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MHHYJIE, CbOI'OJEHHS, MAMBYTHE ITPOBOI IHAYCTPIi

IrpoBa iHIyCTpist 3aMMIIAETECS OTHIEI0 3 HAMTMHAMIYHIIINX cep CyIacHOi KyJIbTYypH Ta eKOHOMIKH. 3 MOMEHTY TIOSIBH
nepmux Bigeoirop y 70-x pokax, BOHa IPOWIUIA IUIAX Bifl MPOCTUX apKagHUX irop A0 CKIAIHUX IHTEpaKTUBHUX CBITIB i3
nepeoBUMH TexHouorisiMu. ChOro/IHI 1ie 6araToMuIbsIp/Ha Tally3b, SIKa 00'€IHYE MUCTEIITBO, HAYKY i TEXHOJIOTII.

[Mpocrexxumo nuIsX, SIKMH NPOWILIA irpoBa IHAYCTPIsl, BiZl CBOIX MPOCTUX BUTOKIB 0 CKJIaJHUX IMEPCHUBHUX JOCBIJIIB,
sIKi MaeMo cborojHi. [louarok irpoBoi iHxycTpil mpunagae Ha 70-Ti pOKH, KOJIHX 3'SIBUIIMCS MEPIIi apKaaHi irpH, Taki sik Pong
(1972). YV 80-x pokax MOMyJISIPHICTh OTpHMAaJIX JTOMAIlHI KoHcouli, Hanpukinaxa, Nintendo Entertainment System (NES), mio
3po0MWII0 BiZIEOIrpy JOCTYIHUMHM JUIsl IIMPOKOi ayzauTopii. 90-Ti poku cTasy NepiofoM 3HaYHOTO TEXHIYHOTO MPOTrpecy.
Iepexin mo 3D-rpadikm, mosBa Takux KIacHIHHX irop, ssk Doom (1993) i Final Fantasy VII (1997), 3aknanu ¢pyamamesnt
JUTA CyJacHUX ITPOBHUX CTaHAAPTIB.

Ha cporomHi irpu crajay YaCTHHOO ITOBCSKACHHOTO JKUTTS MUTBIOHIB JTr01eil. BOHN BUKOPHUCTOBYIOTECS HE JIUIIE UL
po3Bar, a if JuIs OCBIiTH, TPEHYBaHb 1 HaBiTh Teparrii. Jocmimkenns [1, 2, 3] m0BOANUTH, MO iTPH MOXKYTH CTATH e(EKTUBHAM
IHCTPYMEHTOM U TOKPAIIEHHS IICUXIYHOTO 3T0POB'S.

[HHOBAMIT y Tpadili, ITyIHOMY iHTEJTIEKTi Ta TeHMI3aiiHi JO3BOJISIOTH CTBOPIOBATH iTPH 3 PEaTiCTUIHOIO Tpadikoro Ta
CKIamHuMH crokeTamu. Hanpukiaz, BipryanbHa peanbhicts (Virtual reality, VR) i momoBHeHa peanphicts (Augmented
reality, AR) BigKpWBarOTh HOBI TOPHU3OHTH MJs IHTEPAKTUBHOTO MAOCBimy. JlOMOBHEHA pPEaNbHICTh Ma€ MOTEHIAN
KapIMHAJILHO 3MIHUTH OCBITHIH mponec. 3aBsIKH IHTEPAaKTHBHOCTI B PEXXUMI PEaIbHOTO 4acy, Pi3HOMaHITHUM (opMaram
Bi3yastizailii Ta moegHaHHO (Hi3MYHOTO Ta IU(PPOBOro CBITiB, AR BiKprBae HOBI TOPU30HTH JIJIs BUKJIAJaHHS Ta HABYAHHS,
po6JIsTuH X OLIBII 3aXOILTIOIYNME Ta eekTuBHEMH [4, 5, 6].

[HTEepHET M03BOJIMB PO3BUBATH OHJIAWHIIPU Ta MacoBi OaratokopucryBaibki npoektu (World of Warcraft, Fortnite).
[ostBa muraTdopm st MOOLTEHUX irop, TakuX K App Store Ta Google Play, 3po6miia Bieoirpu TOCTYITHUMH IS MUTBSIPIIIB
moneir. CTAaHOM Ha CHOTOJIHI BiICOITPH € OJHUM 13 HAUOUIBIIAX CETMEHTIB PO3BaXKaIbHOI 1HIYCTPii.

I'paBmi MaroTe OOCTYH A0 IOTUPOKOTO CIHEKTpa JKaHPiB, BiJ KIACHYHUX IDIATQOpPMEpiB 1 CTpaTeridi 1o
OaratoxopucTyBanbkux oHJaiH-irop (MMORPGQG) Ta ingi-npoekTiB. [HIi-irpy, sSKi CTBOPIOIOTHCS HEBEIHMKUMHU KOMaHIaAMH
a00 HaBITh OKPEMUMH PO3POOHUKAMH, HAOYIIH TOMYJLIPHOCTI 3aBIsAKH maTdopmam, ssk-oT Steam i Epic Games Store. Bonn
JIO3BOJISIIOTH €KCIICPUMEHTYBATH 3 TEUMILICEM 1 CIOKETaMH.

Inayctpis Bineoirop mepexuBae enoxy TpaHcdopmailii, 3yMOBJIEHY CTPIMKMM PO3BHTKOM TEXHOJOTiH. MoOinbHUIA
TeWMIHT, 3aBJSIKH CBOIH TOCTYIIHOCTI, 3aXOIHB MUJTbIOHY I'PaBIIiB 0 BChOMY CBiTy. KiGepcropT cTaB He IPOCTO PO3BArolo,
a TOBHOIIIHHOI TpodeciiiHo0 cdeporo 3 Belnue3HHMMHU NPU30BUMH (OHAAMHU Ta MUIbHOHAMH IsAaviB. XMapHi irpu
CTHPAIOTh MEXI MK IIaTGOpMaMH, JTO3BOJIIOUM 3allyCKaTH BUMOTJIMBI IIPOEKTH Ha OynIb-IKOMY IpucTpoi. MeraBcecBirt,
110 TIOEJTHYE IrpH, COLiaTbHI MEPEXi Ta BIPTYaJIbHY pealbHICTh, cTae JNeaaini nomyssipHimmM. LITydHuii iHTEeIeKT, y CBOO
4epry, poOHTh IrpOBU TOCBIJI OUIBII peaiCTHYHUM Ta aJJalITUBHUM.
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