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Mema cmammi: sucgimaeHHa Moxaugocmeli B8UKOPUCMAHHA Cy4acHUX mexHos02il y npoyeci
MUCmeybko20 meopeHHA y 8ipmyaneHili peansHocmi (VR).

Memodonoezia. [locnioxeHHs 6a3yemeca Ha Memodax 2epMeHesmu4Hozo,
cUCMeMHO020 ma CmMpyKmMypHoO-@yHKYIOHA/IbHO20 AHAN(3Y.

Pe3ynomamu. BucsimseHo cy4acHi meop4i npossu XyOOXHUKI8 y 8ipmyasbHili peasbHocmi.
Po3ansaHymo eapiamusHicme mexHiYHUX 3acobis, fKi asmopu 8UKOPUCMOBYIOMb NPAKMuU4YHO hid 4ac
mucmeybkux peanizayili y VR. BusHayeHo ocHosHuli Habip iHcmpymeHmie ma dodamkosi 3acobu 051
XyO0XHb020 MBOpeHHA ma cnpulHamms. Po3kpumo ocobausocmi 3anydeHHa mumysamu eye traking
cucmemu, eHyeganozpagy, npocmoposux mpekepis ma oam4yukie 34umysaHHs. O3Ha4yeHo pe3ysemamu ix
8UKOPUCMAHHA Ha npuknadax pobim sk csimosux (Memero Ammapd, [peam DiHk), Mak [ 8IMYUIHAHUX
mumyie (Bonodumup Koebaca, Cepeili HixuHcokud, Jlepa MonsHcoka, Makc Pobomos, lsaH CeimauyHud,
JiaHa ®akw, KamepuHa LUlumaH). Bka3aHo Ha pi3HUYO MDK MBOpYUM B8MUIEHHAM, BUKOHAHUM
XYOOXHUKOM y 8ipmYyasbHIl peasbHocmi 8 pexxuMi OH-1aliH ma 2eHepamusHUM NPO2PaMHUM MBOPEHHSIM.
Po3znadarodu meopuuli 0opobok y sipmyanbHili peasbHOCMi HA NpUKAaoax, 8uUABAEHO MOXAUBICMb
oKpecumu 0CHoBHI meHOeHYil cy4acHozo mucmeymsa y VR. BiOMiueHO npogiOHI cnpAMYy8aHHI po38umky
meopuyux VR npossie y KoHmMekcmi Cy4acHo20 yKpaiHCbko20 Mucmeymasa.

Haykoea Hoeu3Ha nossz2ac y eucsimieHH( 8nposadxeHHs cydyacHux VR mexHonoeili y cyyacHe
mucmeymeo.

Mpakmuy4Ha 3Havywjicme. Pe3ysemamu 00CNi0XeHHA € OCHOBOH 011 N00A/IbLUIO20 BUBHYEHHA ma
knacugbikayii meopyux pobim y VR ma 015 nodaseuiozo 00cidxeHHs p038UMKY CyHacHo20 yKpaiHCbko20
mMucmeymea.

Kmouoei cnoea: VR mucmeuymeso, mMucmeyski npossu y 8ipmyanbHili peanbHOCMI; Cy4YacHe
Mucmeymeo; eeHepamusHe mMucmeymeso, Media apm; sipmyasaeHa peassHicme, VR; virtual reality.

NOpIBHA/ILHO20,

Bcryn. CborogHi 3H1KaroTb ynepeskeHHs AHanisa  nonepegHix  AocniA)KeHb.

WOAO TOro, K CaMe Ma€ BUIrAAaTU MUCTELb-
KWW TBIp | Ky came eK3UCTeHLIF0 Ma€ HabyBaTu
XyAOXHsi ¢dopmMa. 3a JAOMOMOroO  HOBITHIX
3acob6iB TBOPEHHA Yy BIPTyaNbHIN peasbHOCTI
(VR) XYAOXHWKM MaroTb 3MOry iHTerpyBaTu
Mamxe BCi nonepesiHi AOCBIAW  MOKOJIHb
BoeaMHO. Crnocib Ta 3acobw, y fKUI CydacHUn
MUTELb 3BEPTAETbCA AO peanisauii CBOIX 3aay-
MIB, € YaCTUHOK CcborogeHHA. Came TOMy iCHye
HaraabHa HEObXIAHICTb PO3rNAHYTN pe3yabTaTi
BUKOPWCTAHHA Cy4aCHWX TEeXHONOTIM XyAOX-
HbOrO BTIJIEHHA. 3ajy4YeHHs HOBITHIX 3acobiB
TBOPYOI MPaKTUKN AO03BONSE pPenpe3eHTyBaTu
iHHOBAL|iMHI MiAXOAM XYZAOXHIX CTpaTerin, AKi
aKTyani3yroTbCA CbOrOAHI y CBITOBOMY Ta
YKPaiHCbKOMY MUCTELTBI.

KiHeup XX CTOMITTA XxapakTepu3yeTbCa IHTEH-
CMBHUM BMPOBAJXKEHHAM BIPTyasbHOI peasib-
HOCTI MPaKTUYHO B YCi ranysi AisAbHOCTI Ntoan-
HU. Mucteubka cdepa — OfHa i3 neplumnx, Ae
aKTMBHO MoYanu AOCAIAXKYBaTU Ta NpautoBaTtut
B a/lbTEPHATUBHIW peanbHOCTI. Baromui BHecok
HaNeXnTb  aMepPUKAHCbKOMY  AOCAIAHWKY |
XyAoXHUKy MwupoHy Kpyerepy (Myron W.
Krueger). Bin onpautoBaB Ak MpakTU4Hy, TaK i
TEOPEeTUYHY CTOPOHY MWUCTELbKMX MNPOSABIB Y
BipTyanbHI  peanbHOCTi. A  amepukaHeLpb
MopTtoH Xeunir (Morton Heilig) nobyaysas cBin
NpUCTpin Sensorama, KM JaB 3MOry OoTpUMa-
TV AOCBIA MOBHOMO «3aHypPeHHsA» 3a AOMOMO-
roro crepeodisibMy i CTepeo3ByKy, napanesibHo
3 MexaHiYyHo Bibpaljieto, nogyBamu BIiTpYy Ta
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cumynatopamn Hioxy [14, ¢ 148; 12, c. 292-
306]. ¥ 1976 poui xypoxHukm [eH CaHgiH (Dan
Sandin), Tom [edaHTti (Tom Defanti) ta lepi
Centepc (Gary Sayers) BWHaWLWAW CEHCOPHI
pykasuukn. A  Tom Uummepman  (Tom
Zimmerman) 3anaTeHTyBaB aHa/JOTiYHUA M
NPUCTPIl, AKUA CNPOBOKYBaB XBWKO MOAaNb-
wux pospobok y NASA. JocnigHvK 3 MucTeLb-
Koto ocsiToro Mavik Mak Ipiei (Mike McGreavy)
OYO/HOBaB PO3POBKY OPUTiHAJILHOMO LLIOJOMY-
ANCTIEHO, LLIO BUKOPWCTOBYBABCA A4 BipTyasb-
Hoi peanbHocTi B NASA. 3rogomM A0 HbOro
npvegHasca Ckotr  ®iwep (Scott  Fisher).
Mwuteub Ta Mmy3ukaHT [>xapoH JlaHbe (Jaron
Lanier) npuabaB Ha TOM 4ac MpaBa Ha pyka-
Buuky T. Liummepmana [14, c. 149; 15]. Okpim
TOro, came BiH BBIB 4O HayKOBOro obiry TepMiH
«BipTya/bHa peasnbHicTb» (virtual reality abo VR)
y 1980-x pokax. Hagani [>X. JlaHbe aKTVBHO
pO3pobase TEXHOOTIO, AKa PO3LLUMNPHOE CPUN-
HATTA Y3BMYAEHWX BUMIpIB TBOPUMUX POBIT Yy
®i3nyHin peanbHocTi [15, c. 304]. 3aranom xe,
AK 3a3Haya€ mucTelTBO3HaBelb OTTO [lieHe
(Otto Piene), MnCTELITBO CTA€E YaCTMHOO HaYKW i
TeXHikn abo, AKWO TOYHiIlle, XyAOXHMKIB,
BUEHWX Ta iHXeHepiB, a TakoX MPOMMUCAOBOCTI,
6i3Hecy Towo [17, c. 19].

Bapto ckaszatv, wo ocobavBoCTi MuC-
Teubkux nposeiB y VR uikaBnate i H6aratbox
BITUM3HAHUX AOCNIAHMKIB. 30Kpema, LWe Yy
2004 poui xapkiBcbka Haykosuua OneHa KapiHa
3MICTOBHO, 'PYHTOBHO Ta rnMboko poskpuna y
CBOEMY AvcepTauinHomy AOCNIAXKEHHI
OHTO/IOTIYHMIW CTaTyC BipTyaibHOI peanbHOCTI i
cneundiky cnocoby opraHisauii BipTyasbHOro
TBOpYOro npocropy [26]. AHacTacis TopmaxoBa
Haro/oWye Ha MOABI Bi3yaNbHUX MPAKTUK, LLO
BMKOHYHOTb KOMYHiKaTMBHY yHKuito [29]. Joc-
nigHnua HOnia LWeBuyk naaHOMIPHO BUCBITANOE
K 0cobaMBOCTI TBOpUMX MpakTuK y VR, Tak i
beHOMeH BipTyanbHOI peanbHOCTI B KOHTEKCTI
CyyacHoro mucreurtsa Ta Kyabtypu [33]. BoHa
TaKOX PO3KPWBAE KOHUENTyanbHi cTpaTerii
CyyacHUX MWTLIB, HayKkoBLUiB Ta dinocoodis.
JdocnigHvua  KatepuHa  LLeBuyk  akTMBHO
JOCNIAKYE MNPaKTUKY, MPUYMHW Ta BMIUB
cyyacHoro VR-mucteutBa Ha KynbTypy W

CyCMiNbCTBO,  BM3HAYae  MOr0  ecTeTUYHI
npobnemn [32]. Mowykm BikTopii BoanHeub
NiATBEPAXKYHOTb  HEOBXIiAHICTb  PO3pPI3HATK
MOHATTA «BipTya/NbHa PeanbHICTb», «JOMOBHEHA
peanbHiCTb», «3MillaHa peanbHicTb» [24, 25].

CyuacHi AOCNIAHNKMN b.-K. AHe
(Bernadetta Kwintiana Ane), . Ponnep (Dieter
Roller), Ox. Mlonyry (Jagadish Lolugu) po3ras-
[at0Tb KOMMAEMETHaPHICTb BIPTyasbHOI peanb-
HocTi [1]. €Bponelicbki npakTnkn A. XpisaHTa-
konono (A. Chrysanthakopoulou), K. Kanatsic
(K. Kalatzis), T. Mixanakic (G. Michalakis) BuBua-
FOTb MOX/IMBICTb MOZENIOBAHHA BIPTyasbHOI
peanbHOCTI 4epe3 rpy [3]. CxigHi AocaigHMKK
1. XeHr (Lijia Zeng) Ta K. JoHr (Xiang Dong)
aHanisyrotb  KoHuenuii  VR-texHonorii, VR-
6aueHHs. BoHM 0BroBoptoOTb MOXMBICTL Ta
HEMWHYJICTb X 31UTTH, WO Npu3BeAe A0 NoABu
KOCMiYHOro mucteyTsa [22].

Bapto ckasatu, WO TexHonorii AiMCHO
dyHAaMeHTaNbHO 3MIHIOOTb CBIZOMICTb
NFOAVIHW, CMPUNHATTA CBITY Ta XYAOXHi 3acobw,
AKVMUW NOC/YroBYHOTbCA CyYacHi MuTL. Tak, JleB
MaHoBuu (Lev Manovich) 6a3yrounch Ha TBEpA-
XEHHI KaHaACbKoro KysabTyponora ta ¢inocoda
Mapwanna MaknyeHa (Marshall MclLuhan)
3iCTaBASIE NiHIHE MUCAEHHS, NHIMHWIA HapaTuB
i3 MO3ai4YHO ENEeKTPOHHOK CBIAOMICTHO, Y AKIM
CNPUIHATTA BiAOYBaEeTbCA pPa3oM i, BOAHOYaAC,
napanenbHo [13].

MocraHoBKa 3aBAaHHA. MeTta cCTaTTi
nonsarae y Tomy, Wob BUCBITAUTM MOXJ/IMBOCTI
BUKOPWCTAHHA CyYaCHMX TEXHOJOTIN Yy NPOLeCi
MWCTELbKOrO TBOPEHHA Yy BIipTyaibHil peanb-
HOCTI. BaxxmBUM € O3HauUUTK pesynbTaTh 3any-
YEeHMX XyJOXHMKaMM  3acobiB  BUPa>KEHHS.
3aBaskn posrnsgy TBOPYOro Aopobky y Bip-
TyaibHI peanbHOCTI Ha npukiajax, BUAB-
NAETbCA MOXJIMBICTb  OKPECNEHHS OCHOBHMX
TeHAeHLUin cyyacHoro mucteutea y VR

Pesynbtatn pocnipg)keHHA Ta ix o6ro-
BOpeHHA. Bapto 3ayBaxutw, WO TEXHONOTIY-
HWUW Nporpec XapaKTepu3yeTbCA BAOCKOHANEH-
HAM [HCTPYMEHTIB Ta 3acobiB TBOpYOro Bupa-
XeHHs. Martepiany, AKMMW MNOCAYroBYBaANCh
XYAOXHUKW paHile, Yy CBOK 4epry, 4acTto
AVKTYBaM 0COBMBOCTI iX BUKOPUCTAHHS.
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CbOrogHi, Ana TBOPEHHA  XYAOXHbLOI
dopmMuM Yy BIpTyasbHIN peanbHOCTI, CyyacHi
MWUTL KOPWUCTYHOTbCA OCHOBHUMMW TEXHOAOTIY-
HUM 3acobamu, fKi MOTPIOHI AK An8 camoro
npouecy, Tak i ANA CNPUAHATTA pe3ybTaTib.
Cepes, OCHOBHMX 3acobiB, sAKi MOTPIOHI Ans
TBOpYOI peanizauii y VR, € : 1) anapatHuin VR
cet (VR-Hardware set); 2) nporpamHe 3abe3-
neuveHHs (Software); 3) anapaTHe 3abe3neyeHHs
MK (PC hardware); 4) HaBYLUHWKM
(Headphones); 5) 3abe3neueHHa  kabenamm
(Cable management); 6) ogHOpPa30oBi TiriEHIYHI
yoxn (Disposable hygiene covers).

Po3sraaHemo ix npakTmyHe BUKOPUCTaHHA
Ha NpVKNaZi MUCTELbKOro npoekty «Exo»
(«<Echo»,  2019)  yKpaiHCbKMX  MWUCTKMHb
K. lWWnman Ta [. @akw [18].

Mpouec ctBOpeHHA poboTn nepeabayas
MOYaTKOBI MOLUYKM aBTOPKaMW BUPAXKEHHSA
3amMMCAy 3a JOMOMOrOK eCKi3HOTO HOTYyBaHHSA
KONIbOPOBUMW ONIBLUAMW Ta MapKepamu Ha
nanepi. 3rofoM, MUCTKVHI BM3HaYnIn Ta obpa-
N AK HaWbiNbL BIANOBIAHWA CNoCi6 peanizaui
3ayMy MOro BTIIEHHA Y BIpTyasbHI peasb-
HOCTI. ABTOPKM BMKOPUCTOBYBa/IM LLOJIOMU Ta
rapHiTypy BipTyanbHoi peanbHocti HTC Vive Ta
Oculus Rift. Ans peanizauii 3agymMy XyAOXHWUL
3ynNMHUAUCL Ha nporpami Gravity Sketch, ska
HaubinblWw Aana 3Mory BiATBOPUTU HeOOXigHY
noTpeby rpadiyHoOCTI.

Y pobori [. ®akw Ta K. LUnmaH Bigobpa-
31An QI3MYHMI NPOCTIPp Yy BIPTyaNbHIN peasb-
HOCTI, CTBOPMBLUM MPOMEHEBO-3BYKOBY Many.
Kopuctytoumce cyyacHMMmn 3acobamm TBOpEH-
HA, Y 3a3Ha4YeHOMY MPOeKTi exonokKaLinHa cuc-
Tema Ta Hak/lajeHi Ha Hei 3BYKOBi XBWJiI CTBO-
PrOHOTb MPOCTIP, AKMM MOXHa NepeMilllyBaTUCh
Ta BiguyTW, nouytn, nobaumtn 3ByKK, 306pa-
XeHHA, o6'ektn (in. 1) [9, 16, 31]. Taka «exo-
rpama» CTa€ MeBHUM CKaHyBaHHAM HaBKOAWLU-
HbOrO CepesoBULLA 3 WNOr0 PO3KPUTTAM Yy
BipTya/ibHi peanbHOCTI.

XypoxHa pobota byna cTBopeHa aBToOp-
kamun y aunHi 2019 poky y Mexax mMucTeLbKoi
pe3vgeHuii Ta aptxakatoHy Frontier (Kwis,
YkpaiHa), fka BigbyBanacb 3a NiATPUMKM
YKpaiHcbkoro kynbTypHoro ¢oray (YK®) [18].

3rofoM TBOpPUMM MPOEKT ByB MpeACTaBAEHUN
Ha mucTeubkoMy dectmani «Frontier Fest:
“Reforming space: New monuments”» y LleHTpi
cyyacHoro mwucteutBa M17  (KviB, YkpaiHa,
BepeceHb 2019 poky). [lonomory B eKCMOHy-
BaHHI Ta 3abe3neuyeHHs TeXHIYHOI iHTepak-
TMBHOI YacTnHK (B Unity) HagaB OAWH i3 NpoOBIA-
HWMX CydacHux crneuianictis, VR-po3pobHuK —
Angpin Bonrin [9, 11, 10, 23].

3aBAAKW TaKOMy MPUHLMNY BTINEHHSA igel,
aBTOPKW 3MOTAN akLeHTyBaTW yBary Ha npea-
METHOCTI TOro, WO 3a3BMYail He MOXHa noba-
untn. BaarHyswwm VR-wonom Ta  «3aHypwuB-
LWNCb» Y MUCTELbKY pPObOTY, rsaayd iHTYiITUBHO
M KOTHITUBHO-EMMIPUYHO AOC/IAXKYE «MicLie»,
fAe nepebyBae. Tak XyAOXHWLi 3acBiguunan
MOX/MBICTb ICHYBaHHA GOPMW He Tibkn B
peanbHOMY, ane 1 y BipTyalbHOMY NpocTopi. B
LiNIOMY, MUCTEeLbKMN MPOEKT «Exo» CrnoHykae
[0 PO34yMiB Mpo Te, AKMM bByae CNpUNHATTA
HaBKO/IMLLHBOrO CcepefoBuLia Y ManbyTHbOMY,
a TakoX fAKi npiopuTeT GopMyBaTUMYTb HaLly
HOBY Bi3ya/IbHICTb.

OkpiM BULLE MepepaxoBaHMX OCHOBHUX
TEXHOJIOTIYHMX 3acobiB  Cy4yacHi  XYAOXKHWUKM
TaKOX MOXYTb BWKOPWUCTOBYBATU «aUTPEKIHM»
(eye tracking) cuctemy abo cuctemy BiacTe-
XEHHA oyen. AckpaBMM NPUKNAZOM ii 3aCToCy-
BaHHA Ta CTBOPEHHSA XYyAOXHbOI GopmMu y Bip-
TyaNbHiA peanbHOCTi € poborta peama PiHka
«Mantotoun ouamm» (Graham Fink «Drawing
With My Eyes», 2015) [7, 8]. XygoxHs ¢opma y
LbOMY TBOpi BTiItOBanacb 6e€3 BUKOPUCTaHHSA
pykK, 6e3 6yab-AKOro iHWOro iHCTPYMeHTy abo
3acoby, okpiM ouer. Liboro crano mMoxamso
AOCATHYTW 3a AOMOMOrO NPOrpamMHoro 3abes-
MeyveHHss — CUCTEMU BiACTeXKeHHs ouel Tobii,
fike aBTOpP PO3POOMB CMiIbHO 3 KUTAMCbKOH
komnaHieto Tobii Technology [20]. 3a pyxom
TiIbKM BRacHMX oyel y VR npoctopi 3'aBasanch
NiHi, AK pe3ynbTaT NpoekLUii CnpAMyBaHHSA
iHbpayepBOHOro CBiTNa He3nocepesHbO Ha Oui.
BigobpaxkeHHs 3anvcyBanvcb 3a AOMOMOTOHO
KiNbKOX anroputMmiB i QinbTpiB, AKi 4O3BOAAKOTH
MWTTEBO NepesaBaT Pyxu 30py Ha ekpaH.

Lle petanbHille L0 TEXHOOrO AOCAIA-
)Y€ Ta 3acTOCOBYyeE acnipaHT EanHréyprcbkoro
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Koneaxy mucteuts Metbto Attapa (Matthew
Attard) [5, 6]. Cepis pobit «bnor» («Blog»), siky
aBTop nouas crtBoproBatn 3 2020 poky [4],
CKNaZa€eTbCa i3 TBOPIB, WO BifobpaxkatoTb pyx
oueli muTus. Moro TBOPUMIA MpoekT Takox
MICTUTb aBTOPCbKi PO3AyMM Ta YCBIAOMIEHHSA
WoAO TOro, fK Moro 6auntb TexHoAOorif, fka
onepye MaLUMHHMM 30pPOM, TEXHOJOTIYHOK
iHTepnpeTaLi€to, CaMOBIATBOPEHHSAM.

HactynHumn TexHiuHMMK 3acobamu, AKi
TaKOX MOXYTb BWKOPWCTOBYBaTU MUTLI AN1A
peanizauii TBOpYMX 3aZyMiB Yy BIPTyaibHin
peanbHOCTI € eHuedanorpad — NpucCTpiv Ana
peecTpauii enektpoeHLiedpanorpadiuHmx curHa-
NiB MO3Ky. BiH fiBA1s€ COBOIO CYKYyMHICTb KaHaniB
niACUNeHHA enekTpoeHuedpanorpadiuHmnx cur-
HafiB KOXHOrO BifABeAEHHSs, aHanoro-undpo-
BWW MepeTBOPIOBaY, BY3/1M iHTepdency Ta
nporpamHi 3acobu onpautoBaHHA Bi3yanizauii
pe3y/ibTaTiB (3a3BMYail KOMM'OTEPHI).

Cnpoba BnpoBaA>KeHHs Takoro 3acoby y
TBOpYY pPOOOTYy 3a3HAUAETLCA Y BITUMIHAHMX
tBOpuiB Cepria HixuHcbkoro ta Bonoammumpa
Kosbacn «Mimosza» («Mimosa», 2019). ¥ pobori
yABHMI 0bpa3 «Mimo3a» BTINNOE, Ha AyMKY

gravity sketch

aBTOpIB, «...60rMHIO MeAinHOT
nceBAOpPeasbHOCTI Ta IHPOPMALMHOI  BIIHW.
FonoBa ii CMMBONIYHO 3amillieHa KyboMm, fKui
MOCTINHO  TpaHCAE  Megiaderikm  (Moro
BWMKOHaHO 3 TeKCTuIo Bidnekc, Lo [03BONSAE
BUKOPWCTOBYBATW MOrO AK eKpaH A8 NnpoekLi
fK 330BHI, Tak i B cepeauHi). Ha «ky6
NpoekToBaHO 306paxkeHHA HOBWH 1986 poky,
PafAHCbKMX XPOHIK, KagpiB YOPHOOBUILCHKOT
katactpodw, e megia Wym nepepvBae TV-
rnity, obpasn 3 epekToM NOABIVHOI eKCno3uu,i
Towo. 3a 3aAyMOM, caMe rasjay Ta cuaa Moro
AYMKYM, MOXe pO3BIATM BeCb LeWn MnoTik
npoekToBaHoi iHPopmauii» [27]. Ana uboro
aBTopaMu 6Oyn0 BCTaHOB/IEHO IiHCTanALUito i3
BVMKOPWCTAHHAM [JaTUMKiB eneKkTpoeHLedano-
rpady, K1 B peanbHOMyY Yaci nocunae iHdop-
MaLito 3 MO3KYy i NMPOeKTyE AYMKM rnajaya Ha
Kyb, TpaHCcatoouM 306paxkeHHA 3 Kamep
CNOCTEPEXEHHS, WO npaulTb B T camin
KiMHaTI, Je eKCrnoHyeTbcA apT-06'ekT. Poborta
cTBOptoBanacb 3 BukopuctaHHam HTC Vive
Tracker Ta nporpamHoro  3abe3neuyeHHs
Touchdesigner — Palette: camSchnappr (in. 2).

In.1. Po3pobka mucteLbkoro npoekty «Exo» y nporpami Gravity Sketch y VR.
K. WwnmaH, 4. ®akw. (JlnuneHs, 2019). Kuis [18]
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ARTEFACT.LIVE

In. 2. Mpe3eHTOBaHMI NpoekT «Mimo3a» («Mimosa») Cepris HixxnuHcbkoro Ta Bonoanmmpa Kosbacu
nig yac ykpaiHcbkoro npoekty ARTEFACT (2019) [27]

In. 3. MNpe3eHToBaHMI NpoekT «Verbatix» apT-rpynu SVITER (Jlepa MonsHcbka Ta Makc Po6oToB)
Ta IBaHa Ceitanunoro (2017) [19]

e ogHMMKN TEXHONOTIYHMMMK 3acobamu,
AKi CNPUAIOTb FANBLIOMY CMIPUWHATTIO MWUC-
Teubknx pPoBIT y BIPTyanbHiN peanbHOCT, €
MPOCTOPOBI TPEKepU Ta AaTUMKM 3UMTYBaHHSA. Ix
BNPaBHe BWKOPWUCTAHHA CMNOCTEpIraeTbCca Yy
npoekti «Verbatix» (2017 p.), AKUA BUHUK Yy
pesynbTaTi  Konabopauii apT-rpynu  SVITER
(lepa MonsHcbka Ta Makc PobotoB) Ta IBaHa
CeitanyHoro. «Uga poborta — € Bi3yasbHUM Ta
3BYKOBUM  CepefoBuLLEM, Je  AWHAMIYHWIA
MacuMB JaHVX MNepeTBOPHOETLCA B peasbHOMY

yaci Ha 3BYKOBY, Bifeo- Ta VR-iHCcTanaujto, fka
BMKOPWCTOBYE anroputM, po3pobneHui aBTo-
pamu npoekTy» (in. 3) [19]. BnacHe npoekT 6yB
CTBOPEHUW A/ MNpe3eHTauii B yKpaiHCbKOMY
naBiNbNOHI BeHeuincbkoi bieHane y 2017 p., a
3rojoM — npeacTaBneHu Ha  Vorspiel/
Transmediale (bepniH, HimeuunHa) Ta bieHane y
Monbuwi [30, 21].

CTBOpEHHS pOHOTU MOYMHaNOCh i3 dop-
MyBaHHA iHPopMaLinHOro macuBy Habopom
JATuMKIB, WO BUMIPHOOTL  i3NMYHI  ABULLA
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(cBITNO, KONip, TEOMarHiTHi  AaTyMKM  TOLLO).
XygoxHukamn  6yno  BuKopuctaHo 8 map
npuctpoto Arduino [2]. Jlorika ¢oOKycyBaHHS
yBarv BM3Hayanacs He uyepe3 BiHapHy ono3wu-
Lito: Gi3NYHUIA/ MaTepianbHUn — IHPopMaLLin-
HWI/aMOpPdHMI, a uYepe3 MOLYK HOBOI MarTe-
PiaNbHOCTI Ta NOTeHLiaNy KOHKPETHUX AaHUX
A9 PO3BUTKY B iHWIA obpasnin cuctemi [30].
TyT cnocCTepiraEMo MOLYK MUTLAMM XyJOXKHBOT
dopmun y BipTyanbHin peanbHOCTI.

HactynHi etann peanisauii  npoekTty
«Verbatix» nonsranav y opraHisau,ii Ta npeseHTa-
Lii Ha OCHOBI BXe nonepeaHbo 3ibpaHNX JaHuX,
ictopiv. CTpykTypa poboTu 3miHIOBanach LNA-
XOM BK/IOUEHHA y ByaoBy «Tina» 0cobuctoro
apxiBy, fKWA pPO3WMPIOBABCA 3  KOXHOM
HacTyMHOK MOro npe3seHTadieto. 36ip aaHux,
SIKWA reHepye 3BYyK-, Bigeo- Ta VR, BMbipkoBO
dopmyeTbCa 3 MonepesHix NPOEKTIB, a TakoX 3
rinepnocunaHb, fKi CTOCYHOTbCA KOHTEKCTHOTrO
nonsa «Verbatix» i OHOBAOMOTLCA Mif Yac eKcrno-
3uuii. Yci wapun gokymeHTauii BisobpaxkatoTbCs
B €AVHIN Bi3yaNbHil NJOLWMHI B3aEMOMNOB's3a-
HVX MOAIW, apXiBy CbOrofeHHs (MpocCTip, 3BYyKW
Ta MOro HanoBHEHHSs). 3a  AOMOMOroro
TouchDesigner BoHW 6ynn BuBefeHi 4epes
nponucaHmin ckpunt (Pyton) Ha umbpoBomy
cnHTe3aTopi Axoloti Ta uepes aHanoroBi CUHTe-
3aTopm [28]. MporpamoBaHa Bi3yanisauia napa-
NeNlbHO 03ByuYyBasa TeKCT, AkMi Byno nepesaHo
3a ZJOMOMOroH0 3aKOZA0BaHOro andasiTy, KOXHa
NiTepa 3 AKOro nporpamyBanacb okpemo. [lig
Yyac eKcrnoswuii y BWCTaBKOBOMY MPOCTOpPi Ha
BeHeujiicbkomy bieHane 6yno  po3MilLeHO
ayAio- Ta BiAeOoTeXHiKy, a TakoX HOKC 3 KOMN'to-
TEPHOI, MY3MUHOK TEXHIKOK Ta FapHITyporo
BipTya/ibHOI peanbHOCTi [28].

JoavHa, wo nepebyBana B €KCNo3nuin-
HOMY cepeAoBMULL, Yyna HaraTokaHanbHWUA 3BYK
Ta BJ/IOB/IIOBaNa ifeto, AKa TPaHCAHOBaBCA 3a
[AOMOMOTOKO FapHITYpuY BipTyasbHOI peanbHOCTI.

Cnocrepiray  «nopuHaB» Yy  BWUCTaBKOBWM
NpoCTip, AKWMW CKNagaetbca 3  (dparmMeHTiB
nonepesHix ekCno3wuuin, Ta CTaE CBiAKOM

OH/NIAVH-A0KyMeHTaLji, Aka GIKCye B3aEMOAIO
MiX anropuTMoM, iIHpOpMaLLi€ro Ta 3BYKOM.

TakuM  UMHOM, OKpeC/ieHi nNpukaaan
MUCTELbKMX  MPOSABIB  Aal0Tb  MOXK/MBICTb
crnocTepiratv Ta BUABUTU BIAMIHHICTb TBOPYOro
BUPaXeHHs Yy BIPTyasbHIA pPeanbHOCTI  MiX
6e3nocepesHIM TBOPEHHAM OCOBMCTO MUTLLEM
Ta NPOrpaMHUM reHepaTUBHMM MOZAYIHOBAHHAM
i3 3anyyeHHAM aBTopa. CborogHi Yacto obmaBa
Ccnocobu BuMpaxkeHHA abo 3BOAATLCA Y €AUHE,
abo  MOMWMAKOBO  BBaXarOTbCA  B3AEMO-
3amiHHMMK. OfHaKk BapTO HaroNoCuUTH, WO Y
reHepaTVBHOMY MWCTELTBI IHCTPYMEHTOM TBO-
PEHHA BUCTYNaE NPonucaHui aBTOPoOM Kog, A0
reHepaTMBHOI  nNporpamMu,  fKka  CTBOPIOE
NOCNIAOBHICTb abo pPaHAOMHICTb  Bi3yasbHOI
yactuHu. [pouec  TBOPEHHA  3ajymMaHOro
XYAOXHWUKOM Y  BIpTyaibHiM  peanbHOCTI
nepeabayae KOHLEHTPaALiO MOro BAACHUX AiN,
PO3yMiHb, JOCBIAYy Yy PeXuUMi OH-NalH. Xou
obugsa npouecn nepesbadvatotb 060B'A3KOBE
3a/lyYeHHs NHOAUHW, NPOTE BOHW MakoTb pPi3He
rMMboKo  3MICTOBHE  HaBaHTaXeHHA. Taka
PI3HMLIA ACKPaABO CMOCTEPIraETbCAa Ha MpuKNagi
MUCTeLIbKMX pobiT poboTn «Exo» Ta «Verbatix».

OkpiM TOro, y MUCTELbKMX NposBax
CyYaCHUX YKPAIHCbKUX XYAOXHWKIB ICHYE TEH-
AeHLIA nopog)KyBaTh Yy crnorasgada BiguyTTs
CBOEI MPUYETHOCTI A0 CLieHapito, WO po3rop-
TaeTbCA nepes Moro ovmMa. 3araaom, BipTyab-
He cepefoBULLEe HepiAKO OAHOYACHO BMIMBAE
Ha KiJibka KaHaniB HagXoAXeHHsa iHpopmMauii 40
MO3Ky (3ip, cayx, BecTMbynapHuK anapar,
TaKTWAbHI BiguyTTa). Te, HacKibKM KOHKpeTHa
TBOpYa pobota y VR cCnpuumHUTL BiguyTTA
3a/lyYeHHs rnajava, 3anexuTb Bif: KOMOiHaLuii
CEHCOPHMX CTUMYJIB, WO 3aCTOCOBYHOTbCA B
cepefoBuLLi;  €nocobiB, AKMMW  yYaCHUKM
MOXYTb  B3aEMOAIATM 3  CepefoBULLEM;
XapaKTepuCTMKN  0CoBMCTOCTI, fAKa BifYyBaE
TBOpUY pobOoTy Ta cepesoBMLLE.

LLle opHieto cninbHOK PUCOKD ANA Cydac-
HUX MWUCTELLbKMX MPOSBIB (AKi BUHWKAKOTb He
3a/1eXXKHO OJMH BiA OAHOrO) € X NOAIbHICTL A0
NpUHUMNY pr3oMun. AMHaMiuHe «Tino» NPOEKTIB
YyOCOB/MOETbCA Y BipTyasbHIM  peanbHOCTI Ta
MOXe «HapollyBaTn» cebe came, a BTINEHHI
poboTW, NOAEKYAW, MOXYTb CTaBaTW HaBiTb
aBTOHOMHUMK. OkpiM TOro, cyyacHi VR mwuc-
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TeLbKi MPOSIBU MatoTb CXOXMWIA BEKTOP Lie i Y

TOMy, WO 3BOAATLCA A0  CEMaHTUYHOI
noAibHoCTi.
BucHoBkn. OTXe, CbOrogHi XyAOXHS

dopma oTpuMana MOXAMBICTb ByTM BTINIEHOHO
NPaKTU4YHO PyxoM AyMKW. HuHi y TBOpUIN
AIANBHOCTI  ICHYE MNEeBHa BCEAO3BOJIEHICTb Y
NposiBax, BUKOHaHHI Ta OCMUC/IEHHI peani3aLin
y BipTyanbHi peanbHocTi. OfHak BOHa He
O3Hayva€ AOMyCTUMICTb NpodaHaLlii MUCTeLbKNX
BAapTOCTEW, a 3acCBiAYyE AKICHO HOBMWMN PIiBEHb,
IHWWA  peXuM  QYHKLIOHYBaHHS, Y  AKWM
Mepeno MWUCTELTBO BHACNiAOK QyHAAMeEH-
TaNbHMX 3MiH Yy CTOCYHKax JFOAVHW 3i CBITOM,
wo mManm Mmicue y XX Ta Ha nouatky XXI cT.
Cnoci6, y fKnin cyyacHi MUTLI 3BepTaroTbCa A0
TBOPYOI peanizauii Ta XyAOXHIX ¢opMm €
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USING OF MODERN TOOLS IN THE PROCESS OF ART CREATION IN VIRTUAL
REALITY
SHYMAN K. A.

National Academy of Fine Arts and Architecture, Kyiv, Ukraine

The purpose of the article is to demonstrate the variety of using modern tools during artistic
creation in virtual reality.

Methodology. The research is based on the following methods: hermeneutic analysis, comparative
analysis, system analysis, structural-functional analysis.

The results. It was highlighted the contemporary artistic manifestations in virtual reality. The variety
of technical tools, that artists use in practice, was considered. The main set of instruments and additional
contrivances for art creation and perception were specified. The features of the involvement by artists the
eye tracking system, encephalograph, spatial trackers and reading sensors was revealed. The results of its
involvement were determined on the examples of the works of international (Matthew Attard, Graham
Fink) and Ukrainian (Diana Faksh, Volodymyr Kovbasa, Serhij Nizhyns'kyj, Liera Polians'ka, Maks Robotov,
Kateryna Shyman, Ivan Svitlychnyj) artists. The difference between the artistic realization implemented by
an artist on-line in virtual reality and generative programming software creation was revealed. The
consideration of art works in virtual reality on the examples let to outline the main trends of art in VR. It
was indicated the principal lines of VR creative manifestations in the context of Ukrainian contemporary
art.

The scientific novelty consists of highlighting the implementation of modern VR tools in
contemporary art.

Practical significance. The results of the research are the basis for further studies and classification
of artistic manifestations in VR, and for further research of the development of contemporary Ukrainian art.

Keywords: VR art; artistic manifestations in virtual reality; contemporary art; generative art; media
art; VR; virtual reality.
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