMHu Ta colianpHiuMu HopMmamu (Castronova,
2005). Ile nmae MOXIHUBICTH MJOCITITUTH, SK TPaBIl
a/IanTyIOThCS JI0 BIPTYyaJdbHUX IPAaBUII, B3a€EMOJIIOTH 1
HaBiTh CTBOPIOIOTH HOBI (DOPMH COLIANBHUX BiTHOCHH.
Hanpuknan, cTBOpeHHS PUHKIB y BipTyalbHHX CBiTax
JTa€ 3MOTY BHBYHTH CKOHOMIUHI B3a€MOBITHOCHHH, SKi
MOXXYTh MaTH PEaibHUI BIUIMB Ha MOBEIIHKY T'PAaBIIiB
mo3a MeXaMmMH TpH. BigbIl TOro, OCKITBKA B TaKHX
irpax OUTBIIICTH pecypciB 3100yBa€eThCA B TOMY YHUCHI 1
3aB/ISIKHM BHYTPIIIHBOITPOBUM TMOKYITKaM, T'PaBIli 3IaTHI
npojaBaryu, a0o KyIyBaTH Ti UM iHILI pedi OJIUH Y OJHOTO,
TUM caMuM (OPMYIOUH peajbHi COLiaIbHO-€KOHOMIUHI
BIZTHOCHHH MK CO00I0.

JocnimkeHHsT B3aeMOJii BKa3ylOTh Ha Te, IO
KOMIT'IOTEpHI  iIrpM  MOXYTb  pO3LIMPIOBATH  MEXi
pCaIbHUX  COIIaIbHUX  KOMYHIKAIi{, JIO3BOJISIOYN
TPaBIsIM 3 PI3HUX KpaiH, KYIBTYp 1 COMiadbHHUX TPYII
OymyBaTH KpOCKYJIBTYpHi 3B’s3kd. Lle cTBOproe ymoBH
Ut GOPMYBaHHSA HOBUX THIIIB COIIaIbHUX BiTHOCHH Ta
IIeHTHYHOCTE!. BipTyanpHi KOMyHIKaIlil BIUTHBAIOTH Ha
peasibHi IPaKTHUKHU B3aEMOIii Yepe3 MepeHeCeHHS irPOBUX
HOPM 1 KyJABTYp y peambHUH CBIT, IO MiATBEPIKYEThCS
poboramu K. bBoapiiisipa. 30kpema, BHKOPUCTAHHS
TaKUX IFPOBMX KOHICNTIB, SIK KPOCPEAJIBHICTh Ta
TUDKUTAITI3AIS, TEMOHCTPY€E TIIHOOKUI B3a€MO3B’I30K
BIpTYaJIbHUX KOMYHIKalill 3 peaJbHUMH COLIaJIbHUMHU
npakTHKaMHu. Y cBOil poboTi «Simulacra and Simulation»
K. bonpilisip mocimimKye i JOBOTUTH 3IATHICTh 3HAKIB
peasbHOTO 3aMimlyBatu caMy peanbHicTh (Baudrillard,
1981).

IIpoBomsun  nmudepeHIiamiro peaspHOTO  Ta
BIpTyalIbHOTO, AKIEHTYEMO yBary Ha BH3HAYCHHI ITHX
MOHATH, a TAKOXK XapaKTEPHUX O3HAKaxX Ta aTpHOyIIiii.

[Tix peanbHIM MU PO3yMi€MO BCe, IO iCHY€E (i3UIHO
i MOke OyTH CHPHIHSTE 3a AOMOMOIOK OpraHiB 4yTT,
Martd OO0 €KTHMBHI 3aco0M BHMIpIOBaHHS ab0 MaTH
00’€KTHBHE ICHYBaHHS Yy BHIVISIZI HOPM, ILIHHOCTEH,
BITHOCHH Ta IHCTUTYTIB, SIKi BIUTUBAIOTh HA IOBECAIHKY
JIofiel Ta CTPYKTYpyBaHHS CycHuIbCTBa (coliajbHa
PEabHICTD).

ITig BipTyanpHEM MU po3yMiemMo (opMy iCHYBaHHS
00’€eKTiB 1 SBUII, SKi HE MAIOTh MaTepialbHOi OCHOBHU B
pearlbHOMY CBITI, aJie iCHYIOTh Y U POBiil, CAMYASTHBHIN
abo ysBHIH popmi. BipTyanbpHe cepe1oBHIIE CTBOPIOETHCS
3a JOMOMOTOI0 TeXHOJIOTiH. BipTyansHe He € (QiKTHBHUM,
BOHO Ma€ peaibHi HACHiIKHA B JIFOJACHKIA CBIIOMOCTI Ta
COLIAJIbHUX MPAKTHKAX.

Jlo ocHOBHMX 03HaK Ta aTpuOyIiil BipTyarsbHOrO
BIZTHOCHMO: HEMaTepiaJbHICTh (BipTyaJibHI 00’€KTH He
MarTh GOpMHU (PI3UYHOTO ICHYBaHHS); IHTEPAKTHBHICTb
(kopucTyBaui B3a€MOJIIOTH i3 BipTyaJbHHMH 00’ €KTaMU
Ta CepeloBHUIIAMU B peallbHOMY 4aci); CUMYJSITUBHICTh

(BipTyanbHI  CEpelOBHWINA, 3a3BHYAil, MOJICIIOIOTh
peatbHi a00 YSABHI CHUTYAIIi1); 3aIeKHICTD Bl TEXHOIOTIN
(icHyBaHHA BIPTyaJIbHOTO MOXJIMBE JIMIIE Hepe3

BHUKOPHCTAHHS amapaTtHoro 3a0e3MeueHHs i MPOrpaMHIX
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wiaropM); THYYKICTh Ta JUHAMIYHICTH (BipTyasbHe
cepenoBuIle Moke Oy TH IIBUAKO 3MiHEHe a00 a1anToBaHe
JI0 TOTped KOpHCTyBava).

PeanbHe  Bimpi3HSETBCS  BiJ ~ BIPTYalbHOTO:
MarepiasibHICTIO (peanbHI 00’€KTH MaioTh  (Pi3u4Hy
CTPYKTypy Ta ICHYIOTh HE3aJIC)KHO BiJl CBIIOMOCTI
JIIOMHK);  OO’€KTUBHICTIO Ta 00 €KTHBOBAHICTIO
(peanbHicTE MOXe OyTH 3adikcoBaHa 3a JTOTIOMOTOIO
BUMIPIOBAJIFHUX TPWIALIB, MiATBEPIKEHA HAYKOBHMH
JOCTI/KCHHSMH Ta ICHY€ HE3aJISKHO BiJT BOMI Ta OakKaHHS
cy0’exTa); MOCTIHHICTIO (peanbHICTh ICHYE Yy TPOCTOpi
i yaci, il He MO)KHA BUMKHYTH YU IEPE3aBAHTAKUTH);
YyTTEBE CHPUIHATTS; 3aJE€KHICTh BiJl 3aKOHIB MPUPOIH
(pealbHICTh PErym€eThbes (DI3SUUHUMH Ta MPHPOIHUMHU
3aKOHAMHU).

PeanpHe 1 BipTyanbHe ICHYIOTH y JiaJIeKTHYHIM
B3aeMoil y cydacHoMYy cBiTi. Hanpukiaz, y BipTyabHEX
cepemoBumax  (irpm, coIliallbHI ~ MEpeki)  JEOIH
MIEPeXKUBAIOTh pealbHi  eMmorii, (GopMyrTs peanbHi
3B’s3KH. Ll B3aeMOIisi CTBOPIOE TIEBHY KPOCPEATBHICTB,
KO MEXi MDK BIpTyadbHHM 1 pEaTbHUM CTalOTh
ymoBHUMH. OfHAK, BCE K TaKW, i peajbHe, 1 BipTyaibHe
MaloTh TI€BHI O3HAKW Ta arpuOyIli, 3a SIKUMH BOHH
BIZAPI3HSIFOTHCSI OJIHE BiJ OTHOTO.

OTxe, KOMIT FOTEPHA I'Ppa 1€ TOBHICTIO CUMYJIbOBaHHMA
MPOCTip, MIO CKIANAETBCS YHCTO 3 CUMYJISKPIB, SsIKi
yTBOPIOIOTH  TineppeanbHicTs. [lompum 1e, mnpornec
COIiaIbHOT KOMYHIKalii y [bOMY HPOCTOPI € IIJIKOM
peasbHAM 32 CBOIMM Haciinkamu. Sk 3a3Haganocs
paHiie, i HACTIIKA MOXKYTh OyTH SIK IIO3UTHBHUMH, TaK
i HeratmBHUMH. Hampukirazn, 6araTokOpHUCTYyBaIbKi irpu,
SIKi Trepen0adaroTh KOMaHIHI Hii CHPUSIOTH 3MIITHCHHIO
OpY)KHIX CTOCYHKIB MDK TpaBOsMu. B  mporeci
KOOTICpaTUBHUX 3aBAaHb a00 3MaraHb TPaBIl BYATHCS
CITIBIIPAITIOBATH, JOBIPATH OTHE OJHOMY 1 PO3BHUBAIOTH
mIMOOKI COIialibHI 3B'SI3KH, SIKI MOXKYTb IEPEHOCHTHUCS B
peasibHe xUTTS. € Oararo BUNAJKiB, KOJIU OHJIAIH-IPY3i
3yCTpIYaloThCS B PEAIbHOCTI Ta MPOAOBKYIOTH IPYXKOY
3a MEXaMH BIPTyaJbHOTO CBITY.

Tako, 3HAUHMM TIPHKJIAJOM TTO3UTUBHOTO BIUTUBY
B3a€MOJIiT MK BIpTyaJbHUM Ta pealbHUM € 0SB IIIJIOTO
npodeciiHoro HampsIMKy SIK KiGepcriopT. 3BHUaiiHi,
Ha TEPIINA TODIAN, KOMII'FOTEpHI irpw, Oymu 3maTHi
JlaTH TIOIITOBX YTBOPEHHIO BEIHUKHUX CIIUIBHOT, SIKi
o0’eqHyBanucs Ha (HOHI Irop, CTBOPIOBANH MeEpPExKi
COLlIabHUX BIAHOCHH 1 TpWHECHIH Oe3mid HOBHUX
npodeciii y cygyacHOMY CBiTi. BoHH 10BeIM MOKIUBICTh
KOMEpILiOHaMi3alil irpoBUX IMOAINA Yepe3 KOHCOIIAIiio
ayauTopii Ha (OHI iIrop, UMM IPUBEPHYJIH YBary ClIOHCOPIB
1 BUBENIM 3MaraHHs y BIpTyaJbHOMY IPOCTOpi Ha OJWH
PiBEHB 3 pealbHUMH CIIOPTUBHUMH JAWCIHUIUIIHAMH.

VY cywyacHoMy cBiTI KOMaHAHI irpu, Taki sk Dota
2, League of Legends, Counter-Strike 2 cramum HOBOIO
apeHor Uit TmpodeciiHUX COMiadbHUX B3aEMOMIA. Y
OUX irpaX KOMYHIKaIlil MK TPaBISIMH CTa€ KPUTHIHO
BaXXITMBOIO, OCKIIBKA BiJ HEl 3aJIeKUTh YCIIX KOMaHIH.
Jocnigaums migkpecTioBana, 1o Ii iTpH CTBOPIOIOTH
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crneuudiuyHy ¢GopMy KOMyHIKalidiHOT cmiBIparyi, e
TaKTHYHE OOTOBOpEHHsS 1 HeraiHa peakmis Ha Jil
MIPOTUBHHUKA € KJIIOUOBUMHU €JIeMeHTaMK e(peKTHBHOT rpH.
Ha ocHOBI KiOepCOPTHBHUX JMCHUILTIH YTBOPIOIOTHCS
BEJIMYE3HI KOM'IOHITI, $IKI CIUIKYIOTbCS  OJIHIEIO
MOBOIO, BUKOPHCTOBYIOTH Pi3HOMAHITHY IMPOAYKIIIO i3
CHMBOJIIKOFO KOMaHJI, OUTBII TOTO 3’SBIISETHCS OKPEMUIt
npodeciiHnil HaNpsIMOK, SIKUH € TPUHIAIIOBO HOBUM
BEKTOPOM PO3BUTKY CydacHOI MOJIOAI Y PO3pi3i Kap epu.
Taxi irpu sik Counter-Strike, Dota 2 Ta League of Legends,
MaOyTh € HaWOUIBII MOMYJSIPHUMH KiOepAUCIIUTUTIHAMH,
npu3oBi (GOHIM TYPHIPIB SKUX CKIAJAIOTh MUILHOHH
nomnapiB. CywacHi KiOepcHOpTHBHI opraHizaiii, npu
I[bOMY, 32 PO3MIPOM MOXXYTh HE MOCTYHATHCS BEIUKUM
KOMIIaHIsSIM, 110 3aiMalThCs TPAAUIIHHUMU chepaMu
npodeciitHol AisTbHOCTI.

Kpim Toro, mpeacTaBHUKH IrpOBHX KOM FOHITI
4acTO OpPraHi3oBYIOTh OnarofiiiHi cTpiMu abo 300pu
KOINTIB JUTS TATPUMKH BaKJIMBHX COIIaIbHIX TPOEKTIB.
Taki iHIOIaTHBH CIPHUAIOTH 3MIITHEHHIO 3B'S3KIB MIiX
y9acHHKaMH Ta MoOumi3amii pecypciB Ha KOPHCTh
cycminbeTBa. Lle neMoHCTpye, SK comiambHI KOMyHIKaril
B irpax MOXXYTh NIEPETBOPIOBATHCS HA KOHKPETHI pealibHi
nii. PeanbHuX mpuKIaaiB moaiOHOTo ayske 6araro, HaBiTh
B YKkpaiHi, 0COOIMBO B YMOBax BiiiHHU, BEJIUKa KUIbKICTh
YKpaiHChKUX BiJJOMUX JIFONICH MPOBOIUTH MOAIOHI CTPiMHU
Ta TYpHIpH, U1 300py KoiuTiB Ha 30poiini Cunn Ykpainu
Ta Oararo iHmMX OnmaromiiHuX mine. Cepem IEsKUX
3 HUX MOXXEMO HAaBECTH TYpHIp 3 3ipkamu (yTdory
i kibepcopry 3 Counter-Strike: Global Offensive,
opraHizoBanuii GyroOomictom Onekcannpom 3iHUCHKO, a
TaKOX TypHIpHU cepen 3ipoK y GPyTOOTEHOMY CHMYIISITOPI
EAFC.

Brnaropiiini axiii, 1o opraHi3oBYIOTECS YKPaiHCHKOIO
npodeciiiHolo KibepcrmopTHBHOIO opraHizamicto Natus
Vincere, sika B3araji BUHHUKJIA Ha 0a3i mpodeciiHoro
OCBOEHHSI KOMIT'FOTEPHHX irop Ta 0Oararo iHIIKX
MO3UTHBHUX HACIIJIKIB JUIsl PEaJIbHOTO CBITY, SIKI BUHIILIH
3 BipTyasjbHOTrO npoctopy. L{i npukmiaan mijaKpeciIromTh,
IO COIiaJIbHI B3a€MOJIii y KOMIT'IOTEPHUX irpaX MOXYTb
MaTy 3HAYHWH TO3UTHBHHUN BIUIMB Ha pealibHE >KUTTH,
CHPUSIOYN Colliami3alii, pO3BUTKY HaBHYOK, Oi3HECY Ta
MOOYI0B1 peaTbHIX COIiaIbHUX 3B'SI3KIB Ta BiTHOCHH Ha
PI3HUX PIBHAX CYCIITHHOTO KHUTTS.

[lo cTOoCyeTbCsl NMPHKIAIIB HEraTUBHOIO BIUIMBY
KpOCpealbHICHOI B3a€MOil, TO, HANpPUKIAA, 1HOMIL
KOH(DTIKTH MK TUIBIISIMU 200 BCEPEIUHI HUX Y BEIUKHUX
0araToKOpUCTYBalbKHX Irpax MEepexo[sTh Yy peajbHUii
cBiT. ['paBili MOXYTh PO3PUBATH JPYXKHI CTOCYHKH Yepe3
3pajay abo HE3roIy B I'Pi, IO CIIPHYUHSIE CUITbHI eMOIIIHHI
peaxiiii i BTpary peaJlbHUX MIXKOCOOUCTICHUX BiJIHOCHH.
3aranoM, BIigUYTTS JeNpHBallii JIETKO OTPUMATH B
KOMIT TOTEPHUX irpax, 0COOJIMBO KOJIM BH Iporpaere, abo
BTPAYa€Te PECYPCH, IPY3iB TOLIO.

Y kibepCIopTHBHUX TUCIHILTIHAX, 1€ YTBOPIOIOTHCS
KOMaHIM, KOH(DIIKTH MDK WIEHAMH KOMaHAW MOXYTh
BIUIMBATH Ha Tmpodeciiiai B3aemuHu. Hampukmnan,
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KOH(QJIIKTH MiX BIJIOMAMH I'PABLSIMH MOXKYTh TPU3BOANTH
JI0 PO3MYCKy KOMaHIHW, BTpaTH CIIOHCOPIB a00 HaBITh
BTparu npodeciiinoi penyrauii. L{e BruimBae Ha kap’epy
1 B3a€EMOIII0 TpaBLiB Yy pEaJbHOMY CBIiTi, OCKIJIbKH
KibepcropT € 11t HuX Npo(eciifHO0 AiSIBHICTIO.

OnHKM i3 cepHO3HMX BUIIAIKIB IEpEX0y KOH(IIKTIB
y peanbHe JKUTTS €, TaKk 3BaHUH «swatting» (aHIuL.
SWAT — Special Weapons Attack Team, mrypmoBa
Tpyma 3i CrerialbHUM 030pOEHHSAM) — KOJH TPaBIli, B
XOIIl CyTepedoK abo 3 MOMCTH, BHKJIHKAIOTHh TONIIIO 3
XHOHUM ITOBIZJOMJIEHHAM IIpo 3arposy. byBamu Bumanku
SIK TTOJIOHU IHIIUACHT MPHU3BIB 10 (PaTATBLHOIO BUITAJKY,
KOJTH TTOJIIiSl TIOMIJIKOBO MPHIXaa 3a XUOHOK apecoro
yepe3 KOH(ITIKT, 110 [TOYaBCsl B OHJIAMH-TPI.

KpiM TOro, KoMIr'roTepHi irpu L Iepur 3a Bce
MIPOAYKT JIFOACHKOI JIiSUIBHOCTI, TOOTO X pPO3pOOKOIO
Ta KOMEpIliai3aIli€ro 3aliMaroTbCs IrpoOBI  KOMITaHii
Ta PO3pPOOHHKH, IIO JONAE IIe ¥ M0 JIAHKY CYO €KTIB
KOMyHiKamii. SIkmo rpa He Bmamacs, ab0 Mae TeBHI
HE/IONIKA SIKi HETaTHMBHO MO3HAYAIOTHCS Ha ITPOBOMY
JOCBiJIi TpaBIiB, a00 HABIAKH, BOHU MOXYTH BIUIMHYTH
HampsAMy Ha peajbHO ICHYIOYl KOMMaHii, Bcymeped
npoOiieMi BIPTYaJIbHOTO CBiTy MOOYTOBAaHOTO HHUMH.
Jlono xoMmnaHiii po3pOOHUKIB B TAKOMY BHIAJKYy YacTO
BUPINIYIOTh TpPaBIl, 3a JOMNOMOIOI0 NPUAOAHHS irop,
a00 CTBOPCHHS PEIICH3IM, 10 BIUTUBAIOTH HA MPOAAXKI, a
OTXKeE 1 Ha ycmix KoMmaHiil. [{e Takox € IeBHUM BUXOIOM
pe3ynbrary BipTyalbHOI B3aeMonii 3a MeXi TIpu Ta
BHYTPIITHBOIrPOBHUX B3a€MHH.

Orxe, CIIUPAIOYMCH HA CUMYJIATHBHY IPUPOAY irop
1 3a3HayeHi BHIIE HPHKIAIH MOXEMO CTBEpPIXKYBAaTH,
oo edeKT AMDKATATI3AMmIi COMiaTbHIX KOMYHIKAIi B
KOMIT FOTEPHHX irpaX Ma€ JOBOJIi BHpa3Hi MPOSBU TPH
B3a€MO/Ii1 BIpTyaIbHUX ITPOBUX CEPEIOBHUIIL TA PEATHHOTO
cBiTy. BuBueHHS AupKuTai3aIlii (PeHOMEHY COlliadbHUX
KOMYHIKaI[iil y KOMIT'FOTEPHUX irpax J03BOJISE BUSIBUTH
SIK TIO3UTHBHI, TaK 1 HEraTHBHI HACIKU I[LOTO POIIECY.
Cepes NO3UTHBHUX aCHEKTIB MOXKHA BUILTUTH 3MIITHEHHS
COLIIAJIbHUX 3B’S3KIB, PO3MIUPEHHS MDKKYJIBTYPHOTO
0oOMiHY, pO3BHUTOK HABHYOK CIIBIIpAIl, JiJepcTBa Ta
KpeaTHBHOTO MHUCJIEHHs. [ paBIli OTpUMYIOTH MOXKIIMBICTb
(hopMyBaTH HOBI COIiaNIbHI 3B’ SI3KU Ta BITHOCHHH, OpaTH
y4acTh y KOJNCKTHBHHUX IrPOBUX IIPOEKTax Ta JOJNATH
KynsTypHi Oap’epu. Le cipusie cTBOpeHHIO i 30epekeHHIO
BipTyaJbHUX CIIUTBHOT, SIKi MOYKYTh BIUTUBATH Ha peasibHi
colianbHi MPOIIECH.

3 iHImOro OOKy, ICHYIOTh 1 HETaTHBHI acCIEKTH,
sKi BapToO BpaxoByBaTW. HaamipHa IUIKUTAII3ALlsN
KOMYHIKaI[iii MOXe TPHU3BOIUTH JIO 130JsM1ii OKpeMHuX
IpaBIliB, 3aJCKHOCTI Bl BIPTyaJlbHOTO CEPEIOBHIIA,
MOPYILEHHS COLAJIbHUX HOpM a00 HaBITh BUHUKHECHHS
KOHQUIIKTIB y peangbHOMY *uTTi. Kpim Toro, BipTyasbHi
iIrpH  MOXYTb BHKIMKAaTH e(eKkT 3HeoCOOJeHHS Ta
mocnabiIeHHs peajbHHX COIialbHUX 3B s3KiB. Lle
BUMarae MOJAJIBIIMX JOCHIKEHb, CIPSIMOBAHHX Ha
pO3po0OKy €THYHHX HOPM Ta MEXaHi3MiB peryIIOBaHHS
BipTyaTbHUX KOMYHIKaITii.
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Komm’toTepHi irpy 3MIiHIOIOTh TPAJMILIHI YSBICHHS
PO KOMYHIKAIliF0, OCKUIBKH TPaBIli, SIKI B3a€EMOJIIOTh
y BIPTyaJIbHUX CEPEIOBHIIAX, YaCTO BUKOPHUCTOBYIOThH
IHCTPYMEHTH JIUKUTANI3AMl JUIS KOOpIWHAIIL JTiid,
cmiBrpari abo 3maraHHsa. BipryansHi miatdopmu
3a0e3MeUy0Th MEXaHI3MH [UIi MHTTEBOTO 3B'S3KY, IO
CTBOPIOE HOBi (DOPMH COIIATBHUX KOMYHIKAIli, sKi
MOXYTh HEPEHOCHTHCS W y peaJbHe CepelOBHIIC.
BuxopuctanHs BIpTyaJlbHUX irop SK  COIIabHIX
m1atpopM 3MIHIOE B3aEMOII0 Ha PIBHI CHUTBHOT i
KyJIBTYPHUX IPAKTHK, COPHAIOUH PO3BUTKY IeHMEPChKIX
CyOKyJBTYp 1 HU(PPOBUX CIIIIHHOT.

Irpu  dopMyrOTh HOBI  COIalibHI  CTPYKTYpH,
BKJIIOYAIOYM CTBOPEHHS 1€papXiif, TPyHOBUX HOPM 1
KyJABTYPHUX TpaJullii y BipTyalbHUX CHUIBHOTAX.
IrpoBuii mpocTip CTUMYIIOE CIIBIPAIIO i KOHKYPEHIIIIO,
SIKI MOXYTb BIUIMBaTH Ha peajbHI COLaJbHI HaBHYKH
rpaBmiB. J{oCIiKEHHS TOKa3yIOTh, IO TaKi KOMYHIKaIii
CIpusAOTh (HOPMYBAHHIO MIIIHUX COIIaIbHUX 3B'S3KiB,
[0 YacTO TPOJOBXKYIOTBCS 1 B peanbHOMY CBiTi. T.
Teiinop, 30Kpema, JOCTIIKYBaB, SK irpH CTBOPIOIOTH
MOXJIMBOCTI JUISI COIIajNbHOI B3a€MOMil, A€ TpaBIli
(hopMyrOTh IpysKHI Ta mpodeciiiti 3B'sI13KU, PO3POOIIAIOTH
cTparerii cmiBmpani a0o HaBINakW, BCTYNAOTh Y
KOHQIIKTHI B3aeMofii. BiH Takox MiJKpeciOBas,
IO COIialibHI 3B’SI3KM, SIKI (POPMYIOTHCSI B IrpDOBOMY
MIPOCTOPi, MOXYTh HPOJOBXKYBATH CBOE ICHYBaHHS 3a
MeXaMH TpH, nepexonsun B peanbHuil cBiT (Taylor,
20006).

VY minoMy, cMparoduch Ha JOCIIJKCHHS BILIHBY
ITPOBUX CEPEOBHII HA TIOOYIOBY iICHTHIHOCTI TPABIIiB
i GpopMyBaHHS COIIAIBHUX MEPEX, aKIEHTYEMO yBary
Ha TOMYy, IO IrpU CTadM HE JIMIIE IPOCTOPOM IS
po3Bar, ajie i BajJIMBHM COLIAJIBHHM CEPELOBHIIEM,
Jle TpaBIli MOXYTh OyayBaTH 3HAYyIli COIiaJbHi
BigHocuHHu. OJHAaK, ICHYIOTh 1 PHU3UKH, IOB’s3aHI 3
30JISI1i€F0 TPaBIiB a00 3aJISKHICTIO BiJi BIpTyaJbHOTO
CepeIoBUILA.

3arajoM, JOCHIJKEHHS  COLHaJIbHUX  aCIEKTiB
MoMyJIsIpHUX irop, Takux sik World of Warcraft, Dota 2 Ta
IHIINX 0araTOKOPHUCTYBALbKUX OHJIAHH-ITOp, MTOKA3yIOTh,
10 B3a€EMOIisl MK TPABISIMU BiIOYyBAa€ThCS HE JIMIIEC HA
piBHI irpoBUX 3amad, a ¥ GopMye peanbHi IpyxkHI abo
HaBITh IiTOBI BimHOCHHU. KibGepcmopT, Ak mpodeciitanii
HaTIpsIM, CTBOPIOE HOBHH (hopMaT COLiaTbHUX BiIHOCHH,
AKAA OXOIUTIOE TpEHepiB, KOMEHTAToOpiB, (QaHaTIB
Ta Oi3Hec. BzaeMomis, 10 BUHHUKAE Y BIPTyaJTbHUX
CEPEIOBUINAX, HE JIMIIC PO3IIMPIOE MEXKI COLiaIbHUX
KOMYHIKalliif, a i BIUIMBa€ Ha €KOHOMIYHI Ta KyJIbTypHI
TIPOLIECH.

IrpoBi MexaHiKH, 1110 32CTOCOBYIOTHCS Y BIpTYaJIbHUX

CepeloBUINAX, BIUIMBAIOTH Ha CTBOPEHHS HOBHX
comianbHUX HOpM 1 (opm moBeminku. IeiiMidikarmis
SK  €JIEMEHT JAWDKUTaNi3alii  MOXe  BUCTYIATH
KaTali3aTopoM COIIalbHUX 3MiH, 30KpeMa depe3

MeXaHi3MH Haropo/pKEHH, CIIBIpaIl Ta KOHKYPEHII y
BipTyalbHUX CIIJIBHOTAX.
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BucHoBKHU.

TeopernuHy  OCHOBY
CKJIQIal0Th HACTYITHI OHSATTS:

PeanpHe — 1e Bce, mo icHye (i3MYHO 1 MOXKE
OyTH CHpHIHATE 3a JOIIOMOTOI0 OpraHiB YyTTS, MaTH
00’eKTHBHI 3ac00M BUMUPIOBaHHS a00 MaTtu 00’ €KTUBHE
ICHYBaHHS y BUDIAII HOPM, IIIHHOCTEH, BiTHOCHH Ta
IHCTHUTYTIB, SIKi BIUIMBAIOTh Ha TIOBEAIHKY JIOACH Ta
CTPYKTypyBaHHS CyCIJIbCTBA (COIiabHA PEabHICTD);

Biptyansne — 1ie ¢popmy icCHyBaHHS 00’ €KTIB 1 SIBHIII,
SKi He MalOTh MarepiaJibHOI OCHOBU B peajlbHOMY CBITi,
aye ICHYIOTh y LM(POBiH, CUMYJSTHBHIN abo0 ysBHiil
opmi;

Jumkuranizaiiss e — Mpolec 3 OIudpyBaHHS,
NIEPETBOPEHHS aHAIIOTOBUX JIaHUX y U(PoBY (opmy;

CouianpHa KOMYyHIKamis — MpPOLEC COIMIaIbHOL
iHTepakuii, oOMiHy, Tepeaadi, BHpOOJEHHS Ta
BIITBOPCHHS CMUCIIIB, 3a JOIIOMOTOK) KOTHITUBHUX,
KOHATHBHHX Ta €MOTHBHHMX CHMBOJIB Yy BIpTyaJbHOMY
CEPEeIOBUIII MK COLlIaTbHUMH aKTOPaMU;

ComianpHi akTOpH — II€ IHAWBIOH, TPymu abo
opranizarlii, siKi B3a€EMOMIIOTh MiX CO00I0, BUKOHYIOTh
MEBHI PO Ta BIUIMBAIOTh HAa (POPMYBAHHS COLIAIBHHX
HPOLIECIB 1 CTPYKTYP.

Ilin KOMIT'IOTEPHOIO TIPOK  PO3YMIEMO:  TO-
mepiie, Moje TileppeanibHAX COIIaTbHUX B3AEMOIIN
Ta BIIHOCHH, IO BigoOpaXkae peasbHi COLiaJIBHI
B3a€MOJIiT Ta BITHOCHHH 1 iepea0adae BUKOHAHHS MEBHOT
TUSUTBHOCTI CY0’€KTaMH I[LOTO TIPOCTOPY, a TAaKOXK ICHYE
3aBISKH  CICIIalbHOMY OOJaTHAaHHIO, HEOOXiTHOMY
JUIA  OpraHizailii irpoBOTO TpOIECYy 1 BHUKOHAHHS
MIeBHUX ITPOBUX Jilf, II0 BIMAararOThCS BiJ TPaBIls; MO-
JIpyre — KaTalli3aTop KpOCCpealbHICHOI B3aeMOMIl Mix
BipTyaJbHIUMH CBITaMH Ta PEATbHICTIO.

Crnenudika eTamy AUDKATAI3AIT Y KOMIT FOTEPHUX
irpax  moJjsrae B TpaHcopmamii  couianbHUX
KOMYHIKaliii uepe3 ouudpyBaHHs 1 MepeHECEHHs
B3aeMozii y BipTyanbHe cepenoBuiie. lLleit mporec
BKIJIIOYAaE B cebe: PO3LIMPEHHS MEX COLiaJIbHOI
B3a€MOJII, a/Ke IWDKUTAII3aIis JJO3BOJISE TPABISIM
B3a€EMOIISITH HE3aJEKHO Bif IXHBOrO reorpadigyHoro
MTOJIOKEHHS 1 CTBOPIOBATH IT00ATBHI ITPOBI CIIITBHOTH;
HOBI (OpPMH COMialbHUX 3B’S3KIB Ta BIAHOCHH,
TOOTO irpm craloTh MmiIarGopMoi0 It (OpPMYyBaHHS
IICHTUYHOCT1, CYOKYNBTYp Ta €KOHOMIYHHUX MOJEIeH,
AKi ICHYIOTB JIMIIE y BipTyaJdbHUX CBiTax; redmidikaris
COLIaIbHOTO JKUTTS, IO MPOSBISAETHCS Y MOMIUBOCTI

HAIIOTO  JOCHIIKEHHS

BIBNIIONrPA®IYHI MOCUJTAHHSA

HOBI MEXaHI3MH B3a€MOJil, AKi 37aTHi
comiajbHy MOBEMIHKY I103a IIPOBHM

irop BBOJUTH
BIUIMBAaTH Ha
CEepElIOBUILEM.

CouianbHi KOMyHiKalii B KOMIT'IOTEPHHX irpax
MaroTh II€BHI YHIKaJIbHI OCOOIMBOCTI: IHTEPaKTHBHICTB,
aJDKe IpaBLi B3aEMOJIIOTh Y PealbHOMY 4Yaci, IO CIPHSE
MIBUIIKIA KOOPAWMHAINT Ta aJanTallii; KPOCKYIBTypHICTD,
K 3MaTHICT irop o0 €IHIOBaTH IONEH 3 pI3HUX
KpalH, JO3BOJISIOYM 1M OOMIHIOBAaTHCS KYJIBTYPHUMH
MpaKTUKAaMH;, CHUMYISTHBHICTH — OUIBIIICTE  irop
CHUMYJIIOIOTh COITiaJIbHI CHTYaIlii, SIKi MOKYTh BILTUBATH
Ha peayibHe JKUTTS; (POPMYBaHHS 1IEHTUYHOCTI, SIKE Ma€e
NPOSIB Y CTBOPEHHI TIPaBISIMK aBarapiB, SIKi MOXYTb
BiZioOpaxkaTH peasbHi abo ysBHI OCOOHCTICHI SIKOCTI, 1110
BILUIMBA€E Ha IXHIH COIaJbHUII CTAaTyC y BIpTyaJIbHOMY i
pealbHOMY CEpe/IOBHINAX; PO3BUTOK HOBUX COIIaIbHUX
potei, sIKi 37aTHI BIUTMBATH HA peasibHi HABUYKU I'PaBIiB
a00 1X caMOCIIPUIHATTL.

[porec ammxuTamizamii comiamTbHIX KOMYHIKAITiit
B KOMII IOTEPHHUX irpax CTBOPIOE MEBHI THUIHM B3a€MOIiit
MDX peaqbHIM Ta BipTyaIbHUM.

MokeMoO cmocTepiraTé MeBHY iAeHTH]IKamiiHy
B3aEMOJIII0, aJKe TpaBlli BHKOPHCTOBYIOTH aBaTapu
JUIsl CAMOBUP@XKEHHS, 1 III 00pa3u MOXKYTh BIUIMBATH Ha
TXHIO CaMOOI[IHKY, MMOBEIIHKY Ta COIliaJbHI 3B’SI3KUA Y
peasbHOMY KHTTI.

ExoHOMIYHA B3a€EMOJisl TakoX NPHUCYTHS y IIbOMY
BUNAJKY, @Ke  TOPIiBIs  BHYTPIIIHBOIIPOBUMH
pecypcaMu 4acTo MEPEeHOCHUTHCS B PEabHUM CBIT Yepe3
CTBOPEHHS IUIaT(HOPM JUIs IPOIAXKY iIrPOBHX MPEIMETIB.

KynprypHa B3aEMOJIIS 3a0e31euyeThCs
KOMIT'FOTEpHUMH irpaMH 1 Mae TposB B 0OMiHI
KYJIBTYPHHUMH €JIEMEHTaMH, 10 cIpusie (HOpPMYBaHHIO
HOBHX TPaJHIi{ Ta CyOKyIbTYp (HapHKIaI, reiiMepchKka
KYJIBTYpa).

CouianbHuii THI B3a€MOJIT niepedadae CTBOPEHHS
IrPOBUX CITUIBHOT, SIKI OPraHi30BYIOTh OJ1aro/iiHi 3axX0qu
a00 MiATPUMYIOTh OJJHE OTHOTO B PEATLHOMY JKHUTTI.

Jyxe BaXJIMBUM THIOM TakoX € Tpodeciiina
B3a€EMOIisI, aJUKE HAa OCHOBI 3MaraHb y BIpTyaJbHOMY
MIPOCTOP1 KOMIT IOTEPHUX irop 3’ sIBUBCS TAKUI HAITPSIMOK
MpoQecifHOT0 PO3BUTKY SK KiOepcropT, IO 3 TEeBHOT
emrTapHoi GOopMH 3aWHATOCTI Ta IHTEPECYy IMEePETBOPUBCS
Ha MacoBWi mpodeciiHmi HampsAMOK Ta (EeHOMEH, 10
00’emHAB BIpTyadbHI IrpoBI HABUYKA 3 pPEaTbHUMHU
COLIIaIbHUMH Ta €KOHOMIYHHUMH BiZIHOCHHAMH, a TaKOX
0araTbox JIIO/Iel B yChOMY CBiTi.
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