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MONYNSAPHA KYNbLTYPA CLUA )
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US POPULAR CULTURE
IN THE MIRROR OF VIDEO GAME INDUSTRY CONVENTIONS

Andrii Pilkevych

Video game culture is one of the most dynamically developed forms of modern popular culture.
Over the past 10 years, the number of communities that represent certain areas has grown rap-
idly. Being in direct connection with film industry, literature and music the video game culture has
occupied a new segment that requires detailed research. New opportunities of online communica-
tion have transformed the traditional understanding of gaming culture. Social segment identifies as
gamers. This kind of culture can be used to spread a social message using human interactions. It
should be noted that in a comprehensive sense, this problem covers the interaction with computer
and algorithm art, artmedia, demoscene, cybernetic and digital art, evolutionary and generative art,
new media, systems art and other areas which are represented in PC, VR, Console, Handheld,
Tabletop. Communities of gamers, as well as game developers have created and promoting quite
recognizable festivals and conventions which are described in this article. Games and game-relat-
ed merchandise by Sony Interactive Entertainment — PlayStation Experience; BlizzCon by Blizzard
Entertainment with their major franchises: Overwatch, Warcraft, StarCraft, Heroes of the Storm et
al; general video gaming and video game streaming — TwitchCon convention; RTX conventions by
Rooster Teeth; Penny Arcade Expo as gaming culture festivals with their PAX Arena, LAN Party,
eSports tournament and Omegathon. This article does not describe the US comic con conventions
that carry much more content than the focus on video games, such as San Diego Comic-Con Inter-
national, New York Comic Con et al. Gamers have developed specific communication languages
and rituals, they spread their culture on gaming conventions and discussion websites that create a
distinct virtual space. An important part of video game culture is the activity of gamers on YouTube,
gaming channels are very popular, this is confirmed by millions of subscribers. Post-dynamic struc-
ture of changes was formed in all streams of public life during the growth of the pandemic. COVID-19
is accelerating existing trends and indicate future transformations in the video game industry.

Keywords: popular culture, video game culture, gamers, gaming conventions, game streaming,
video game developers, fandom.

Y 2020 poui 6yno 3acpikcoBaHe pekopaHe 3pOCTaHHs CBITOBOro pUHKY iHAYCTpIl Bigeoirop. Mac-
wtabHi aHTMnaHgemidni 3axoan B CLUA, nos’asani 3 COVID-19, Buknukanu ctpimke 36inblLUeHHSA
KiNbKOCTi rpaBLiB Ta BUTPAYEHUX «irpoBUX roguHy». BpaxoByounm Takox BUNYCK irpoBuUX nnatdopm
PlayStation 5 ta Xbox Series X/S, pyHOK Bigeoirop carHys mamxke 178 minbapgis gonapis, 36inb-
LWMBLUMCE Ha 23% Y piYHOMY OBYMUCIIEHHI, L0 € HanBULKUM 3pocTaHHAM 3 2012 poky (Wijman 2021).
BogHoyac TeHOeHUii LbOoro poky ceigyaTtb i NpO MEBHi HEraTUBHI HACNiAKM KOPOHAaBIPYCHOI iHGeK-
Lii, 30Kpema, 3aTpumMKn B po3pobLi Ta penisiB irop, SKi BXXe nepeHeceHo Ha Apyry nonosuHy 2021
poKy abo Ha 2022 pik. HanmeHwe COVID-19 BNNnHYB Ha irpOBUIA CETMEHT, SIKUN NpeacTaBneHnin Ha
MOBINbHUX NPUCTPOSAX, € OYIKYETLCSA 30epexXeHHs1 TeHOEHLUT 3pocTaHHA He MeHLwe 4%, Wo cAarHe
no3Haykm y mamxe 91 mMinbapn aMeprkaHCbKMX gonapis. AHaniTMKM NPOPOKYIOTh i nogarnbLle AuHa-
MiYHE 3pOCTaHHS PMHKY CBITOBOI irpoBOi iHAYCTPIl, Wo Mae nepesuwmnty 200 Minbsapais gonapis Ha
KiHeub 2023 poky, a irpy Ha cMapTdoHax 3anuwaTbCcs HanbINbLL akTUBHUM CETMEHTOM PO3BUTKY
(Wijman 2021).

B cBiToBOoMy KOHTekcTi CLUA npogoBxyoTb MiLHO TpumaTty nigepcTBo 3a baratbma nokasHuka-
MM ranysi, a Ha BHYTPILUHBOMY PUHKY pO3Bar Bideoirpn 3anuatTbCa OAHMM 3 HanmnepCcneKkTUBHI-
LWMX HanpsMKiB iHOYCTpIi. 3a pesynbrataMmy OOCHIIKEHHS aBTOPUTETHOIO CTAaTUCTUYHOrO noprtany



Statista (komnaHis, Wo Hagae KoHcynbTauivHi nocnyrn Google, Bloomberg, Forbes Ta iHWMM iH-
dopMaLiiHMM riraHTaM) po3mip pUHKY Bigeoirpoeoi iHaycTpii B CLUA cTabinbHO 3pocTaB 3a OCTaHHE
pecatunitta iy 2020 poui cknae 66,8 minbapan gonapie (Clement 2021, 4). NpubyToK Big cermeHTy
«MOOINbHMX irop» nepesuwmnB nosHavky B 13 minbapais gonapis (Clement 2021, 2). Y gpyromy
kBapTani 2020 poky aMmepuKaHCbKi cnoxmnsadi BuTpatunm 11,6 minespais gonapis Ha obnagHaHHs,
nporpamHe 3abesnevyeHHs, akcecyapu ONd NepcoHarnbHMX KOMMIOTEPIB Ta Pi3HOMAaHITHUX KOHCO-
nen, a Ha 6e3nocepeaHin CErMeHT BiAeoirpoBoro KOHTeHTY — 1 Minbsapa gonapie (Clement 2021, 1).

He MeHLL BaXXnNnBO 3BEPHYTU yBary Ha gemMorpaduivyHi NoKasHUKM KOPMUCTYBaYiB BigeoirpoBol Npo-
OYKUIT, WO XapaKTepusyrTbCs AMHaAMIYHUM pO3LUMPEHHSIM BiKOBOro AianasoHy. Ha 2020 pik pos-
noain rpasLiB y Bigeoirpn 3a BiKOBMMW rpynamun npeactaBfieHnin HacTynHUM YmHOM: 0o 18 pokis
(21%); Big 18 no 34 pokis (38%); Bia 34 oo 54 pokis (26%); Bia 55 pno 64 pokis (9%); 3a 65 pokis
(6%) (Clement 2021, 3).

CyyvacHa nonynsipHa kynetypa CLUA € 6aratorpaHHUM O€HOMEHOM, L0 NPOAOBXKYE CBill OMHA-
MiYHMIA PO3BUTOK Ta Habyeae HoBux chopm (Muriel & Crawford 2018, p. 34). AMepukaHcbka Bigeo-
irpoBa cniflbHOTa MynbTUNAIKY€E TICHU 3B’A30K 3 TpaguuinHMmMu doaHaoMamm HayKoBol haHTacTuKu,
deHTesi ToLo, ane BogHo4ac BMPI3HAETbCA CyTTEBOK cneuundikoto (Rauscher & Stein & Thon 2020,
p. 31). Hacamnepen npmBepTatoTh yBary yHikanbHi KOHBEHLIT Ta ddecTmBani irpoBoi KynbTypu 3 LUK-
POKMUM CMEKTPOM 3axosiB.

3 2005 poky ogHieto 3 HamBigoMilIMX nogin y cdpepi nonynsipHoi kyneTypu Bigeoirop y CLUA €
KoHBeHLUida BlizzCon Big komnaHii Blizzard Entertainment. Micue npoBegeHHs 3akpinumnock 3a MiCTOM
AHaxanma B KanichopHii, ae LWopoKy 30MpatoTbecs AecsaTku Tucad gaHartie. [iicHo irpoBy npoaykLuito
Blizzard Entertainment 6e3 nepebinbLLueHHs MOXXHa Ha3BaTW HEBIO EMHOK YaCTUHOK Cy4acHOI CBIiTO-
BOI MONYNSIPHOI KyNbTYpW, agxe il po3po0OHMKM CTBOPUIM psag 3aranbHoBigoMux dopaHwmna: Warcraft
Ta World of Warcraft, Diablo, StarCraft, Overwatch, Hearthstone, Heroes of the Storm Towo. BogHo-
yac BlizzCon € noBHOUIHHUM dbecTuBanemM NonynsipHOi KyrnbTypK, OCKINbKK, OKPiM pekiaMm Ta aHOH-
CiB ManbyTHiIX irop, NpoBOAMTLCS LUMPOKUIA CNEKTP 3axOAiB: MaclUTabHi irpoBi TypHipK, TeMaTUYHI
BIKTOPWHW, MaCTep-Knacu, KOHKYPCU KpaLlMx KOCTIOMIB i TeaTparni3oBaHi BUCTaBM (Kocnneil) ToLO.
MysunyHUIn cynpoBig 3abe3nevyoTb BCECBITHLOBIAOMI rypTH, cepen skux: Metallica, Ozzy Osbourne,
The Offspring, Linkin Park, Foo Fighters, Blink-182 Ta iHwi. ¥ 2020 poui decTBanb He NpoBOAUBCS
y 3B’A3Ky 3 3arpo3oto COVID-19. Y notomy 2021 poky BrepLle 3axig 0yrno npoBegeHO OHMNamH nig
Ha3Boto «BlizzConline» (Gilliam 2021).

Joero ovikyBaHnumu B CLLUA Ta gocuTb MacutabHUMM CTanm YoTMpy BUCTaBKM iHOYCTPIl Bigeoirop
PSX (PlayStation Experience) Big Sony Interactive Entertainment y 2014—-2017 pokax. He € Taem-
HULEI TOW (haKT, Lo rofIoBHOK METO MOAIGHUX 3axoAdiB € NpocyBaHHs KoHconewn PlayStation 3 cy-
NyTHIMM TOBapamMu Ta akTyarnbHOI MiHIAKK irpoOBUX NPONo3nLin. PeknamHa iHTerpauis KomnaHin-pos-
pobGHUKIB Bigeoirop B pamkax PlayStation Experience Ha Teputopii CLUA mana Tpu etann. 2014
pik OyB MpeacTaBrneHnn HacTynHMMM komnaHismu: Activision, Atlus, Capybara Games, DrinkBox
Studios, Double Eleven Limited, Double Fine Productions, Endnight Games, Capcom, Hello Games,
Konami, Red Hook Studios, Robot Entertainment, Sega, Sony Computer Entertainment, Square
Enix, Tripwire Interactive, Versus Evil, Warner Bros, Interactive Entertainment, Yacht Club Games.
Y 2015 poui Ha PlayStation Experience Gyno npenctaBneHo psif YHikanbHUX HOBUHOK, a TaKoX
npoaoBXeHb Bigomux dpaHwua Bia: Activision, Bandai Namco Entertainment, Capcom, Double
Fine Productions, Gearbox Software, Koei Tecmo, Epic Games, No Goblin, Owlchemy Labs, Sega, Sony
Computer Entertainment, Square Enix, Ubisoft (Makuch 2015). NoaibHi 3axoam Sk NpaBuIio CriyrytoTe Mai-
AaH4YMKaMK1 Anst YTBOPEHHSI HOBUX irPOBMX KOM'FOHITI 200 po3LLMPEHHST BXKe icHyroumnx. 2016—2017 pokn xa-
pakTepu3yBanuch NpeseHTauissMm irpoBUX HOBMHOK Ta OKPEMUX YHIKanbHUX «irpOBMX BCECBITIB» BiA:
Activision, Atlus, Bandai Namco Entertainment, Capcom, Devolver Digital, Double Fine Productions,
DotEmu, Grey Box, GungHo Online Entertainment, Housemarque, Koei Tecmo, NIS America, Sega,
Sony Interactive Entertainment, Supergiant Games, Square Enix (Makuch 2016).

JocuTtb nonynapHuMu, Wwe 0o noyatky naHgemii COVID-19, ctanu cTpiM-koHBeHUii « TwitchCony.
Lle Hacamnepen npsiMi TpaHcnsAuii irpoBoro npouecy kibepcnopTMBHMX 3mMaraHb Ha OCHOBI Bige-
oxocTuHry Twitch MeTogom NOTOKOBOI Nepedadi gaHux. Bee GinbLIoro 3Ha4yeHHs B NONYNsSIpHiA Kynb-
TYypi BiA€0irpoBoro cerMeHTy HabyBatoTb «CTpiMuy. [NoaibHI 3axoam O03BOMNATL Y4aCHMKaM Nonyrs-
pu3yBaTu CBill KOHTEHT Ta NO3HANOMMUTMCH 3 BXe BigoMunmu remmepamm (Egenfeldt-nielsen & Smith
& Tosca 2019, p. 168). YTBOPIOKOTLCA HOBI TEMATUYHO OPIEHTOBAHI CMiNIbHOTK, WO OBroBOPHOHOTL
Ta TECTYKOTb HOBI NMpOrpamHi NpoaykTh, irposi pexxumum Towwo (Arguello 2018). Bioeo Ha nnatdgopwmi
Twitch moxxHa gnBMTMCL Y peanbHOMY YaciB Ta y 3anuci. Bneplue uen koHBeHT Bigbyscs y 2015 poui
i 4o 2019 poKy npoxoamuB Ha pi3HUX nokauisax KanigopHii.



Micto OcTiH wtaty Texac Bigome Le OfHIE KOHBEHLIE Bigeoirpool cninbHoTn. 3 2011 poky
komnaHis Rooster Teeth opraHizoBye Ta npoBoanTb 3axig nig Hassoto «RTX». [Nporpama Bkroyae
cepito 3ycTpivern 3 po3pobHMKkamu Bigeoirop. TpaauuiiHUMKN € MnoKarbHi irpoBi TYpHipM Ta TecTy-
BaHHS AeMOBepCi odikyBaHMX HoBuHOK (Crawford 2011, p. 52). Hanpuknag, wonom BipTyasnbHOi
peanbHocTi «Oculus Rift» y 2013 pouj, irpu «Halo 4» y 2012 poui, «Assassin’s Creed |V: Black Flag»
y 2013 poui, «Rainbow Six Siege» y 2015 poui. KoHBeHLUis nependayae iHTepakTuBHe 06roBopeH-
HS, e reimepun BUCIOBIIOTL CBOI 3ayBaXKeHHs Ta nobaxkaHHs. KomnaHii-po3pobHuku Bigeoirop Ta
reimepcbki haHgoMU FrOTYHOTb | NpeacTaBnAlTb CBOI cTeHaAM. OpraHizatopu CTBOPIOKTb TEMATUYHY
aTMocdepy, O OKPECIOETLCA NEBHOK CUMBOISIIKOK, efieMeHTaMn ogary, irpoBumMmn atpnbytamu.
RTX kOHBEHLIs iHTerpoBaHa 3 psiioM aMepUKaHCbKUX Media-rpyn, BiAnoBigHO OXONSIKOE PisHi cdepun
nonynspHoi KyneTypu. FOCTi 3axogy Manu MOXIMBICTb NPUNHATK ydacTb Y cheulianbHUX enisogax
cepianie «Immersion» y 2011 poui Ta «The Slow Mo Guys» y 2013 poui. B pamkax koHBeHLUiT Bif-
Oynacb npemM’epa aHimadirHoro cepiany «RWBY» . B 2017 poui — nepdopMaHc OeKinbkox eni3oaiB
cepiany «Castlevania» Ha OCHOBi OAHOMMEHHOI Ipu, a TakoXX nonepenHin nokas ginemy «War for the
Planet of the Apes». Y BepecHi 2020 poky BnepLue 3axig 6yno npoBegeHo oHNanH nig Hassow «RTX
at Home» (Dominguez 2020).

[locTaTHbO BigOMMM, B paMKax irpoBOi NONYMAAPHOT KyNbTYpWY, € Takox doectuarnbs «Penny Arcade
Expo» (PAX). Lia KOHBEHLIA OXONIIHOE BiAEOIrPY Ha Pi3HOMAaHITHMX KOHCOISAX, apkagHUX aBToMaTax
Ta HacTinbHi irpn. 3 2004 poky B CLUA 3axig nposoamecs B Cietni, bocTtoHi Ta CaH-AHTOHIO. Okpim
BENMKNX KOMMaHINn, LLO NPeacTaBnsoTb CBOK MPOAYyKLUito, dhecTnBanb BigOMUIA BENUKOK KiNbKICTHO
He3aneXxHnx po3pobHUKIB. 3a OKpEMUMU TEMATUYHUMKU HanNPAMKaMmn YH4acHUKM CTBOPIOKOTb AUCKY-
CirHi dopymun, 6e3KkOLITOBHI 30HM 3 Bigeoirpamu, 06’ eQHYOTbCS B KOHCOIbHI Ta HACTINbHI irpoBi Typ-
Hipu (Macy 2015). B pamkax nogibHux 3axogis nonynsapHumn € LAN Party abo BYOC Beuipku (Ha3Ba
€ ckopo4veHHaM Big Bring Your Own Computer). CBOepigHOI Bi3UTIBKOK 3ax04y € CNaBHO3BICHUN
irpoBun TypHip «OMeraToH».

He MOXHa OMUHYTK yBaro LWOPiYHMIA doecTuBarb Bigeoirop Ta irpoBoi My3uku y BalMHITOHI —
MAGFest. Cneundikoto 3axoay € BENUKW BIOKPUTUIN 3an A5 TPU Y BiAEOIrpy Ha Pi3HNX KOHCONSAX Ta
irpoBMx aBToMaTtax. TematnyHy atMmocdepy AONOBHIOKTL KOHLEPTU KaBep-rpyn Bigeoirop, a Takox
Beuvipka y ctuni BYOC. ApkagHun 3an MAGFest BigkpuTtun uinogoboso. OkpeMy cekuito cknagaroTb
«papuTETHI» irpoBi aBTOMaTK i Hacamnepea NiHGoM, yCi NPONO3unLii BKITKOYEHI Y BapTICTb BXiAHOMO
kBuTka. MAGFest npuBabntoe 6aratbox reMMepiB TEMaTUYHOK aTtMocdeporo — 3an Npukpallae cne-
LianbHe OCBITNEHHS, rpae peTpo-My3uKa, WO Mae HaragyBaTu «30roTun Bik apkaa» (Hodent 2020,
p. 21). Bubip irop Bkrtoyae crtapi YopHo-6ini cepii Big noyatky 1970-x pp. i «Cathode Ray Tube» oo
CyYacCHUX SIMNOHCLKNX TaHLoBaNbHO-MY3MYHKUX irop, 3okpema, Dance Dance Revolution i Taiko No
Tatsujin. Apkaaw i goci BunyckaroTbcsa 6aratbMa BUupobHukamn. Cepen Hux: Atari , Nintendo, Taito ,
Midway, Williams, Capcom , Sega , ICE, Rock Ola i Exidy. Llinogo6oBuin kOHCONbHWIA 3amn MiCTUTb
OinbLUe COTHI Teneei3opiB Ta irpoBmnx npuctaBok. Cknag KoHconen — Big AaeHix Atari 2600, irop B cTu-
ni Intellivision oo Harcy4acHiwmnx cuctem Xbox Ta PS. LleHTpanidoBaHi i «CNOHTaHHI» TypHipu Bigody-
BalOTbCS NOTAroM Bcboro 3axoay. 3 2013 poky po3noyanaca Buctaska iHAi-rpyn MAGFest «MIVS».
LLlopiuHo dhecTrBanb NpmBabntoe Bee binblue He3anexHnx po3pobHukiB, a 3 2016 poky aie cekuis «IH-
fi-apkaguy». B KOHUEPTHMX 30Hax BigbyBatoTbCs HiYHI BUCTYNM Bigomux rpyn (Machinae Supremacy,
Earthbound Papas, Minibosses, Powerglove, NESkimos, The Advantage n Chromelodeon), wo rpa-
I0Tb TEMAaTMYHY MY3UKY 3 Bigeoirop. IHLWi ocobnmBoCTi hecTuBanio — iHTeNeKTyarnbHi NaHerni, Taki sk
«Game Studies 101», Oe y4yacHMKM 3HANOMMATLCS 3 OCTaHHIMM OOCNIAXKEHHAM Yy cdepi BUBYEHHS
Bigeoirop Ta amaraHHs gigpkeiB y dopmarti «Bigkputa cueHay (Koetteritz 2019).

MeHw BigoMnmmn, ane JOCUTb NONYASPHUMM KOHBEHTAMM B OKPEMUX CErMEHTaX BigeOoirpoBol iH-
aycTpii 3anuwatoTbes: «QuakeCony Bif id Software, Lo NpoBOAMTLCSA KOXHOIO POKy Y MicTi [Jannac;
peTpo-irpoBun dectueanb «Midwest Gaming Classic» y micTi MinBoki; « GameSoundCony» y MicCTi
Jloc-AHppxenec, wo npuceadeHnin My3uui Bigeoirop Ta «Electronic Entertainment Expo» (Rauscher
& Stein & Thon 2020).

MonynsapHa kynetypa Bigeoirop B CLUA npeacTtaBneHa TakoX psiAom KiGepcrnopTUBHUX 3MaraHb
Ta LLOPIYHMX LIEPEMOHI HArOpOMKEHHSI 3a AOCSATHEHHS B Ui LapuHi. 3asHavyeHa npobrnemaTtuka
pa3oM 3 aKkTyanbHUM NMUTAHHAM MOAanbLIOro BMSMBY KOPOHABIPYCHOI XBOPOOW Ha irpoBy iHOYCTpIto
MOX€E CTaTu NpegMeTOM OKpeMUX nyorikawin.
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MonynsapHa kynbtypa CLUA B A3epkani KOHBeHUiN BiaeoirpoBoi iHQYCTpil

Bideoieposa Kynbmypa € 00HUM 3 Halbinbw ckrnadHux ma OUHaMIYHO MPO2pPeCcyYUX ceaMeHmie
8 cucmemi 8UBHEHHSI (eHOMEHY Cy4YacHOI MonynspHOI Kyrbmypu. 3a ocmaHHi decsimb POKig cghop-
Myeasnuch SIKICHO Ho8i meHOeHUii po3sumKy gideoiepoegoi iHdycmpii, wo oxornsoe OeKiflbka pieHie
83aemo0ii. KomnaHii-po3pobHUKU izop Orns nonysnspusayii aHoHCo8aHoI npolyKyii ma midmpumKu
XXumme3damHocmi exe ICHYyr4YUX hpaHWU3 wyKkaromes iHmepakmueHOIi KOMyHIKauii 3 po3aasyxe-
HOHO CcrifilbHOMOro 2elimepis. l2posi KoHeeHUT po3ansadaromecs sk dieguli iIHCMPYMeHm 83aEMOo8riiu-
8y 8 paMmkax iepoeoi iHOycmpii. lpedcmasneHa cmamms po3Kpueae Krto4osi 3axodu rnodibHo20
murny 8 mepumopianbHux pamkax CrionydyeHux LLImamie AMepuku ma xapakmepu3ye iX erniug Ha
eeliMepcbKe KOM’IoHIMI. B amepukaHchKil nonynspHit Kynbmypi gideoieposa crilsbHoma npodos-



Xye 3bepicamu micHuUl 38’930K 3 mpaduuiliHumMu ¢haHdomamu HayKosoi ghaHmacmuku, heHme3si
ma psi00OM IHWUX KOHBEHMIB, are 800HOYAC, 8UPI3HAEMbBCS Cymmeaoro crieyuahikoro. [NpornoHosaHi
00 ysaau 3axo0u, wo npedcmasseHi 8 daHili cmammi, € MOBHOUIHHUMU ¢hecmuearnsiMu rornyrisipHoOI
Kynibmypu 3 WUPOKUM CrIeKmpomM 3axo0ig. macuimabHi i2posi mypHipu, Kocrinei, My3u4Hi nepgop-
maHcu mouwo. KoHeeHuii nepedbayarome QUCKYPC, pOPMyrombCsi meMamuyHi HarpsMku, GUCKYyCili-
Hi chopymu, Oe eeliMepu 8UCIIOBITIOIMb C80I 3ays8axkeHHSs1 ma nobaxkaHHs. OpaaHizamopu cmeopro-
romb memMamuy4Hy ammocghepy 3 ME8HOK CUMBOITIKO ma ieposumu ampubymamu. Benuki komnaHii
ma y4YacHUKU Pi3HOMaHIMHUX KOM FOHIMI npedcmaerisomes cmeHOU 3 C80€r nMpodyKuito, 800HoYac,
ps10 ghecmusariie rnpudinsome 0cobriusy yeazy He3anexHuM Po3pobHUKaM.

lNaHOemisi KOpOHagipyCHOI X80pObU BHECIA CymmMeSi KOPEeKmMuU8U y pPO38UMOK KyIibmypu 8i0eoi-
2p08020 KOM'toHImMI. Bxxe mpaduuiltiHi KOH8eHMU mpaHcgopMysarnuchb 8 AucmaHUiliHi OHnaltH 3axo-
Ou, a MOMoKo8a MpaHcrisuis iepoeo2o ripouecy 6’e eci pekopdu. HalbinbLw rnomMimHOK 3 MOYKU 30py
OuHaMiKu po3wupeHHsT ma adanmauil izposux ¢popM npodoexye 3anuuiamuchb cgpepa mMobiribHO20
2elMiHay, o oxormoe Haltwupwul gikogul diara3oH.

Knoyosi criosa: nonynspHa Kynbmypa, Kyribmypa gideoieop, eeliMepu, i2po8i KOH8EHUIl, TomokKo-
8a mMpaHCIIsAyis iep08020 npouecy, po3pobHUKU 8ideoieop, ghaHOOM.
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