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BIPTYAJIBHE MOAEJIIOBAHHSA I ITAM’ATb: SIK BIJEOIT'PU 3BEPITAIOTH
MAM’SITh IIPO 3HAVMOMI ®I3UYHI IPOCTOPH

Crarrs npucesueHa (eHOMEHY BiZI€OITOp SIK IHCTPYMEHTY 30epeKeHHs TaM’sITi Mpo peanbHi MicIl. 3aBasKu
TEXHOJIOTISIM TPUBHMIPHOTO MOJICNIIOBaHHS, (oTorpamMmeTpii Ta iHIIMM [UPPOBUM METOIaM CydacHi BiJeoirpu
BIITBOPIOIOTH JIOKAIii, IO ICHYIOTh y PeajbHOMY JKHTTI, apXiTeKTypy ¥ iHIII eJIeMEHTH MarepiaibHOI KYIbTypH.
VY Garatpox BUTAJKax 00 €KTH ¥ MPOCTOPH MEPEHOCATHCS Y BIPTYaIbHHUI CBIT 13 BEMHMKOIO J0j1€i0 ToyHOCTI. Lle
JI03BOJISIE BUKOPUCTOBYBATH TPUBHUMIPHI KOIII1 SIK BipTyanbHI apXiBH Ta JUKepesna mam STi PO TOMOHIMIKY, SKa I
BIUTMBOM PI3HUX YMHHHUKIB PEAIFHOTO CBITY BUI03MIHIOETHCS 200 i3 4acOM 3HHUKAE.

VY cTarTi po3MIAAAI0THCS MPUKIAIN BIIEOITOp, IO MPAIIOIOTh 13 TEMOIO ICTOPHYHOT a00 TOMOHIMIYHOT TTaM’STi.
3okpema Bijieorpa “Assassin’s Creed Unity”, e 3 BENMKOIO TOYHICTIO BiITBOPEHA MPABIOTIONi0HA MOJIEIb CEPETHBO-
BiuHoTO [lapmka pasom i3 neranbHOIO Komiero codopy Ilapusbkoi boromarepi. Marepianu miei Bizeorpu y 2019 p.
Oynu BUKOPHUCTaHI JUIsl BIATBOPEHHS PeabHOTO cOO0pY, IO MOCTPpaXaaB Bijl noxkexi. Cepist irop BiJ yKpaiHChKHX
PO3poOHHKIB, 110 BinOyBaeThes B anmbTepHartuBHIN 3oHi BimuyxenHs, “S.T.A.L.K.E.R.”, BukopucroBye peanbhi
apXiTeKkTypHi 00’ ekt YOpHOOMIBCHKOI 30HH, THM CaMHM 30epirae ysBJIEHHS MPo Hei y BipTyaJbHOMY MPOCTOPI.
Jesxi irpoBi JoKartii mi€el cepii po3MIMPIOIOTh KOHIICTIIIII0 30epeKeHHS JaeKO 38 MEKi YMOBHOT 30HU BiIIYKECHHS
1 MOZIENIOIOTH HABITh APXITEKTYpY, 110 3HKKAE, MicTa Kuepa.

Bigeoirpu iHOII HABMHCHO 3MIHIOIOTH peajbHI MPOCTOPH 3apajayl irpoBOi AWHAMIKH, aje 30epiraroTh aHTypax
1 ySIBIIEHHS TIPO MicCIisl, IKI MOXKYTb 3MIHUTHCS a00 3HUKHYTH. Lleit Gamanc M peaicTHYHICTIO Ta irpOBUM JH3aii-
HOM JIO3BOJISIE BiICOITpaM CTaTH BRXKIMBUMH IHCTPYMEHTAMH 30epeKeHHS Ta MOMYISPU3alii KyJIBTYpHOI CTIa/IIH-
HY. BOoHM He TiNbKHM 3HAHOMIISITH MIMPOKE KOJIO JIONEH 3 ICTOPUYHUMH MICISIMK, @ ¥ CIIPUSIOTH 1X BUBUYCHHIO 3a
JIOTIOMOTO10 1HTEPAKTUBHUX TEXHOJOT1H.
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VIRTUAL MODELING AND MEMORY: HOW VIDEO GAMES PRESERVE
THE MEMORY OF VANISHING PHYSICAL SPACES

This article explores the phenomenon of video games as a tool for preserving the memory of real-world places.
Through the use of 3D modeling, photogrammetry, and other digital techniques, modern video games recreate real-
life locations, architecture, and other elements of material culture with a high degree of accuracy. In many cases,
these spaces and objects are transferred into virtual worlds in ways that allow them to serve as virtual archives —
preserving knowledge and memory of toponymy that may be altered or lost over time due to various real-world
factors.

The article discusses both international and Ukrainian examples of video games that engage with historical
or topographic memory. In particular, it analyzes Assassin’s Creed Unity, a game that features a highly realistic
reconstruction of medieval Paris, including a detailed model of the Notre-Dame Cathedral. Notably, assets from
this game were used in the restoration efforts of the real cathedral after the 2019 fire. The Ukrainian game series
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S.TA.L.K.E.R.,which is set in an alternative version of the Chernobyl Exclusion Zone, incorporates real architectural
elements from the area, thereby preserving representations of it within virtual space. Some game locations even
extend beyond the boundaries of the Exclusion Zone and digitally reconstruct endangered urban architecture from

Kyiv.

While video games may deliberately alter real spaces for the sake of gameplay dynamics, they often preserve
the atmosphere and sense of place associated with those locations. This balance between realism and game design
enables video games to serve as powerful tools for the preservation and popularization of cultural heritage. Not
only do they introduce broad audiences to historical sites, but they also promote their study through interactive

technologies.

Key words: video games, virtual world, 3D modeling, memory.

Beryn. Y cydyacHOMY CBITI Biieoirpu He JuIle
pO3BaXawTh, ajie i 30epiraroTh YSABICHHA MpPO
(bi13nYHMI TPOCTIp, 110 3MIHIOETHCS Ta 3HUKAE. SIK
MyJbTUMEIMHA 1 1HTepaKTUBHA (pOpMa TBOPUOTO
CaMOBHUPaXXEHHS B1/1€0IrPHU TICHO OB’ s13aH1 3 MOJIe-
JIOBAaHHSM BIPTyaJIbHUX ITPOBUX IMPOCTOPIB, IO
Jy’Ke 9acTo 0a3yl0ThCs HAa PeaJIbHUX MPOTOTHIIAX.
3aBISKH CyYyaCHUM TEXHOJIOTISIM TPUBUMIPHOTO
MOJICTIIOBAaHHS BOHM 37aTHI BIJITBOPIOBAaTH TaKi
IIPOCTOPHU 3 JIy’KE€ BHCOKOI JOJICIO IPaBIONOAI0-
HocTi. PO3poOHMKHM BiZIeOirop y CTBOpEHHI BipTY-
aJbHUX MOJIEJIEH ITPOBUX CBITIB MOXKYTb HE JIMIIE
CIMpaTHCs Ha peanbHy reorpadito, aje il mepe-
HOCUTH Yy TPHUBUMIPHUN MpOCTIp KOIii cIpaBs-
KHIX apXITEeKTypHUX a00 HPUPOTHUX 00 EKTIB.
Hanpukinazn, texHonoris ¢gororpammerpii, ska He
TaK JIaBHO II0Yaja aKTHBHO BHMKOPHCTOBYBATHUCH
y po3po0IIi BiZICOIrop, 103BOJISIE OTPUMYBATH JTyKE
TOYHI TPUBUMIPHI CKaH-KOIIIi CIIpaBXHiX 00’ €KTIB
1 pO3MIILLYBATH iX Y IPOCTOPI B1I€OTPH, TUM CAMHUM
3HAYHO ITiIBUIIYBATH JOCTOBIPHICTh BIPTYyaJIbHOTO
OTOYEHHS.

Ockinbku Bieorpa sik opma TBOPUOCTI MOXKE
CYTTEBO CIIUPATUCS Ha CIOKETHUH CKIIAJHUK,
NOB’s13aHUM 13 KOHQIIKTaMM Ta mpolieMamu
peanbHOro CBITY, MPaBIONOAIOHICTH MPOCTOPY,
y KoMy BiZOyBaeTbcsl irpoBuil mporec, HaOyBae
0COOJIMBOrO 3HAYEHHA. Y TakoMy pasl BipTyasb-
HUIl CBIT BiAIrpa€e Taky X pojib, K peasiCTUYHI
JieKopalii B KIHOBUPOOHUIITBI YU MEPEKOHIUBUI
OMmHC Yacy W Micus Ajisl JITEpaTypHOTO TBODY.
Bineoirpu 4yacto cTaroTh CBOEPITHUM «BIpTYyasb-
HUM apXiBOM» peaJbHUX MiCllb, apXITEKTYPHHUX
00’€KkTiB 200 X HaBITh IUJIUX ICTOPUYHUX emoX. [le
JI03BOJIsIE 30epiraT 3HaHHS Ta TTaM’ATh PO MICIIS,
SIK1 111 BILIMBOM 4acy YM IHIIMX YMHHUKIB BTpa-
YaloThCsl a00 3MIHIOIOTHCS JI0 HEBII3HABAHOCTI
(Alcindo, 2022, c. 865-883).

SIckpaBUM TNPHUKIAJOM KOPUCHOTO 30epiraHHs
nam’sTi y ¢opmari Bieorpu € cepis Assassin’s
Creed, pospobnena (paHIy3bKOIO  CTYHI€IO
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“Ubisoft”. Iloxii xokHOT TpHW wi€i cepii mopasy
pPO3ropTarOThCsl B PI3HUX ICTOPUYHMX €IO0XaX,
Jie TpaBLIEBI HANAETbCs IIMPOKa CBOOOAA mepe-
CyBaHHs Ta B3aeMofii 3 oroueHHsM (Di Mascio,
2020, c. 125-143). Tak, Bimeorpa ‘“Assassin’s
Creed Unity”, mo Buiinma y 2014 p., no3Boise
IpaBLEBl JOCIIKYBaTH BIpTyalbHUN cepeaHbO-
BiuHui [lapux, skuid, Xou 1 He BIATBOPIOE TOYHI
HporopLii MicTa IOBHOIO MIpOIO, MICTUTh Oararo
MoJiesIel peabHUX apXiTeKTYpHHUX 00’ €KTiB. Bine-
orpa craja BaXJIMBUM JpKepesoM iHdopmamii mija
yac pecraBpauii cobopy Ilapusskoi boromarepi,
10 TIOCTpaXkaB Bix mokexi y 2019 p.

Hocnignuk Bigeoirop benxamin XaHyccek
y crarti «l{udposi irpu ans 30epekeHHs Mare-
plaibHOT CHAAIUMHUY pO3MIAJAE BUNANOK 13
pectaBpamiero cobopy Ta 3a3Hayae: «Komanma
XynoxHHKIB 1 ausaitHepiB Ubisoft mparroBana
HaJl YIPOBAKEHHAM HU(POBOI MOJeIi B pyIIiid
rpy, MPUAUIIA yBary HaWapiOHIIMM JeTa-
JSIM — SIK-OT BITpaXki, CKYJBNTYpH Ta 3arajbHa
arMocdepa cobopy. Bonu nparuyiu MakcuMalibHO
TOYHO BIATBOPUTH SK 1HTEp €p, TaK 1 eKCTep’ ep
cobopy ITapuswkoi boromarepi <...>» (Hanussek,
2024, c. 3). Xynoxuuus xomanau Ubisoft, sxa
Opana ydactp y po3poOneHHi Assassin’s Creed
Unity, Kaponin Mise, nmonan aBa poku BHBYAja
JeTani cobopy i 3abe3neyeHHs] TOYHOCTI Bip-
TyanpHOI Mozeni. Ii poGoTa cTama BaKITHBHM
JIOTIOBHEHHM 110 npani icropuka Exnapro Tanona,
KU 3p0OMB Jla3epHY CKaH-KOIiI0 cOoOOpy IIe 110
roxkexxi. [{ux JaHuX BUCTAYUIIO JJIS TOTO, 100 Bif-
TBOPUTH cO00p y BUIVIS/I1, MAKCUMAJIbHO HaOIMOKe-
Homy 1o mouarkoBoro (Hanussek, 2024, c. 1-15).

Binmeorpa “Assassin’s Creed Unity” crana nep-
IO y CBOiH cepii, e rpaBellb Ma€ 3MOr'y JOCIi-
JUTH B1JIOMI apXITEKTypHI MaM’SITKU y OMU3bKUX
0 peasbHuX Macmtabax. HamparroBanus, 3po-
OneH1 KOMITaHI€0 IS 1i€l rpu, OyiIu TakoX Mi3-
Hillle BUKOPHUCTAHI JJs CTBOPEHHS OCBITHBOI
oe3xomToBHOT  Bimeorpu “Notre-Dame”, sxa



BHKOPHCTOBYE TEXHOJIOTII BIPTyajabHOI peaib-
HocTi. ['paBens B3aeMoi€ 13 TpoOI0 32 TI0IIOMOTOIO
VR-monoma, mo0 «mepeHecTUCh» Y BipTyalbHUI
npoctip. ['paBueBi NpornoHyeThCs B3ATH Ha cebe
pOTb TIOKEKHUKA H ypsTyBaTm coOOp Bil 3HH-
LICHHSI.

“Notre-Dame” Big Ubisoft € yHikKanbHUM TIpH-
KJIaJIOM TOTO, SIK PO3pOOHUK B1/1€0IT0Op 3MIr OCMUC-
JICHO BiJIpearyBaTy Ha TPUBOXKHY ITOJTiF0 3HUIIIEHHS
KyJIBTYPHOI CHAAIIMHUA. bBe3KomToBHE HaJaHHS
TpU 3 IHTEPAKTUBHOKIO IM(PPOBOIO pENpEe3eHTa-
1i€10 MIXKHAPOJIHO BU3HAHOI IaM’ITKH OYyJI0 TEIIo
cnpuiinsaTe rpomanckkictio (Hanussek, 2024, c. 5).

Orxe, po3pobHukm Assassin’s Creed Unity
HE JIMIIE JOMOMOINIM y BiITBOPEHHI coOOpy, aje
i «apXiByBaJIn» HOT0 BIpTyalbHY KOIIIO, sKa
JIOCTYITHA TPaBIIM y OyIb-sSKHW 4Yac 1 3aXHIleHa
Bij iznuHoTO 3HUIIEHHS. HUHI 11 MOXHa BUKOpHC-
TOBYBATH 1 SK JDKEPENO ICTOPUIHHX JOCIIKEHb,
1 IK IPOCTIp JUIsl BIpTyaJbHUX €KCKYpPCIH UM MpaK-
THUK CaMOCTIHHOTO «BipTyaJbHOTO TypHu3My». Bip-
TyaJbHUM ICTOPUYHUIN MPOCTIP CTAE, MO CyTl, Mai-
JTAHYMKOM JIJTSI TPH, Ha STKOMY MOKJIMBA peasTi3arlist
HaWpPi3HOMAHITHIIKX TeiMipiKaliiHUX MPaKTHK,
30KpeMa ¥ TMOB’S3aHUX 13 HABYAHHSIM 1 OCBITOIO
(Politopoulos, 2019, c. 317-323).

Irpu cepii Assassin’s Creed 1ikaBi Takox Mojie-
JFOBAHHSIM Pi3HUX MPUPOAHUX 30H. BoHM 103BO-
JISIOTh TPaBIeBI MOOYyBaTW B PI3HUX KyTOYKax
3eMHOI1 KyJi — BiJ] €ErUIETChKOT mycTen 10 bpurtan-
CBKHX OCTPOBIB, 31 CBO€IO crienudiuHor0 (roporo
Ta (ayHoro. AJe, Ha BiIMIHY BiJ OTPeOU TOUHOTO
MOJICITFOBaHHS PYKOTBOPHUX TPOCTOPIB 1 00’ €KTIB
(apxiTekTypu, mpeaMeTiB MOoOyTy, OSATy TOLIO),
CTBOPEHHS YITI3HABAHOTO NPHUPOJHOTO AHTYPAXKY
YacTO CIMPAETHCS HA aBTOMATU30BaHI aJITOPUTMH
rereparlii. MiHIHMBICTb 1 PI3HOMaHITHICTh TPHPO/I-
HOTO MPOCTOPY 3aJMILAE PO3POOHUKAM BiJEOIrOp
y’K€ MaJl0 MOMKJIMBOCTEH Ui TOYHOTO KOIMIilO-
BaHHSI.

Jlo 30epexeHHs TMaM’sTi Yy BIPTyaJIbHOMY
MpOCTOpl  JOJMYYHJIUCA 1 YKpaiHCbKI po3po0-
HUKH Bigeoirop. 3okpema, crymis “GSC Game
World”, sixa mpatiioe Haj cepi€ro Bifeoirop-uryre-
piB “S.T.A.L.K.E.R.”, HeomHOpa30BO Opranizo-
ByBaJla MOI3[AKM CBOIX po3poOHHKIB y YopHo-
OWIBCHKY 30HY BiAUy)KEHHS, B aJbTCpHATHUBHIN
Bepcii skoi ¥ posropraroTbest noAii rpu. Ilig yac
CTBOPEHHS apXITEKTYpHUX 00’ €KTIB BipTyaib-
HOTO CBITY XYIOXXHHKH KOMIIaHii BHUKOPHCTOBY-
BaJiM TEKCTYPH, CTBOPEHI Ha OCHOBI (ororpadiit

peasbHUX 00’ €KTIB, 10 1MepedyBaroTh y 30HI Bifl-
yyxeHHs. Otxe, cBiT Bineoirop “S.T.A.L.K.E.R.”
HE TUTBKU MICTUTH YITi3HAaBaHi, Y€ TypHUCTHUYHI
00’extn noBkojia HAEC, ajne ¥ Hamae iM J01aTKo-
BOT «(pOoTOpeaTicTUIHOI» JOCTOBIPHOCTI Ha PiBHI
JIpiIOHMX JIeTaNCH.

Hocnigaums Marnanena bananmkeBud y ctarti
«bytu  S.T.A.L.LK.E.R-om: mpo apxiTekTypy,
KOMIT IOTEepHI iTpy Ta TYpUCTUIHHIA JocBia y Yop-
HOOMJIbCHKIM 30H1 BiqUyKeHHs» 3a3Havyae: « CTUIIb
rpadiku “S.T.A.L.K.E.R.” Hanexutp 1m0 imro3io-
HI3My — migkareropii gotopeanizmy <...>. Xapak-
TEPHOIO € CHUTYyallis, KOJIM B IIyTepax MpPiOPHUTET
BIIJIa€ThCs OOWOBUM CIIEHApisM, a HE TOYHOCTI
NPOCTOPOBOrO BiATBOpeHHA. OnHAK y TakoMy
pasi npoctip YopHOOMIIbCHKOT 30HU BiTUy)KEHHS
OyJll0 pPEKOHCTPYHOBAHO 3 BHMHSATKOBOIO YBaroro
JI0 Aetaneil. 3BicHO, € aesiki Mogudikarii <...>.
[Ipote rpaBens BigquyBae cede Tak, HiOM mepeOdy-
Bae y 30H1 BiIUy>KEHHS, a irpOBE OTOYCHHS BUTJISI-
Ja€e sIK 3HIMKH, y34aTi mpocto 3 Google Maps”
(Banaszkiewic, 2019, c. 6).

Y “S.TA.LK.E.R. Clear Sky”, mo Buiinuia
y 2008 p. i crama apyroro rpor B cepii, pos-
POOHUKHK PO3IMMUPHIN inet0 30epekeHHs (i3ud-
HOTO TPOCTOPY, IO 3MIHIOETBCS UM BTPAYAETHCS,
3a MeXi 30HHM BiT4yKCHHs. Y BIpTyaJdbHUH TpO-
CTIp BiJICOITPU BKIIOYWIM BUTQJAHE MICTEUYKO
JIMMaHCBK, y IKOMY pO3TOpTa€ThCS YaCTHHA MO
OCHOBHOTO crokery. [lompu Te, 1m0 Takoro micra
B 30HI BiIUy’KE€HHS HE iCHY€, Horo OyiBii € Kori-
AMU «ABapiiHOTo» — KBapraiy B [lapHuubkoMy
paiioni micta KueBa, skuii mepebyBae i 3arpo-
3010 3HUIIeHHA. YacTuHa OyIMHKIB KBapTaly BiKe
3HECEHa i HOBY 3a0yJOBy, a pemTa MmoTpedye
KaliTaJlbHOrO PEMOHTY abo pecraBpallii., ajne sk
Ou cuTyalliss He PO3BUBANACS Jali, BIpTyaIbHHMA
cBiT “S.T.A.L.K.E.R. Clear Sky” 36epexe nam’stb
npo «ABapiiiHe» i YsABJICHHS MPO MIChKE Cepe/l-
OBHILIE KUIBCHKOTO JIIBOOEpE ks cepenuHn XX CT.

[Ile omgna Bimeorpa cepii, “S.T.A.L.K.E.R.: Call
of Ptipyat”, Bizoma TuMm, 1110, OKpIiM KOIil peaib-
HUX OymiBess 30HH BiUy)KEHHS, BOHA TAKOX BiJl-
TBOPIOE y BIPTyaJbHOMY MPOCTOPI JIy’K€ TOUHY
KOITIF0 OJTHOTO 3 MiKpopaiioHiB micta [lpwum’sTi.
s irpoBa yokarisi He JIMIIE MICTUTH yMi3HaBaHi
OymiBii (cepen sSIKUX MiChKa MOJIIKITiHIKA, PpECTOPaH
«IIpun’satey», kinotearp «lIpomereit» Towio), ane
i Ty’Ke TOYHO TIOBTOPIOE reorpadiro MiKpopanoHy,
fioro macmrab 1 CiBBIIHONIEHHS Oy/iBEJb Y TIPO-
cTOpi.
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PeanicTiuHO 3MO€TBOBaHI MPOCTOPH, HABIThH
i3 pealiCTHYHUM CIiBBiHOIIEHHSAM 00’ €KTIB,
MOXKYTbh OyTH CKJIaJIOBOIO YaCTHHOIO OLITBIIOTO Bip-
TYaJIbHOTO IPOCTOPY, 10 HaJaBATUME KOITii HOBOTO
KoHTeKcTy. Y cepii Bimeoirop “S.T.A.L.K.E.R.”
TOYHO 3MOJIeNIbOBaHMi paiioH Micta [Ipun’sTi 30e-
pirae reorpadigyHy 10CTOBIpHICTH JIMIIIE BCEPEIUHI
ce0e, ajie He y CIiBBiAHOIIEHHI 111010 THIIMX JIOKA-
il aJIETepHATHBHOI 30HM BiM4yXeHHs. Tak camo
B1IOyBa€ThCA 1 3 MIKpOpalOHOM «ABapiitHe», 110
B KOHTEKCTI BiJIeOTpH Bke cTae mictom Jlnman-
chbKoM. Take MoeHaHHS PEaNbHOTO 1 BUTAIaHOTO
y BIPTyaJIbHOMY TPOCTOpPi JO3BOJISE PO3IIHPUTH
IHTepIIpeTalio 1 NoAii Bif€orpH, ake MpPOCTO-
POBE TJI0, Ha IKOMY PO3TOPTAIOTHCS MOAIT CIOXKETY,
BiJicHJIa€ JI0 IUJIKOM KOHKPETHHX OO €KTiB, 3a
SKUMH CTOSITh CBOSI ICTOPIS 1 ITaM’SITh.

«Irpu, 6e3yMOBHO, BIUTUBAIOTh HA TE, K IPaBIIL
cnpuiiMaioTh peasibHy 30HY. O0pasu, 3armo3ndeHi
3 irop, (OpMyIOTh JOCBIJ BiJBiyBayiB, SIKi BIIi3-
HAIOTh y TPOCTOPi Bi3yaslbHI €JIEMEHTH, paHiIIe
noGadeHi miJ yac rpu. BonHnoyac rpasui ycBigom-
JIIOIOTH AyaJIbHICTh PEALHOTO 1 BIpTyaJbHOTO CBi-
TiB» (Banaszkiewic, 2019, c. 11).

VYemix Bigeorpu “S.T.A.L.K.E.R.” He npuBiB 10
MOSIBU JIOJIATKOBOTO OCBITHLOTO MPOYKTY BiJI CTY-
i1 “GSC Game World”, sk 11e craiocs 3 Assassin’s
Creed, aJie 1110 1/1€10 MAXOMUIM 1HII PO3POOHUKH.
Tak, crynmig “The Farm 51 y 2016 p. Bunyctuna
ocBiTHIO Tpy /st VR-monomi “Chernobyl VR
Project”, sika 1iaKOM (OKYCY€ThCS Ha peaiicTHy-
HOMY BITBOPEHHI CTIPaBXHbOT 30HU BIAUYKEHHS.
[IpoexT n03BOJISE 3MIMCHUTH BIPTyallbHY €KCKYp-
cito reputopieto toBkosia YAEC, mictom [Tpumn’sth
Ta IHIIUMH BIJIOMHMH JOKAI[IIMH, BUBYATH IXHIO
ICTOPI0, a TAKOXK 3HAHOMHUTHUCH 3 JICTANIIMHA KaTa-
ctpodu 1986 p. (Banaszkiewic, 2019, c. 9).

BucnoBku. OTxe, HaBe[CHI NMPUKIAAA TOKa-
3yIOTh, 11O BiJICOITPH MarOTh 3HAYHWH TMOTEHITIAT
JI0 TOrO, MO0 CTaTh JI€EBUM IHCTPYMEHTOM 30e-
PEeXKEHHsI MmaM’sTi Ta 3HaHb MPO MiCIs, SKi 3Mi-
HIOIOTHCSI, 3HUKAIOThL a00 BK€ 3HMKJIN. TOYHICTH
Takoro 30epekeHHs Moxe OyTH pi3HOIO W 3ae-
JKaTu BiJi OaraThox YMHHUKIB. Bineoirposa iHmy-
CTpisl iCHYE€ SIK KOMEpIliiiHa, pO3BaXKaIbHA TaTy3b.
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SIKich CTBOpPEHHMX BiJEOIrOop, a TaKOX JeTaii3a-
i BIPTyaJIbHUX KOMiM peajbHUX 00 €KTIB, IO
B HUX MICTUTBCS, MOXKE JYXKe PI3HUTHCS 3aJICKHO
BiJI OIO/DKETY ¥ yacy, BiJIBEJICHOTO Ha pPO3pPOOKY.
3 iHmoro OOKy, YMMajo PO3pOOHHKIB BiFCOIrOp
CXWUJIbHI 10 HAaBMUCHOTO BUKPHBIIEHHS BipTyallb-
HUX TPOCTOPIB TP, HABITh SIKIIO BOHU 0a30BaHi
Ha peaJbHUX MPOTOTUIAX. Taka Moaudikaris Bip-
TyaJbHUX KO 3yMOBJICHA MOTPEOOI0 PEKUCYPH
IrPOBOTO MPOLIECY, 1110, SIK 1 B KIHO, TOTpedy€e yTpu-
MYBaHHS YBaru rpaBiis. Ajie i y TakoMy pasi 3mi-
HEHa KOTIisl peaqbHOro (hi3MuHOTO MPOCTOPY MOXKE
nepeaBaTi aHTypak Micls, BiMIyTTsS mepeOy-
BaHHS B KOHKPETHOMY reorpagpiyHOMy HpOCTOpi.
Bona moxe mokasyBaTh HaWBaKJIMBIII apXiTeK-
TypHI O0’€KTH ¥ IHII €JEeMEeHTH MarepialbHOT
KyJIBTYPH, 3aTPUMYBATH 1aM’ATh PO HHUX, HABITH
SIKIIO KOTIiSl HE € TOYHWUM BiJIMOBIJIHUKOM OPUTi-
HATy.

Bineoirpu, siki X04yThb 3aJMIIMTHA 3B’SI30K 13
peanpHICTIO, PEeTPAHCIIOBATH YSBJICHHS PO KOH-
KpPETHI MICI 1 BOJAHOYAC MaTH 3MOry OyayBaTu
I[iIKaBUH ITPOBHMH TpOIEC, YacTO 3MYIIEHI iCHY-
BaTU Ha MEPETUHI LIUX JIBOX MPArHeHb, 0 MOXYTh
CYIIEPEUUTH OHE OJTHOMY, aJKe JIy’Ke 4acTo pea-
JICTUYHE KOMIIOBAHHS MPOCTOPY HE CHpHUsE IliKa-
BOMY irpoBomy mporiecy (Aarseth, 2024).

IcTopukn, apxeonoru, JOCHITHUKH MaTepialib-
HOI KyJIBTYpH ¥ apXiTEeKTypH apXiBYIOTh 3HAHHS
npo 3MIHHUK (I3UUHUN TPOCTIP HE3AIEKHO Bij
TOTO, IO BiIOYBAETHCS B MEXKaX irpoBOi iHIyCTPii,
X04a 4aCTO BOHU KOPUCTYIOThCS THMH CAMUMH TEX-
HOJIOTIYHUMH THCTpyMEeHTaMu ((oTorpamMmMmerpis,
Ja3epHe cKaHyBaHHS, ¢oTodikcallisi, TPUBUMIpHE
monemoBanas Tomio) (Kasapakis et al., 2024).
Ane Oepyud 10 yBaru MONKYJIBTYPHHH acHeKkT
(byHKIIIFOBaHHS BiJeoirop sk eHOMEHY Cy4acHOi
KyJbTypH, @ TaKOXX IHTEPAKTHBHI Ta JIpamaryp-
Ti4HI €JIEMEHTH, 10 B HUX TMPUCYTHI, MU MOYXEMO
CTBEp/XKYBaTH, IO iXHI BHECOK 3aJIUIIAETHCS
BaXJIMBUM. OCOOIMBO 1€ CTOCY€ETHCS MOIMYISIPH-
3aiii ysBiIeHb NPo (PI3UYHUIA MPOCTIp, 1110 3HUKAE,
3aTpUMyBaHHS TaM ST IPO HHOTO B MACOBIH CBi-
JIOMOCTI, a TaKOX TeiMidikarii HaBYaIBHOTO MPO-
1ecy.
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