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YKpaiHCbKi NepCcneKTMBmn imepCUBHOI XXYPHANICTUKHN

Kupunosa O. B.

AHinpoecbkuli HayioHanbHuli yHisepcumem imeHi Oneca NoH4Yapa

Po3rnsaHyTO 3MiHM y HAayKOBOMY AMCKYpCi Wopo AediHilii NoOHATTA «iMepcMBHA KypHaniCTMKa» Ta BM3HAYEHO OCHOBHI eTanwu
KPUTUYHOFO OCMUC/IEHHA deHOoMeHy. BuBYeHa ponb TeXHONOTYHOro $aKkTopy AK KOHLEMNTOTBOPYOro YMHHMKA VR-KOMyHiKauji.
Locnigxyroumn Bigeo-cioxetn popmaty «Bigeo 360 °», onybaikoBaHi Ha odiuiiHux YouTube-kaHanax TenekomnaHii 1+1 Ta Padio
Ce0600a YKpaiHa y 2015-2019 pp., i3 3acTtocyBaHHAM meTogonorii Yitmepa — CiHrepa BUOKpEMIEHO HOTUPH rpynu GpaKkTopis, WO
3abe3neyyoTb NPUCYTHICTb Y BipTyasbHOMY cepeaoBuui. MpoaHanizoBaHO AeKinbKa GpopmaTiB Bigeo: HOBUHHI CIOXKETH, coljianbHa
peKknama, CneLnpoeKTH, BiLeoTPaHCAALIT, MyNbTUMELINHI NPOEKTH, cepes, AKUX HAABHI AK NOAIEBMI, TaK | aBTOPCbKUIA KOHTEHT.
Bu3HayeHo, Wwo dpaKTopu NOCTIMHO B3AEMOAIOTb i BNIMBAOTb O4MH HA OAHOMO, YMHAYM BN/MB i HA FONOBHI CKNAgHUKKN VR-edekTy —
MPUCYTHICTb, 3aNy4eHiCTb Ta 3aHypeHHA. CloXeTu, Wo NpeTeHAyoTb Ha MaKCUManbHy ebeKTUBHICTb, MaloTb POBUTKU CTaBKY Ha
CEHCOPHi ¢aKkTopu Ta GaKTOpM BiABONIKaHHA, 60 came Bi4 HUX 3aN€XWUTb [Ai€EBICTb IMEPCUMBHOIO  KOMIJIEKCY
KMPUCYTHITb+3aNy4YeHiCTb+3aHypeHicTb». B aHanisoBaHWx croxeTax iepapxia $GaKTopiB BUrNAAAE HACTYNMHUM YMHOM: HA MepLIomy
Micui paKTopm BigBONIKAHHA (L0 € NOFIYHUM), ane Apyre micLe nociaatoTb GaKkTopu peanicTUYHOCTI, He 3Barkatoum Ha GOpPMaT TeKCTy.
MpW LbOMY aKLLEHTYETbLCA, LLO PEeaNiCTUYHICTb NOBUHHA BUXOLMUTU HA NEepPLUMIA NNaH, AKLLO iIMePCUBHI TEXHOOTT 3aCTOCOBYOTLCA MPU
CTBOPEHHI HOBUHHWX CIOXKETIB, i UNTAY HE MAE MOMK/IMBOCTI KepyBaTU KOMMO3ULED, NPUCYTHICTE GOPMYETLCA Yepes3 3aHYpPEeHHA B
0noBifb. ABTOPCbKI Ny6NiLLUCTUYHI TEKCTU CTBOPIOIOTHCA i3 3aCTOCYBAaHHAM METOZIB, WO A,03BOIATL KOPUCTYBa4Yam BMBATU Ha Xif,
OnoBiZi, NPONOHYBAaTWU B/IACHUI XPOHOTOM, CTBOPHOBATM Pi3Hi PiBHI €MOLAHOIO 3aHypeHHA 4Yepes, HamnpuKNag, MakcMMasbHe
3anyyeHHA. CBiTOBA NpaKTWMKa A0BOAMUTb ePEKTUBHICTb AAHOIO MPUHLMMY, ane HUM He KOPUCTYIOTbCA YKPaiHCbKI meainHuku. Ha
CEHCOpHi daKTopu Ta GaKTOpU KepyBaHHA NPUNALAE AyKe Mano yBaru, Aka 34e6inbworo pos3nofinfaeTbca MiXK Bi3yanbHO
CKN1a[,0B0I0 Ta NPOrHO30BAHICTIO Ail, AKi cami No cobi € HeBig' EMHUMK enemeHTamm Ny6NILUCTUYHUX BiLEOCHOXKETIB.

Knro4oei cnoea: imepcusHa xypHanicmuka; VR-koHmeHm; gideo 360 °; ykpaiHcoki media; 1+1; Padio Ceoboda YkpaiHa.

textsin 360 ° video to optimize the further development of the

1. Introduction Ukrainian immersive journalistic product.

Problem statement. Theoreticians and practitioners of Research object. 360 ° video publications on 1+1 YouTube
social communications have been dealing with the  channelsand Radio Liberty Ukraine (2015-2019).
development of immersive journalism for quite a long time. Latest research works and publications analysis. A

World leading media not only have some experience in  number of scientific studies regarding the specifics of
creating immersive journalism projects, but also constantly ~ immersive journalism has increased significantly during the
invest in technology development, offering the users Years 2017-2020. The phenomenon is subjected to thorough
updated, functionally expanded products. Immersive  analysis, involving a solid methodological apparatus. So, the
narrative is associated with VR modeling, engaging an  Works written by R.Mabrook & J.B.Singer (2019), K. Van
audience in AR and expanding worldview capabilities through ~ Damme, A. All, L. De Marez & S.Van Leuven (2019) [3],
MR. The group of leaders has been formed among the S. L. Nielsen & P. Sheets (2019) [4] are interesting from the
content producers, as it was described in previous studies ~ Point of view of the VR content features studying [2]; the
(g.v. [1]). Ukrainian media are cautious about the possibilities ~ effectiveness of immersive technology in news discourse is
of immersive narrative. Today, only Radio Liberty Ukraine can ~ beinginvestigated by S. Kang, E. O'Brien, A. Villarreal, W. Lee &
be called a leader in the creation of the content. From time ~ Ch. Mahood (2019) [5], T. Aitamurto (2019) [6]. A. Paino
to time there are projects that claim to be included in the ~ Ambrosio i M. I. Rodriguez Fidalgo (2019) generally announce
structure of immersive discourse, but there is no ground for ~ the emergence of a new communicative model in immersive
empirical material. journalism [7], but it’s a bit premature in our view. S. Pérez-

Purpose of the paper. The aim of the scientific paper isto  S€ijo & X. Lopez-Garcia (2018) [8], E. Sirkkunen & Uskali (2019)
distinguish the reasons for the low efficiency of journalistic ~ [9], W. McDonald & B. Avieson [10] deal with VR ethical
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problems. The problems of immersive text formation are
explored by D. Dowling (2019) [11], A. Paino-Ambrosio & M. I.
Rodriguez-Fidalgo (2019) [12], and the AP world news agency
offers the media “A guide for journalist in a world of immersive
3-D content” [13].

Research methods. In the article the videos in the 360 °
video published on the official 1+1 YouTube channels and
Radio Liberty Ukraine during the years 2015-2019 are
analyzed. Technical assessment of immersive materials was
made with the help of the vidIQ Vision for YouTube service. The
data are presented as of the end of the year 2019. When
analyzing the immersive component of the videos, the
Whitmer — Singer method [14] was used, with the help of
which it was possible to determine the degree of the user
presence in the video. The identification of 4 groups of factors
(control factors, sensory factors, distraction factors and
realism factors) allows us to understand what possibilities a
user has to influence the environment, whether their
functional is clear, whether there are tools for modifying
objects, how much sensory information is provided, how fully
and consistently the feelings are stimulated, if it is possible to
focus on VR incentives without paying attention to irritation
coming from the physical environment, whether the
environment produces continuous incentives connected to
each other, how close the VR environment is to the real world,
how intense the disorientation after returning to the real world
is. In the process of initial analysis, it was determined which of
the published stories have the greatest potential. According to
vidlQ, the most effective of the 39 videos available on the 1+1
channel are ‘The world inside out 360 ° and ‘360 ° main
Christmas tree. Immerse yourself in the center of a bright New
Year’s holiday’. Among 28 stories on the Radio Liberty Ukraine
channel, the leaders are ‘March of Defenders of Ukraine to
Independence Day’ and ‘Carpathian Buddhists: the way from
Donbass to the mountains’. These 4 videos in 360 ° video
format were analyzed with the help of the Whitmer — Singer
method.

2. Results

The technological factor affects not only the degree of the
use of immersive techniques in media production, but also the
qualitative level of the analysis of the phenomenon of scientific
discourse. At the initial stage of the functioning of immersive
practices (1995-2014) the world scientific community has
determined  its  conceptual apparatus, definition,
methodological base, etc. F. Biocca & B. Delaney (1995), B. G.

Witmet & M. S. Singer (1998), N. de la Pefia (2010) D. Small
(2011), R. Cruz & R. Frnandes (2011), B. van der Haak & M.
Parks (2012) and others made a significant contribution to this
process. They defined immersive journalism, identified its
concept-forming factors, justified the feasibility of a complex
of practical techniques for producing content and set certain
development vectors, which proved or, on the contrary,
refuted its effectiveness over time. Speaking about an
immersive media activity in the first decade of the XXI century,
the researchers mainly emphasized the new capabilities of the
technology, its development prospects and deontological
aspects of its implementation. At the stage of the active
attracting of the world’s leading media to the development of
the immersive content (2014-2017), world scientists such as
M.L. Ryan (2015), R.Aronson-Rath (2016), S.Pérez-Seijo
(2016), R. Hernandez (2017), A. L.S. Laws (2017) and others
have determined the structure-forming components of
immersive journalism, its functional specificity and
methodological apparatus, the effective use of existing
technologies and its commercial component. At the present
stage, the number of studies on various topics of immersive
media practices is growing every day. We can even talk about
the appearance of certain theoretical directions of the study of
this phenomenon. In 2019 F. Biocca, who is considered the
founder of the theory of immersion together with D. Shin,
presented the results of their research on the study of the
mechanism of immersion [15]. A. Paino Ambrosio and
M. I. Rodriguez Fidalgo (2019) proposed a new model of
“immersive communication” and a model of “structure of
immersive journalism” [7]. An overview of existing concepts,
employment, opportunities and boundaries of immersive
journalism was presented by A. Baia Reis and A. F. Coelho
(2018) [16].

The understanding of the phenomenon of “immersive
journalism” is also changing. In 2010 this concept was
understood as “the use of specific strategies or techniques,
especially those, which were made possible by digital
technologies, to create a heightened sense of life experiencein
the audience after the news story was published.” Such a
definition is found in the “Keywords In News And Journalism
Studies” glossary by B. Zelizer and S. Allan [17, p. 56-57]. The
authors try to give a general interpretation that takes into
account the fact that “the term refers to mundane factors such
as dust, dirt or water on the camera lens, blurred focus or
shake camerawork and the sound of the journalist’s personal
reaction to what is being recorded (such as discomfort,

Tab. 1. Characteristics of the 1+1,

TSN and Radio Liberty Ukraine YouTube channels at the end of December 2019

(with the data obtained from open source https://socialblade.com
YouTube The number Number of Number Year ?f the
channel Channel URL X . creation of
of downloads | subscribers of views
name the channel
1+1 https://www.youtube.com/user/1pluslchannel 9.3 thousand 1.64 million 9.25.“6 2009
TV Channel million
TSN https://www.youtube.com/user/tsnukraine 146.4 162 million 125 2012
thousand billion
I_Radm https://www.youtube.com/channel/UC- 8.62 188 138.4
Liberty wWyFdk txbZV8FKEKOVS8A o 2007
Ukraine thousand thousand million
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surprise or alarm). On the other hand, it includes devices
intended to encourage audiences to interact with story
elements or information in a manner that engenders a
personalized perspective. The latter includes the use of digital
gaming features within virtual environment, as when the
visitors to an online news site are provided an opportunity to
negotiate the virtual experience of being on the airplane,
having crashed earlier that day. Advocates regard immersive
journalism as a way to supplement traditional, objective
reporting with a more subjective sense of connection, that
invites empathy and understanding. Critics, by contrast,
associate it with the infotainment suggesting that it offers an
egocentric form of reporting that substitute the main essence
by the colorful visuals” [ibid]. At the same time N. de la Pefia
(2010) in the large-scale collaborative study “Immersive
Journalism: Immersive Virtual Reality for the First Person
Experience of News” where he introduces the concept of
immersive journalism, explains it as “the production of news
in a form in which people can gain first-person experiences
of the events or situation described in news stories” [18].
Today, “immersive journalism” is a subcategory of
journalism that uses virtual reality (VR), augmented reality
(AR), mixed reality (MR) and similar technologies to provide

those engaging in such technologies with a sense of being
wholly engrossed in the news story, thus allowing the audience
of the news to form a direct impression of the ambience of the
story [1; 19; 20; 21]. Moreover, “the technological component
in this case is fundamental, not only in the process of
transmitting and receiving the message, but also in relation to
the intrinsic characteristics of the message itself. The coding
and decoding performed by the sender and the receiver are
determined by the technology itself, since specific software
and hardware are necessary for production and consumption
and the receiver needs a display device (VR headset) to be able
to decode the message ... The immersive model involves the
isolation of the user with a visualization device, makes it an
individual type of communication, so that the message itself
stays the same” [7].

Expanding the boundaries of the study of immersive
journalism has led to the unification of the concept and its
attraction to the existing mass media methodology. There have
appeared the researches on the immersive forms of digital
journalism [22], immersive communication [23], immersive
narrative [24], the implementation of immersive techniques in
the transmedia space [25], the impact of immersive journalism
on the content factuality [26], the analysis of trends, acquisitions

Tab. 2. 1+1 VR projects according to vidlQ
(the data as of December 2019)

The A vidlQ score
number where 100 is The:ate of
Format and the title of the project of views the Engagement by vidlQ p\?;ul:szn Timing
on maximum
YouTube value channel
New Year’s Eve for all
360. TSN.ua presents the 1% (bad);
first spherical video of 106 78.9 % — likes factor: .
@ the opening of the thousand 231 138 —likes; 37 — 12/20/2015 0:59
5 country’s main Christmas dislikes
§ tree
2 ° mai ;
2 | e mmerse voursel 1% (bad);
‘E right in the centre of a 142.6 54.4 83 %= I|.kes factor: 12/20/2016 0:59
.. i , thousand 122 —likes; 25 —
s bright New Year’s dislikes
€ holiday
2 1.5-2 % (average):
See the 360 ° unique TSN 49.8 91.1 % — likes factor:
release thousand >1.6 542 — likes; 53 — 03/24/2017 48:02
dislikes
Format: |\ ational Anthem of 32.6 9 ::/5 A] Lgoofd):
. ational Anthem o . .8 % — likes factor:
SOCI,al, Ukraine 360 ° thousand >1.9 809 — likes; 27 — 12/30/2016 1:39
advertising .
dislikes
Voice of the Country
360 ° (Averages based on 57.4 479 1% (bad): 04/08-
8 the analysis of the 7 thousand ’ 84.6 % — likes factor 11/2017
-%’- videos)
S Dancing with the stars 13.9 201 0-1 % (bad): 09/01-
2 360° thousand ’ 78.4 % — likes factor 05/2017
s World insi °
;..u? (Aserigess Ctl)zseudt zr??he 100 52.8 0-1% (bad): 09/07-
@ . . thousand 98 % — likes factor 21/2017
£ analysis of the 2 videos)
o o
= My country 360 38 0-1% (bad): 12/06/2016~
(Averagesbasedonthe | | oo g 336 93,1 %~ likes factor | 12/27/2017
analysis of the 25 videos)
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and prospects of immersive

multimedia

[27]. The

conceptualization of immersive journalism is gradually coming
to a conceptual level and scientists are trying to enter it into the
system of the categorical apparatus of social communications [2;

9; 15; 28].

It should be noted that the detailed study of the
phenomenon occurs mainly on the materials of those media
resources that are globally important: The New York Times, The
Wall Street Journal, CNN, The Guardian, BBC, National
Geographic, Euronews, Associated Press, Reuters and others.

Tab. 3. VR-projects of Radio Liberty Ukraine according to vidlQ
(the data as of December 2019)

The number Cv‘r:frl?: gg:: Date posted
Format and title of the project | of views on the maximum Engagement by vidlQ on YouTube Timing
YouTube value channel
March of Defenders 23.9 5% (good);
of Ukraine to thous.,and 43.6 95.4 % — likes factor: 08/24/2019 4:33
Independence Day 832 — likes; 40 — dislikes
134 1.5-2 % (average):
Christmas tree thous.and 43.8 91.7 % — likes factor: 12/19/2018 1:35
_%D 165 — likes; 15 —dislikes
§ Concert of the 124 1.5-2 % (average):
e "Okean Elzy " at thous.and 40.8 91.4 % — likes factor: 05/27/2019 3:05
g VDNH 169 — likes; 16 — dislikes
S10% )
S ‘f'] N e 44 73.2 % — likes factor: | 01/01/2019 2:13
i | forchmarchinthe | thousan 224 — likes; 82 - dislikes
centre of Kyiv !
360 ° video: the 1% (bad);
° ’
:—T:skh(;;;:ei:%sr:an 6.3 thousand 37.9 76.8 % — likes factor: | 10/01/2019 2:38
L 43 — likes; 13 — dislikes
from the inside
Carpathian
o 0-1 % (bad);
Buddnists: the way 129 44 85.1 %~ likes factor: | 06/21/2017 6:05
from Donbass to thousand 40 — likes. 7 — dislikes
the mountains ’
. 2-5 % (good);
iﬁgﬁ: of the Kiev thf&iin g 37.5 92.3 % likes factor: | 02/02/2019 9:16
v 144 — likes; 12 — dislikes
- -
E [, 5% )
2 | sarhage & 3.2 thousand 39.7 97.8 % — likes factor: | 12/12/2018 5:17
S station in Ukraine . .
= 91 - likes; 2 — dislikes
B works
€ Walk through the 585 2 % (average);
2 Chernobyl Exclusion thomljsand 34,4 90,4 % — likes factor: 04/27/2016 2:29
Zone 47 - likes; 5 — dislikes
. 2-5 % (good);
KyivPryde 2018. 2.14 332 50 % — likes factor: | 06/17/2018 2:49
Backstage thousand 24 likes; 24 — dislikes
Forest Outpost. 2-3 % (average);
Second home for 0.9 thousand 29,6 88,9 % — likes factor: 03/06/2017 4:12
children of war 16 - likes; 2 — dislikes
. 4-5 % (good);
Mine. Through the 284 34,4 98,1 % — likes factor: | 08/25/2019 3:03
5 eyes of a miner thousand I o
2 16 - likes; 2 — dislikes
g_ Odessa’s squat
© (Averages based on 1,5 % (average); 07/03-
3 the analysis of the 7 2.8 thousand 2 63 % — likes factor 06/2017
.g videos)
3 . o 2 % (good);
E ’
o Lviv taxi driver from |, ) cond 33,3 83,3 % — likes factor: | 03/14/2017 8:09
© Makeevka . .
g 30 - likes; 6 — dislikes
o . 2-3 % (good);
. ’
Ehc;:?itsz;g::t‘;:sm th()ltﬁzn g 33,8 88 % likes factor: | 09/22/2017 10:45
22 - likes; 3 — dislikes
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National media and the experience of their interaction with this
technology are just beginning to become the object of scientific
analysis. Ukrainian immersive practices aren’t the exception: the
scientists engage them in the systemic research only
fragmentarily: A. Polisuchenko (2019), J. Druca (2019),
R. Rusanov (2018), H. Arhirova (2019), I. Macyshyna (2017). At
the same time, we can’t talk about significant breakthroughs in
immersive journalism on the online platforms of Ukrainian
media. Today, none of the media uses the technology of
immersive journalism (360 ° video, VR, AR, MR and XR) on the
ongoing basis. Such services as NYT VR, Immersive (AR / VR), THE
DAILY 360, 360 VR Video (from The New York Times), 360 °
Video, WSJ VR (from The Wall Street Journal), CNNVR (from
CNN), Guardian VR (from The Guardian), BBC VR, 360 Video and
Virtual Reality, 360 Video from BBC R & D (from BBC), National
Geographic VR, National Geographic Explore VR, 360 ° Videos
(from National Geographic) are not typical and familiar for the
Ukrainian media space. 1+1 TV company occasionally resorted
to the techniques of immersive journalism, offering viewers the
stories of TSN news service in the 360 ° video (‘A New Year for all
360. TSN.ua presents the first spherical video of the opening of
the main Christmas tree of the country’, 12/20/2015; ‘The main
treeis 360 °. Plunge into the very centre of the bright New Year’s
holiday’, 12/21/2016; ‘Watch the unique TSN release at 360 *,
03/24/2017), image online publications (‘Anthem of Ukraine
360 ', 12/30/2016), a number of special projects that claim to
be included in the immersive discourse (Voice of the country
360 °, Dancing with the stars 360 °, World inside out 360 °, My
country 360°). The characteristics of these products are
presented in Tables 1 and 2. It can be seen from these data that
the most popular subjects are those with a certain event binding
(reports from the opening of New Year trees), or products of
author’s projects (“The World Inside Out”).

Radio Liberty Ukraine asserts itself loudly as a producer of
immersive content, which has 14 full-fledged VR projects, 4
broadcasts in the format and a number of through publications.
The first attempts to work in this direction appearedin 2016 and
have been continuing to this day. The resource prepares its own
VR products and publishes immersive texts produced by other
manufacturers, for example, the video ‘Lviv taxi driver from
Makeevka’ released by New Cave Media. However, it’s too early
to talk about the true popularity of such content (q.v. Tables 1,
3). Video broadcasts are the most popular among the viewers (I,
II, 111, V and VI places in the number of views). At the same time,
the video leader in the number of views (‘March of the
Defenders of Ukraine to Independence Day’) does not have the
highest vidlQ ratings. The most effective video according to vidIQ
(‘Stepan Bandera. 110 years. A torch march in the center of
Kiev') has 3.5 times less views than the previous one.

It is possible to understand the specifics of Ukrainian
immersive content in detail using the Whitmer — Singer
technique [14], which has already proved its effectiveness while
analyzing immersive videos of The New York Times [19]. This
technique is aimed at highlighting 4 groups of factors in the
structure of animmersive text:

- control factors — ¢ (degree of control, immediacy of control,
anticipation of events, mode of control, physical environment
modifiability);

53

-sensory factors — s (sensory modality, environmental
richness, multimodal presentation, consistency of multimodal
information, degree of movement perception, active search);

- distraction factors — d (isolation, selective attention,
interface awareness);

-realism factors — r (scene realism, information consistent
with objective world, meaningfulness of experience, separation
anxiety/disorientation).

The experience of leading manufacturers of immersive
product demonstrates certain relationship. Those publications
that offer event content focus on realism factors, which, if it is
impossible toinfluence the course of the story, immerse the user
in the event. Publications with a complex structure, several
history deployment algorithms rely on control factors, involve
the user in the course of the narrative as much as possible. It is
easier to present this trend in the form of schemes:

Eventtext:r->d/s > ¢
Text with complex structure: c > d/s > r

In the course of the analysis of the most popular videos
presented in the table. 2 and 3, we took into account the fact
that the factors constantly interact and influence each other,
affecting the main components of the VR effect — presence,
involvement and immersion. Based on the Whitmer-Singer’s
theory, «... Control Factors may affect immersion but not
involvement, while Realism Factors should affect involvement
but not immersion ... Sensory Factors and Distraction Factors
should affect both immersion and involvement» [14, p. 228]. So,
the videos claiming maximum efficiency should rely on sensory
and distraction factors, since the immersive complex “present +
involvement + immersion” depends on them. Moreover, in fact,
the hierarchy of factors in the analyzed videos looks as follows:
in the first place are the distraction factors (which makes sense),
but the second place is taken by the realism factors despite the
format of the text (q.v. Table 4).

On the other hand, Ukrainian media pay no attention to
the fact that the trend is getting widespread among the leaders
of VR content producers: “when immersive technologies are
used to create news stories and the reader is not able to
control the composition, realism comes to the forefront,
presence is formed through immersion in the story” [19, p. 52].
Author’s journalistic texts are created by using the methods
that allow users to control the course of the story, propose
their own chronotope and create different levels of emotional
immersion through, for example, the maximum involvement.
This approach is usually effective, but it is not used by
Ukrainian journalists. Sensory and control factors are usually
overlooked, the attention is usually paid to the sensory
modality and the anticipation of an action, which are integral
elements of journalistic videos (g.v. Table 4).

3. Discussion

The sporadic attitude of the media towards the production
of 360 ° content indicates the lack of good prospects in the
technology. It was admired in the years 2016-2017, when the
projects were announced and systematically implemented by
the resources but were not able to reach their full potential.
There are several reasons for this, in our opinion. Firstly, this is
due to insufficient technical training of the authors, lack of
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Table 4. The presence and assessment of the effectiveness of the factors of presence
according to the Whitmer — Singer in immersive stories on a scale from 0 to 3,
where 0 is the absence of the factor, and 3 is the maximum severity

Distraction
| F F Realism F
Control Factors (c) Sensory Factors (s) Factors (d) ealism Factors (r)
> g
3 _ |8 g 8|S
° ) fg ﬁ .S _rgw g-'- " '8 .g’ g
5| 5|1 S| =]|38| > < ® | € s S 3 < @ 2
e € v o 2| c P~ - v RS c r Q s
Z=|le| 3| 5| E|T|S| §|=2c| 2|5 2| 3| £|3 3 2
S| S| &l <s|B| S| |28 2|2 c| 5|22 v | 2
Sls|8|8|g|lg|l=| ¢|E5|e|gle|s|E|8|8=|8] 3
6 S| % | € c e |5 e| E|v&| || =|85| 42| %
S| Z| S| | E|>|&]| = Sl o | ol 2| o ° o | 22| 2 k9]
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awareness of the nuances of the process of content creation.
Secondly, this is due to the lack of experience in constructing the
composition of an immersive story. Unfortunately, this
experience, has not multiplied due to the low popularity of the
format. And finally, the audience’s unwillingness to be engaged
in the immersive discourse either with the help of special
equipment (for example, VR glasses) or through the regular
online platforms (q.v. Engagement by vidIQ in Tables 2 and 3).
Today, there are cases, in which 360 ° video is as the part of a
multimedia narrative (long read), rather offline text and it looks
harmonious. This trend is clearly illustrated by the special project
of Radio Liberty of Ukraine “Mine-360. Through the eyes of a
miner”. But despite the world recognition of the project —bronze
in the category "Best Experience-Story" of the ninth
international award The Lovie Awards —the project did not reach
the highest level of popularity among the users. A full story in a
360 ° video format has 2.8 thousand views on the YouTube
channel. As well as the elements of the multimedia long-read
"Mine-360. Through the eyes of a miner”, the videos on average
have only 300 views each (less than 1% of engagement
according to vidlQ estimates).

4, Conclusion

Today, immersive journalism is a rather promising
technology, which is invested by the leading world media, and is
being increasingly discussed in the scientific discourse. At the
same time, Ukrainian online resources have no need to pay their
attention to the 360 ° video. We see several reasons for this.

Firstly, this is caused by the lack of financial opportunities for
systemic production of a sufficiently valuable product. Secondly,
low technical training of manufacturers makes it necessary to
turn to third-party production studios like New Cave Media and
Sensorama for help in preparation of important projects. Thirdly,
there is the lack of optimal media approach to the process of
immersive stories creation. Fourthly, there is some unwillingness
of the Ukrainian audience to take full advantage of the
capabilities of the immersive narrative. Thus, we can’t talk about
the real prospects for the development of this technology in
Ukraine.
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Kyrylova O. Ukrainian perspectives of immersive journalism

Changes in the scientific discourse regarding the definition of the concept of “immersive journalism” are considered and the main
stages of the critical understanding of the phenomenon are identified. The role of the technological factor as a concept-forming
element of VR-communication is studied. 360 ° videos, published on the official YouTube channels of the 1 + 1 television company
and Radio Liberty Ukraine in 2015-2019, were studied using the Witmer-Singer methodology. The four groups of factors were
identified that ensure the presence in a virtual environment. Several video formats were analyzed: news stories, social advertising,
special projects, video broadcasts, multimedia projects, among which there is both event and author’s content. It was determined
that factors constantly affect each other, influencing also the main components of the VR effect — presence, involvement and
immersion. Videos claiming maximum efficiency should rely on sensory and distraction factors, since the immersive complex
“presence + involvement + inclusion” depends on them. In the analyzed texts, the hierarchy of factors is as follows: in the first place
are the distraction factors (which makes sense), but the second place is taken by the realism factors despite the format of the text.
It is emphasized that realism should come to the fore, if immersive technologies are used in creating news stories and the user is not
able to control the composition. In this case, the presence is formed through the immersion in the story. Author’s journalistic texts
are created using the methods that allow users to influence the course of the story, propose their own chronotope and create
different levels of emotional immersion through, for example, maximum involvement. World practice proves the effectiveness of this
principle, but Ukrainian journalists do not use it. Sensory and control factors are usually overlooked, the attention is usually paid to
the sensory modality and the anticipation of an action, which are integral elements of journalistic videos.

Key words: immersive journalism; VR content; 360 ° video, the Ukrainian media; 1 + 1; Radio Liberty Ukraine.

t@lmJThis work is licensed under a Creative Commons Attribution-ShareAlike 4.0 International License.

55


https://doi.org/10.1080/21670811.2018.1504624
https://doi.org/10.1080/21670811.2018.1504624
https://doi.org/10.1177/1461444818785153
https://doi.org/10.1177/1464884919869710
https://doi.org/10.31009/hipertext.net.2019.i18.01
https://doi.org/10.1002/9781118841570.iejs0279
https://doi.org/10.1080/17512786.2019.1596752
https://doi.org/10.4324/9780429488290
https://pdfs.semanticscholar.org/d10d/86bd38c44b54c00209c312bfba8b7d62b7cb.pdf?_ga=2.245351109.1906593163.1578574100-2047158230.1578574100
https://www.amic.media/media/%20files/file_352_1328.pdf
https://www.amic.media/media/%20files/file_352_1328.pdf
https://doi.org/10.1162/105474698565686
https://doi.org/10.1177%2F1461444817733133
https://doi.org/10.1080/21670811.2018.1502046
https://doi.org/10.1162/PRES_a_00005
https://doi.org/10.1142/9789813237346_0007
https://doi.org/10.1142/9789813237346_0007
https://doi.org/10.15421/291907
https://doi.org/10.1007/978-3-319-97283-1_10.

