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MEMJANTIPOAYKTIB Y HUPPOBOMY CEPEJOBHUIII

The article examines fan editing as a form of user-generated content and a
promotional tool in the digital media environment, focusing on its communicative and
marketing potential, audience engagement, interest in original products, and
application by entertainment companies.
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BiJcOKOHTEHT B  MapKETUHIOBUX KOMYHIKAIlisIX CTaB  OOOB’SI3KOBUM
IHCTPYMEHTOM TPUBEPHEHHSI YBaru CIOXKHUBa4da. A pO3BUTOK IUMPOBUX TuIaTHOpM
3MIHUB POJIb KOPUCTYBaUiB B Me[1IaKOMyHAaKaIl1sX, 32 IKOi MO)KHA HE JIMIIIE CTIOKUBATU
KOHTEHT, a i OpaTu yyacTh y HOro CTBOpeHHi Ta nomupeHHi [1]. OnHum 13 nposiBiB Miel
KYJIBTYPH Y4acTi € (paH-eIITUHT — CTBOPEHHS KOPOTKHX BiJICOMOHTAXIB 13 ()parMeHTiB
ICHYIO4UHMX (UIbMIB, CepialliB Ta IHIIMX MEIIAIPOAYKTIB 13 BUKOPUCTAHHSAM MY3UKH,
MepexoiB 1 Bi3yalibHUX €(EeKTiB IIaHyBaJlbHUKaMu (paHaramu) [2, 3].

AKTYaJIbHICTh JIOCIIIPKEHHS TTOB’s13aHa 31 3pOCTaHHAM POJIi KOPUCTYBAI[LKOTO
(amaropcbkoro) Bigeo-koHTeHTY abo User-Generated Content (UGC) y uudposomy
cepenoBuii. OibMu Ta cepianu HaJeXKaTh 0 JOCBITHUX TOBapiB (experience goods),
AKICTb SIKMX OLIHIOETHCS B MPOIIECI CIOXKUBAHHS, TOMY TYMKH Ta PEKOMEHAALIIT IHILIUX
KOPUCTYBaulB MOXKYTh BIUIMBATH Ha 3allIKaBJIEHICTh MOTEHUIHHOTO msigayda [4]. dan-
enitu Ha tuiatpopmax TikTok, Reels Ta Shorts mo3BomisitoTs mpuBepratu yBary Ta

CIPUSATH IPOCYBAHHIO OPUTTHAIIBHOTO KOHTEHTY, 1110 MOKE IEPETIKATH Y BUPOOHUIITBO

365



CYBEHIPHOI, MEpYEeBOi YW JPYKOBAHOI MPOAYKIIi (mocTepu, apTOyKd, TeMaTH4HI
BUJIaHHS).

MeTtoro AOCHKEHHST € aHaji3 KOMYHIKAaI[ifHOTO Ta MapKEeTHHTOBOIO
noTeHIiany (QaH-eMITUHTY Yy TOMyIsSpHU3alii MemianpoaykKTiB y IU(pPOBOMY
CEPEIOBUIIT.

Y uudpoBomy cepenoBuili (aHATCHKUH KOHTEHT Ta HOTO TOIIMPEHHS B
COIIMEpEKax CTBOPIOIOTH TOJATKOBY KYJABTYpPHY W KOMYHIKAIlifHY IIHHICTH IS
MemiadpeniB [4-6] (puc. 1). @aH-enNiTHHT BUKOHYE YOTHPHU OCHOBHI KOMYHIKaIliiHI
dbyHkIii: 1) penpe3eHTanio MeIIalpoAyKTy, 2) IHTEpPHpeTalilo HOro CIOKETy Ta
MEPCOHAXIB, 3) PO3MOBCIOKEHHST 4epe3 LudpoBi miathopmMu Ta 4) 3amydeHHs

ayIuTopii 70 OOrOBOPEHD 1 CTBOPEHHS HOBOTO KOHTEHTY.

. CTBOpEeHHA KOPOTKOro
OpuriHanbHMA MegianpoayKT TBoOp4ye NepeocMUCNeHHA Blneo
[AoaaTkoea yBara Ao Baacmonla ayauTopli MowmnpeHHA Ha uudgposin
opuriHanbHOro NPoAyKTY nnardgopmi

Puc. 1. Cxema mexanizmy enaugy gan-edimy na yinbosgy ayoumopiio

VY cydacHil mpakTUIl MO)XHA BHUIUIUTH TPU OCHOBHI MEXAHI3MH 3aJIyYEHHS
¢daHaTiB 1 KpeaTopiB J0 MAapKETHMHTOBOTO TPOCYBaHHS Memianpoaykry [1-3]:
1) ammiikamiss — MOMMPEHHS Ta MOCHJICHHS OXOIUIEHHS (DaHATChKUX BIJIEO uyepes
oQiiiHI aKayHTH KOMIIaHIii; 2) peKPYyTHHI KpeaTopiB — 3ajly4yeHHs MOMYyJIsSpHUX
KpeaTopiB /10 CTBOPEHHsI MPOQeCitHOro MPOMOIIIMHOTO KOHTEHTY THUIy BIJEO 3
pO3MaKyBaHHAM TMPOAYKTY (unboxing), TECTyBaHHS TOBapy Yy pEaJbHOMY >KHUTTI,
lifestyle-crooxeTn 3 OpeHmom Ta iHImm; 3) KOHTeHTHUN TOCiB (content seeding) —
HajaHHs daHaTaM 1 Kpearopam o(DimiitHUX BiIeo- Ta aymioMaTepialiB JjIsl MOHTaXY Ta
CTBOPEHHS TIOX1THOTO KOHTEHTY.

AHaniz npuknaniB Ha mudpoBux miatdpopmax (tabm. 1) cBiguuth, 1m0 ¢aH-
EIITUHT MOXKE€ BUKOHYBAaTH HE JIMIIE PO3BaXajdbHY, a ¥ IPOMOLINHY (QYHKIIIO.

CTBOpIOIOYM Ta MOLIMPIOIOYM MOXITHUN KOHTEHT, (DaHATH CHPUAIOTH OPTaHIYHOMY
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MOIIMPEHHIO MEIaNPOAYKTIB 1 3aJy4yeHHIO HOBOI ayauTopli, IO BKazye Ha

HEOOX1THICTh aKTUBHIIIOI B3aEMOIIT MeTiakoMITaHi# 13 (haHaTChKUMHM CH1IbHOTaMHU.

Tabnuys 1
Ilpuknaou euxkopucmanusn hpan-eoimie 0na 3aayueHHA AyOUmMopiy
Opurinansauii | [Tnarpopma Ocob6arBOCTI KOHTEHTY (haH- Peaxmis aynutopii
Menianponykr | ¢aH-emiTa enita
Cepian «The TikTok CTBOpEHHS aJbTePHATUBHOI 3HayHa KUIbKICTh (DAHATCHKUX
Bear» CIOKETHOI iHTepmpeTaii 3a BiJICO Ta aKTUBHE
y4acTio IepcoHaxis [3, 5]. 00TOBOPEHHSI MOYKJIHBOTO
PO3BHUTKY CIOKETY [5].
DM TikTok JlnHaMIYHUN Ta eMOIIHHHII [Tonan 195 mutH neperisaais;
«Creed» MOHTaX (pparmenTiB dimpmy [5]. 301TBIICHHS TIEPETIISIiB

¢b11pMy Ha CTPIMIHTOBIM
iatdopmi Ha 29% [5].

Cepian TikTok, Bipycuuii panarcekuii MOHTaxK MinbHOHHI OXOIIJICHHS Ta
«Heated YouTube 13 BUKOpHCTaHHSAM (pparMeHTiB MOAAIIBIIIE 3aTyYCHHS
Rivalry» cepiany [2, 3]. aBTOpKH 10 pobotu 3 HBO

[2,3].
®panmmsa TikTok [IpomortiitHi pan-enit 3 3pocTaHHs IHTEpecy MOJIOIO0T
«The Hunger BUKOPUCTAaHHSM I'yMOpY Ta ayaMTopii 10 MaOyTHIX
Games» MONYJSIPHOI MY3HKH [2, 5]. pem3siB [2, 5].
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