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TeiimipikoBauui indopmaniiiHui NPOAYKT
B OHNaMH-Menia: cneuudika Ta TMunonorisa

Gamified Information Product in Online Media:
Specific Characterisitics and Typology

Mertoro cratTi € mocaigskenHAa reiiMiikoBaHOro iHGOPMAIIHOTO IPOAYKTY B OHJIAMH-Meia Ta (DOPMYBaHHA HOTO
TunoJsiorii 3a BM3HAUeHHMMMU KpuTepigaMu. B pamMKax JOCHiZKeHHA NPOAaHAJNi30BAaHO aKTyaJbHI HAYKOBiI TeopeTWUHi
IoKepeJia IJid BUOKPEeMJIeHHS KPUTEPiiB TuIoIorisaliii, mpoBejeHo MOHITOPUHT YKPaiHChKUX OHJIalH-Meaia 1A pikcarrii
icHyroumx TumiB reiimiikoBaroro iHGOpPMAaIiHOTO TPOAYKTY. BUKOPHCTOBYIOUM METONM HOPiBHAHHA Ta aHAIIZY,
BUBHAYEHO OCHOBHI crerudivni pucu reiimiikoBaHoro indopmaniiiHoro KoHTeHTY (3a GopMOI0 peasizarnii, smicToBuMu
0COOJIMBOCTAMYU, OIEPATUBHICTIO, TEXHIUHOIO CKJAAHICTIO, TPYAOMiCTKicTi0O TOImo). PesynabraToM [qOCHimKeHHA €
BHOKPEMJIEHHA YOTUPHOX BUJIB reiimihikoBanoro inopmaniifHoro npogyKTy: TeCTH, CUTYaTUBHI irpu, refimipikoBana
ingorpadika, imepcuBHi TPOEKTH.

Karouosi cioBa: reiimidirania; refimidikoBanuii inpopManiiiHuil IPOAYKT; HOBUHHI irpu.

The main objective of the study is to examine the gamified information product in online media and to develop
its typology. The researcher analyzed the topical scientific theoretical sources to identify the typology criteria, and
monitored Ukrainian online media to establish the existing types of information products that implement gamification.
Using qualitative comparative analysis, the researcher determined the specific fundamental features of the mentioned
information content (based on the form of implementation, content characteristics, efficiency, technical complexity,
labor intencity, etc.). The research identified four types of gamified information products: tests, situational games,
gamified infographics, immersion projects.

Keywords: gamification; gamified media content; news games.

cryn. CTpiMKuii pPO3BUTOK OHJAWH-CeIMeHTa [0 iH(OpMAaIiiiHOTO MPUBOAY, aKTYaJbHICTH Ta CBO-

MeNifHOTO PUHKY Ta [gefasi IIiJbHiIIa KOH-  €dYacHicTh TeM [2].
KYpeHIlid Ha HBOMY CTUMYJIOIOTH 3aC00M MacoBOi OpnHiero 3 MePITUX MOBHOIIHHMX HOBUHHUX irop
imgopmarii BgaBsaTucsa 40 HOBUX CIIOCO0IB 3anmyueH- crajia «Pirate Fishing» («Al Jazeera», 2014), ne uu-
Hf, 3alliKaBJeHHA Ta YTPUMAaHHA ayauTopii. OJHUM  Tauyy IIPOIOHYBAJIOCA CAMOCTIMHO IPOBECTHU «¥KYP-
3 TaKUX CIIOoco0iB € refimigikarmia imgopmarifinoro HaicTChbKe PO3CIiAyBaHHA», 11100 GijbIle Ai3HATH-
npoaykTy. I'efimidpikaiiis («BUKOpHUCTaHHA irpOBUX €A IPO HeJeraJdbHUi pubHUE OisHec Ha y30eperkski
MpaKTUK y HeirpoBux KoHTeKcTax» [1]) mae Buman- Cbeppa-Jleone. 3 Toro uacy sanyuenHs reiimipikarii
HIO MOJKJIMBICTH PO3POOUTH KOHTEHT, IO 3aJUIINTh- [0 KYPHAJICTCHKOI AiAJBLHOCTI CTAJIO MOMYJIAPHUM
cA JKYypHAJTiCTCHKUM TBOPOM 3a 3MicToM, a 3a pop- TpeHAoM cepen onynaniH-3MI, 3okpema i B YKpaini.
Moo peaJisariii 6yme rporo. Takum umHOM, umtau [elimipikoBaumii iHQOPMAIINHUEA MTPOAYKT, IIPE.I-
OTPUMY€E 3MOTY He JIUIIEe CIIOKUBATHU iH(popMAaIifo, a CTaBJIEHUN CHOTOJHI y BiTUM3HAHUX Ta 3aKOPAOH-
¥ akTUBHO B3aeMoAiaATu 3 Hero. Cepen ocobauBocTell  HuUX 3acobax macoBoi imdopwmarii B iHTepHeTi, pis-
MeJiiiHOTOo reiiMi(hikoBaHOTO MPOAYKTY — IPUB’A3Ka  HUTHCS He JIUIIIE 3 3MiCTOBUM HAIIOBHEHHAM, a 1 3a
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dopmoro peamizarmii. OT:ke, mocrae mpobaema Horo
TUIToJIOTi3aIil, sKa Hapasi He Mae eqUHOTrO PillleHHA
Ha pPiBHI HayKOBOTO CIIiBTOBapHCTBAa, IO CBiIUNTH
PO aKTyaJbHICTh I[HOTO HOCJIiIKeHH.

Mertoro cTaTTi € mocaimsKeHHA reimidgikoBaHOTO
iH(opMAaIifHOTO IPOAYKTY B OHJaliH-Meaia Ta dop-
MYBaHHS MOT0 THUIIOJIOTi] 3a BUBHAUEHUMU KPUTEPi-
AMU.

ITpu 1mboMy, MU BUXOAMMO 3 TOTO, IO reiMidi-
KOBaHUU iH(popMaliliHuil IPOAYKT, AK i OyAb-IKUI
JKYPHAJCTCHbKUHA TBip, He Mae TeMaTHYHUX O00-
meskeHb. OTike, IPOBOAAUN IIapajiesib i3 KaHpaMu
sKypHasicTuku [3], nisa popMyBaHHA THUIOJIOTIT Ke-
pyBaTUMeMOCS He JIUIIe 3MiCTOBHUMU, aJjie i KOMIIO-
BUIIHHUMY 0COOJIMBOCTAMU peasisallii IpoayKTy.

A mporo mependadyaeTbcsi BUKOHAHHA TaKUX
3aBIaHb: IIPOAHAJIi3yBaTH iCHYIOUi TeOopeTHYHi Ma-
Tepiajgm Iog0 THUHoJIorisallii reiimiikoBamoro iH-
dopMaIifHOrO0 HOPOAYKTY; HIPOBECTH MOHITOPUHT
reiimiikoBaHOr0O KOHTEHTY B YKPalHCbKUX OHJIAMH-
3MI; BuokpemuTu cuenudiuHi pucu Ta Ha iX OCHO-
Bi 3aIIpOIIOHYBATU THUIIOJIOTiIO0 refiMmi(pikoBaHoro iH-
dopMAaIlifHOTO HPOAYKTY.

Teopernune minrpyara. Ha pismomaniTHiCTH
MOKJIUBUX (opMaTiB reiimiixoBanoro imdopma-
miiaoro mpoaykrTy e B 2010 p. 3Bepuys yBary 1. Bo-
roct (I. Bogost). ¥ po6oti « Newsgames: Journalism
at Play» [4] mociaigHUK BUOKPEMUB «:KaHPU» Iei-
Mi(ikoBaHOTO KOHTEHTY (cepen AKUX «irpu-tabdso-
inn», «pemopTakHi irpu», «JOKYMEHTAJIbHI irpm»,
«irpu-indorpadika», «irpu-saBgaHHA», <«pPemaK-
miniHi irpu»). Ax 6aunmo, y 1iii Tumosorii mepesa-
ra HaJlaeThCs CMUCJIOBOMY HaBaHTaKeHHIO Ipu — ii
3micTy, a He popMmi peanisarii. Am:xe rpa Ha TabJIo0-
iIHy TeMaTHUKy MOsKe OyTH i IIPOCTHM TEeCTOM, i IO0-
BHOI[iHHOIO I'POIO.

3a aHAJOTiYHUM KPHUTEPieM IIiAZar0Th THUIIOJIOTI-
sarii reiimi)ikoBaHMII KOHTEHT y Mefia POCifichbKi
mocaigauku A. IBampko i JI. Kosmosa. Haykosiri
BBasKalOTh, II0 «iCHYE BiKe KijJbKa I[iJIKOM ycTae-
HUX BHUJIB HOBUHHHUX irop», a came: «pemaKIlifiHi
irpm», «OyabBapHi irpm (irpmu-tabmoimm)» Ta «pe-
mopTakHi irpu» [5].

XapakTepusyooun HasgBHHUI reimidpikoBanmii
iH(opMaIifHUA NOPOAYKT B YKpaiHCBKHX Mefia,
T. BoumapeHko Bumiimaa Taxi iioro ¢gopmwu: Tec-
TH, BimeorecTtu, irpu, imepcuBHi irpm, reiimigixo-
BaHA CTATHCTUKA, a TAKOK KOHKYPCHU, KaCTUHTU
i ripru (GIF-zobpakenns) [6]. Takum umHOM, IO-
cIimHuIlg o0Mpae 3a KPUTepill TumoJorisaiii rei-
MidikoBaHOroO IMPOAYKTY He 3MicT, a ¢opMmy, IO €,
Ha HAIy OYMKY, HaiOiJIbII palioHaJbHUM pPiIlleH-
HAM. YTiM, BKJIIOUYEHHS OO THUIIOJOTII KOHKYpCiB,
Kactuuris i GIF-zo0paskennb, Ha Hallle IIepeKOHAH-
HA, € BKpall CIipHUM, aJKe Hi KOHKypCcH, Hi Kac-
TUHTY He € iHdopmamiiinum npoxyktom, a GIF-
300paskeHHsa — Iie JIMIe aHiMOBaHI KapTHUHKHU, AKi
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He € iHTepaKTUBHUMU Ta He MIiCTSTh irPOBi ejleMeH-
TH, TOX HE MAalOTh HIiUOT0 CIIIJILHOTO 3 IIPOIeCOM
reiimidikarii.

Ha migrBepm:xkenmnsa 1iei Tesum  HaBemeMo
000B’sIBKOBi ImapaMeTpu, OpPUTAMaHHiI reiMigiko-
BaHOMY iH(opMaIlifHOMy IIPOAYKTY, Bu3HaueHi I.
BosakoBoo: iHTepaKTHUBHiICTBH, BipTyaJbHiCTb, BU-
KOpUCTaHHA irpoBux MexaHik [7]. ¥V momaabiiomy
B JOCJIIKeHHI MU OyZeMo PO3TIAgaTH BUKJIOUHO
KOHTEHT, II10 BiIlIOBiae MuM BIMOTaM.

Ham immomye migxim mo TumoJiorisarrii reimi-
¢dikoBaHOTO MeEAiaKOHTEHTY aMePUKAHCBKOTO M0-
caigauka M. @oxcmana (M. Foxman). ¥V 2015 p. y
po6ori «Play The News: Fun and Games in Digital
Journalism» BiH ckJjaB riocapiii HasgBHHX HA TOM
MoMeHT (opM reiimidikaiiii 8 megia i Buminus Taki
YOTUPU IIUPOKI rpymnu: «beiim:xKi, 0aam, Haropoam»,
«TEeCTH Ta BIKTOPUHU», «CUTYATUBHI AU3aWHU i IIpo-
eKTHU», a TAKOK «HOBUHHI irpu Ta irposi cBitu» [8].
Ilepmuit nyHKT 11iei Tunmosorii («be#imki, 6anm, Ha-
TOPOJM») HEe CTOCYETHCS TeMHU HAIIIOTO JOCJiIKeH-
HA, aJ)Ke B HbOMY HAeThCcs HPOo imTepdelic cairty,
a He PO iH(popMAaIiHHUNA MPOAYKT. ¥ IiJIOMY K, V
MOJAJIBIIIOMY MU CIIMPATUMEMOCH Ha JIOTiKY THUIIOJIO-
rizamii M. ®oxcmaHa.

Metoau mocaim:xenHa. [IpoananizoBano HayKoBi
JI:KepeJia OJisi BUSIBJIEHHS PiBHSA JOCJIiIKEHOCTi TeMu
Ta BUOKPEMJIEHHS KPUTEpPiiB AJs Tuiojorii. 3amy-
YeHO MeTOJ MOHITOPUHTY AJd (pikcalil HasIBHUX TH-
niB reiimidpikoBamoro iH(popMaIiiHOTO TPOAYKTY B
YKpPaiHChKUX OHJANH-Mexmia. [[1a BUBHAUEHHS CIIe-
nu@ivHUX PUC Ta 0COOJIUBOCTEI PIBHUX THUIIB TAKO-
ro IPOAYKTY BUKOPUCTAHO METONU IMOPIBHSHHS Ta
aHasrizy. CucremaTrusailisgs OTpUMaHUX Pe3yJIbTaTiB
nependauasia 3BepHEHHSA 10 METOAY THUIOJIOrisarrii.

PesyabraTén nociimskeHHs. Y IIpeACTaBICHOMY
IOCJiIKeHHI KPUTepiAMHU TUIIOJOTil reiiMmidikona-
HOTrO iH(popMAaIifHOTO IPOAYKTY BUCTYHAIOTH: Gop-
Ma i cmenugika peanisallii TpoAyKTy, CKJIAIHICTE 1
TPYAOMiCTKiCTh PO3POOKM, 3MICTOBHiI 0COOJIMBOCTI,
OnepaTUBHICTb, HEOOXiMHICTh BOJOAIHHSA CIIemiaJib-
HUMHI TeXHIiYHMMHN HaBUUYKaMu. Ha OCHOBi pesyJib-
TaTiB MOHITOPMHIY HasSBHOTO MAacUBY reiMigiko-
BaHOrO iH(MOPMAIIHOrO IPOAYKTY B YKPAIHCBKUX
iHTepHeT-Menia 3a 3a3HAUEHUMU KPUTEPiAMHU MU
BUMIININ YOTHUPU OCHOBHUX THUIIU HPOAYKTY, CIIE-
MUPIKYy SKUX TeTalbHO PO3TJISHEMO HUMKUE.

HaitimomupeniimmuMu B OHJIAWH 3acobax Maco-
Boi iH(opmMmallii Yrpainu HuHi € Tectu. Cexkper ix
HONYJAPHOCTI ¥ HIPOCTOTI — BOHM HECKJAMHI i Iasa
3MI (B peanisatiii 3sagymru), i ama ayguropii (me-
pexbauaiTh, OUEBHIHI IIpaBmJja, HE BHUMAaraimoThb
6araro sycuib [8]). Ilo cyri, Tectu — 1€ «BiKTODU-
HU» (abo0 «quizzes» B 3aximHiii TepmiHoJIOTiT), CEHC
AKUX IOJIATAE y BiAIOBiAi KopucTyBaueM Ha JesdKy
HOCJIifoBHiICTh 3amuTaHb. 3 ycixX BUAIB reiiMigika-
mii imdopmMaIiiiHOro HPOAYKTY TECTH — HaOiJIbII
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omepaTUBHUM, a TAKOXK €IWHUIL, IO He IIOTpedye
CIeIiaJbHUX TeXHIUHNX HABUUOK. 3aBASIKHU CEpPBi-
cam tuny «PlayBuzz» a6o «SurveyMonkey» :KypHa-
JIiCT MOJKe CaMOCTilHO IIiATOTYBaTH TaKUii KOHTEHT,
He Bpaiounch no mocayr IT-cmemianicTiB, musaiine-
piB Ta iHmux (axisIis.

Oco6uBiCcTh TECTiB MOJISIiTa€ TakoK i B oOpaHHi
Temu. AmKe, AK IPaBUIO, BOHU IIepeadauaioTh Iepe-
BipKYy BiKe HasIBHUX 3HAHb, a OTKe, 0e3lmocepeqHbo
HOBUHHHUN KOHTEHT, IO OMOBiJla€ mpo HOBi (axTu,
mopii, aBUINlA, He HmigaArae MbOMy BUAY reiiMigika-
mii. ¥V 3B’A8KY 3 UM MOJKHA BUOIJNTHU JBa OCHOBHi
oigxoam n0 po3poOKu TecTiB B memia. Ilepiuit — me
TeCTH, IIiATOTOBJIEH] 3a3ganerinsb. Hampuraazn, «Ax
mobpe Bu smaere ykpaiHncbKy MoBY?» mo JlHA yKpa-
iHCBKOI MOBU («24.ua», 08.09. 2017) a6o Tect «He-
3JIUM TUXUM CJIOBOM», PO3PO0JEHUN O AHS HapPO-
mxennsa Tapaca [IleBuenka («TCH», 09.03. 2017).

Hpyruit migxixg — me Tectu, AKi cCTBOpeHi omepa-
TUBHO [0 IIeBHOI aKTyaJbHOI moaii, mpore Gesmoce-
penuboO ii He cTocyioThesa (y 3micti 3amuranb). Haa
HAOUYHOCTi PO3TJISHEMO TecT «3HalioMuii HOOeJiB-
cekmii maypear. IIlo mu 3uaemo nipo Boba [inama?»
(«TCH», 13.10.2016). Marepianm MicTUTL HEBEJIUKY
migBOAKY, IO Haramye mpo Te, mo B. Iliman craB
HobGeniBcbKuM JlaypeaToM, maji ijge cam TecT. 3a-
OUTAHHS, IIOCTABJIEH] UnTaueBi, IOKJINKAaHI IIepesi-
putu 3HaHHsA Oiorpadii Ta TBopuocTi cmiBaka, aje
OesImocepeqHBO CAMOro iH(OpPMAIiAHOTO IPUBOLY
(BpyueHHs mpeMmii) y TeMaTuIli TUTaHb HEMAE.

Ile oguu mpukganm — «TecT Ha BOMIUBICTH: YU
3arposkye OOIIyK BamiomMy BugaHHIO?» («Temexpu-
Tuka», 11.08.2017), mpuBomoM nAJA SAKOrO CTa-
au oomyku Cay:x60i0 Oe3lleKr YKpaiHu BUIAHHS
«Crpana.ua». iKypHajicTu IpoOmOHYIOTH BiAmmoBicT
Ha OUTAHHS TYMOPHCTHUYHOTO XapakKTepy, m1ob mi-
3HATHUCh UM HEMAE y UnTaua IapaHoi i U1 He CIigKye
3a auMm CBY. O6myxku «CrapaHa.ua» xou i craaum
MIPUBOJOM [Jisi CTBOPEHHS MaTepiaay, Yy MUTAHHSIX
TecTy He QirypyoTs.

Takum uMHOM, Y APYroMy HifXO0Ii A0 PO3poOKU
TectiB SMI obuparoTh HabOiIBITI Pe30HAHCHI HOBU-
HU, reiiMiikallis aKux MorJia 6 3aJIy4YuTu JOLATKO-
BY yBary ayauTtopii ta, B imeaui, crama 6 «BipycHuM
KOHTEHTOM» y COIliaJIbHUX MeperKax.

Amnajoriuny mery mMaioTh i cutyatuBHi irpu. Ha
iHgopmMmarliiiiniii ocHOBi 0COOJMBO MIOMYJIAPHOI HO-
BUHU, MeJia MparHyTh OIEePaTUBHO PO3POOUTH He-
CKJanHy rpy (3as3Buuail B ;KaHpi apKagu — ToOTO 3
MiHIMaJbHMM HA00POM MOMKJIWBUX i, HPOCTUM
irpoBuM mpoIiecoM, HeOOMEXKeHUM YacoM I'DU Ta Be-
IeHHAM paxyHKy [9]), 11106 mpuBepHYTHU yBary ayau-
Topii. OgHak Ha BiAMiHY Bifm TecTiB, sKypHaJicT He
MOJK€e CaMOCTilfHO BHOpPATHCS 3i CTBOPEHHSM CHUTY-
aTUBHOI T'PU — TYT, AK MiHiMyM, HeoOXigHa y4acTb
nus3ariHepa i mporpamicra.

fAx mpaBmio, Taki irpu MamTh T'YMOPUCTUYHUI
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xapakrep. Tak, rpa «Declarations-GO» («Tek-
ctu», 03.11.2016) mnpucBAdYeHa BIPOBAIKEHHIO
B YKpaiHi eJeKTPOHHUX HeKJapalliii JOXOIiB uu-
HOBHUKIB. 3 2016 p. iX 3aIIOBHEHHS BIIEpIIle CTAJIO
000B’sIBKOBUM, TOMK I TeMa IIIUPOKO BUCBiTJIIOBA-
Jacsa B YKpaiHChbKUX Menia. I'pa BUKOHaHa B sKaHpi
apKaay — KOPUCTYBau I'pa€ 3a YNHOBHUKA, 3aBJaH-
Hs SIKOT'0, II€PeCcyBalOuNCh II0 irpOBOMY IIOJIIO, 3JIO-
BUTH SIKOMOTra OijbIlle T'pollleil i He HATPAOUTU Ha
IeKJapalliio.

Iamuii OpukIam cuUTyaTUBHHX irop 3 sABUBCS
HamepenonHi BubGopiB wmepa [[mimpa. Bupamua
«JIuma» migrorysaso rpy «CpaskeHue 3a KpPecao»
(16.10.2015) B cruai rpu «Mortal Kombat», ge un-
TaueBi MPOIOHYETHCA MMO3MAaraTHCSA 3a CBOTO KaH-
IupaTa IPOTH KOHKYpeHTiB. Ilpu 1mboMy KoiKeH
KaHIUAAT Ma€ VHIKaJIbHY «30p0i0», po3poljeHy Ha
OCHOBIi 0cO0JIMBOCTEMH 110T0 IIepeaBrbopuoi KamMmaHil
(HampukJajs, O6e3KOINTOBHI MapIIPpYyTKMU, TalKOBi
KJIIOYi, TYYKU KPOITY).

CuryaTtuBHi irpum xapakTepu3yOThCSI HeTPUBA-
JUM, ajie iHTeHCUBHUM irDOBUM IIPOIleCOM. ¥ HHUX
HeMae PO3BUTKY crokery [9], a micasa sarkiHueHHA
I'pU YMTa4 HABPAJ YU OTPUMAaE HOBi 3HaHHA. IHMOD-
MaIllillHU# CKJAOHUK IILOTO TUNY reiiMipikoBamHoro
MeIiallpoAyKTY 3a3BUUAil 00MEXKYETHCA KOPOTKUIM
iH(opMAaI[ifHUM ITOBiLOMJIEHHAM IIepel IIOYaTKOM
IpH, e PO3IIOBiZAEThCA PO IOLiI0, IO CTAaja IPHU-
BOJIOM JJIs il pO3POOKH.

Hacrynuum Tumom, Ha Hallle IIePeKOHAHHS,
ciaim BupinuTu reriMmiikoBany imdorpadiry. 3a-
BIAKMU IIi Qopmi rerimidikarii, memia mamoTb uu-
TauyeBi MOKJIMBICTE «T'paTU» 3 BEIUKUMHU oOCATaMu
yucaoBoi imgopmaliii. Ha mpaktuii me ocobamBo
CTOCYETBHCS BIAKPUTUX [TaHUX, IO IIYyOJIKYIOTHCSA
ypALaMu IeMOKPATUYHUX KpalH — yuTad, X0u i Mae
BiJIBHUHA OOCTYN OO Takoi iHdopwmariii, ogHak piz-
KO BalliKaBJIeHUN y Hiil, azKe cepel BeJMUe3HOL
KiJIbKOCTI TaOMUIlL 1 3BeeHb BUMIJINUTHU IO-HEOYIb
CIIpaB[i BaXKJIMBeE JOCTATHRO CKJIamaHO. Ile#t Tun KoH-
TEeHTY HalKpalle BiAIloBizae ogHOMYy 3 HIPU3HAUEHb
reimidikarii — «Tpanchopmailiii 4oroch IIOTEHIIHHO
"HynHOrO y rpy>» [10].

Crernudika 1bOro TUILY IPOAYKTY IIOJIATAE Y KPO-
miTKi# migroroBuiii pobori sKypHaIicTa (30upaHHa i
00po0OKa BesIMKOi KiJIbKOCTI umcoBoi indopmarrii), a
TaKO0’K TOCUTH TPUBAJIOMY i TPYAOMiCTKOMY HpPOIleCy
peaJstizairii, mjo BuMarae 3ajydeHHsI IIporpaMicTiB i
nusariHepiB. IHTepdeiic y TakOMYy KOHTEHTi 3a3BU-
yaii MaKCHMAaJIbHO IIPOCTHUII, He IepeBaHTaKeHUH,
iHTYiTMBHO 3po3yMinuii; Habip Aiit KopucTyBaua 00-
MeXKeHUI.

ITpakTuunnii npukaan reiimipixosamoi indorpa-
dikm y BiTumsHsHUX Meznia — rpa «I'pomri, merpu,
nBa aBta» («Tekctu», 14.01.2016). ¥V rpi uurauesi
HOJaeThCSA CTUCA iH(opMaIlia Ipo IeBHOrO peaJib-
HOrOo ymHOBHUKA (iM’#A, micTo, mocaza) i mpo i#oro
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3aJleKJapoBaHe MaWHO (HEepyxoMmicTb, aBTOMOOii,
0aHKiBCBHKI paxyHKu). 3aBIaHHS YMTaya — BrajaTu
3apILIaTHIO YMHOBHUKA. SIK mpaBujo, 3asHaueHa B
IeKJapallii 3apIiiaTHSA 3HAYHO HUKUYe OUiKyBaHOI,
TAKUM YMHOM, 3aBAAKM IIili I'Pi cTae 0OUEeBUIHOIO He-
BimmoBigHicTh odimiiHUX HOXOAiB i peaJlbHOTO MAaii-
Ha Jep:KaBHUX CJIY:KOOBIIiB.

Ho refimiikoBanoi indorpadikm, HA HAITY JYM-
Ky, BapTO BiJHOCUTH i PidHi eKOHOMIiUHI cCUMYyJIATO-
pu, mobyoBaHi 3a TuM ke npuHiunoMm. Hanpukian,
rpa «PaxyHOK Bix mepsxaBu» (Ha pecypci «Ilina gep-
JKaBM» ) MPOMOHY€E KOPUCTYBaueBi HA OCHOBI po3Mipy
oro sapIniaTHi gidHATHUCHA, AKY YACTKY 3 I[iel cyMu
BiZHiIMYTH pisHOMAaHITHI IOgZaTKH.

Haii6inpm ckIagHuM B peasisailiii i HaliMeHIII I1o-
MIPEeHUM TUIOM Teiimi(pikoBamoro iHdopmalliiHo-
o IPOAYKTY € iMepCUBHI IIpoeKTu. IMepcuBHICTE —
IIe CTBOPEeHHs e(eKTy IPUCYTHOCTi, MaKCUMaJbHE
3aHypeHHA unTaua B KoHTeKcT [11]. Takuii pe3ysb-
TaT OOCATAETHCA B3aBIAKHU PETEJbHO BimmparboBa-
HOMY CIOJKeTy (AKUH Iependavae PO3BUTOK IIOJiil)
i aricHilt BisyasbHill peasisaiiii rpu: B HaNOiIbIII
CKJIAJHUX IIPOEKTaX B3aCTOCOBYIOTBCS TEXHOJIOTiI
«VR» (BipTyasbHoi peasbHocTi) abo 3D-mozesi (Ha
ocHOBI (hororpadiii 3 micis moxiit). Pospobka Takux
OPOEKTiB 00’eqHYE KYypPHAJICTiB, CIleHAPUCTIB, AU-
3aliHepiB, mporpamicTis Ta iHmuX (axiBIlis.

Bigsmaunmo TakoK, 1110 iMepPCUBHI IPOEKTHU HA-
MEeHIII OlepaTUBHUM BuA reiiMmiikoBanoro ingopma-
MiliHOTO IPOAYKTY, II[O0 BIIJIMBA€E i Ha IX TeMaTHUKY.
OckinbKu po3pobKa MOKe 3afHATH KiJIbKa MicAIliB,
Ha erami BuGopy TeMu Tpeba OyTH BIIeBHEHUM, IO
10 MOMEHTY 3aBePIIIeHHs IIPOEKTY BOHA Bce Iife Oye
aKTyaJbHOIO.

Braciaigoxk HagsBuuaiiHol TpyAoMicTKocTi i
IOPOKHEeUi, iMepcuBHiI IIPOEKTH Ie He OyJam pe-
amizoBaHi B ykpaiHchbKux wmemia. Heuacto BOHU
3’ABIISIIOTHCA 1 Ha 3axopi, ge 001 KeTH BUAAHD 3HA-
YHO BUIIi 3a YKpaiHCBKi (AK TPUKJIAAM HaBeIeMO
irpu «Pirate Fishing» i «Project Syria», mjo Bixe
HEOJHOPAa30BO PO3TJIALAJINCS MOCiTHUKAMU IeiiMi-
dikarmii B memia). ¥ HayKOBOMY CHiBTOBApPUCTBI X0U
i Bi3HAUAIOTH PEBOJIIOIIAHICTh TAKOTO iMepPCUBHOTO
iH(opMAaIifHOTO IPOAYKTY, IIPOTE BBaYKAIOTHL IIO-
BHOITiHHI HOBUHHI irpu mIBuIIe «HaTAKOM Ha Maii-
OyTHE» KypHasicTurm [12].

Bucuosxku. Ha ocHOBiI MOHiTOPUHTY YKpPaiHCHKO-
ro MemiapMHKY Ta aHaJidy aKTyaJlbHUX TeOPeTHu-
HUX OOCJHiJKeHb OyJ0 BUAIJIEHO HACTYIIHI YOTHPU
TUOU TrerMidgikoBaHOro iH(MOPMAIiTHOTO IPOAYK-
Ty: TeCTU, CUTYaTUBHIi irpu, reiimiikoBana ixdgo-
rpacdika, imepcuBHi nmpoexkTu. Kpurepii, mjo O0yiu
3aCTOCOBAHI AJiA TUIIOJOTizalii: popma i cmermudi-
Ka peaJisarii mpoayKTy, 3MiCTOBHi 0c00JIMBOCTI,
CKJIQAHICTh i TPYAOMICTKiCTh PO3POOKM, OIEepPaTUB-
HicTb, HeOOXiZHICTH BOJIOAIHHSA CIEIiaJIbHUMU TeX-
HiYHIMU HAaBUYKaAMU.
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Haii6inpmioro momupeHHA y  BiTUM3HAHUX
OHJIAH-MenAia HAOyJM TecTH — HAWMPOCTIiIIuii Ta
HallomepaTUBHIIINHN BUJI reiiMi()ikoBaHOTO IIPOAYK-
Ty, HATOMICTDb iMepCUBHI IpoeKTHU (HaWCKJIaIHiIITui
TUI) B3araJyi He OyJyu 3a()ikcoBaHi, III0 MOKHA IIO-
SCHUTH CKJIAAHICTIO Ta TPYAOMIiCTKiCTIO iX PO3po0-
KU, i, He B OCTAHHIO Uepry, (piHaHCOBUM acCIIeKTOM —
Hapasi yKpaiHCbKi Meaia pifKo MOMKYTH JO3BOJUTU
cobi po3poOKy reiiMmi(pikoBaHOT0 KOHTEHTY, IO IIe-
penbauae 3ayueHHSA CTOPOHHIX (axiBIliB (mmporpa-
MicTiB, nusaiiHepiB, CIIEHAPUCTIB TOIIO).

HoknagHe BUBYEHHS CIeU@iKM i TPUKIaZHUX
MOJKJIMBOCTeII BU3HAUEHUX TUIIB reiMipikoBaHo-
ro imdopmMaIiiiHOro MPOAYKTY, HA HAIIy IYMKY, €
HepPCIeKTUBHUM HAIPAMKOM IJIsI MaiiOyTHIX mOCJIi-
IKeHb, III0 MaTUMe IPAKTUUYHY [iHHICTD IJII Memiii-
HOTO PUHKY.
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JAvutpuit 3aropyabko
TeitMmudunupoBaHHbIii "HGOPMATTMOHHBIN MPOAYKT B OHJAIH-MeqNa: CIeu(PUKa M THIIOJIOTHI

Ilenpio craTbu aABIAETCA U3yYeHHE TIeHMUDUIIMPOBAHHOrO WH(POPMAIMOHHOTO IIPOAYKTA B OHJAHH-Meaua u
¢opMupoBaHue €ro THUIIOJOTUU II0 NPEAJOKEHHBIM KpPUTepuUAM. B pamMKax wucciaelOBaHUA IIPOAHAJNM3UPOBAHBI
aKTyaJibHble HAy4YHBIE TeOpeTHUeCKNe WCTOUHUKU [JId BBIJEJEHUA KPUTEpUueB [IJdA TUIIOJOTUBAIUM, IIPOBEJeH
MOHUTOPUHT YKPAWHCKHUX OHJANH-Mequa AJaA (UKcAUU CYIeCTBYIOIIUX TUIOB TrefdMU(UIITPOBAHHOTO
nHGOPMAIIMOHHOTO TIPoayKTa. IIpuberas K MeTofaM CpaBHEHUA W aHAJIN3a, OIPENeJEeHBl OCHOBHBIE cHenudUUecKue
YepThl TeHMUDUIITPOBAHHOTO NHGOPMAIIMOHHOTO IPOAYKTa (0 hhopMe peannsaiuu, CoaepKaTeIbHBIM 0COOeHHOCTAM,
OIIePaTUBHOCTY, TEXHUUECKOH CJIOKHOCTU, TPYAOEMKOCTU U T.A.). Pe3ysIbTaTom uccefOBaHUA SBJIAETCA BBIAEIEHUE
CJENYIONIUX YeThIPEX THUIIOB TeMMU(MUINPOBAHHOTO WH(MOPMAIIMOHHOTO IIPOAYKTA: TECThl, CHUTyaTUBHLIE WIDHI,
refimuduiupoBanuasa nHporpapuka, MMMepPCUBHbIE IIPOEKTHI.

Karouessie cioBa: refimubuKanud; reiMuDUIITPOBAHHBIN NHOOPMAITMOHHBIHN IPOAYKT; HOBOCTHBIE UTDHI.
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