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SECTION 21.
CULTURE AND ART

Cupora Jlitis bornaniBaa
KaH[. QLI0N. HAYK, TOICHT,
JIOIIEHT KadeIpu COiOKYIbTYPHOTO MEHEKMEHTY
Jlvgicvkutl HayionanvHuu ynisepcumem imeni leana @panka, Ykpaina

JTIMHAMIKA [IU®POBUX 3MIH B
AVJIIOBI3YAJIBHOMY BUPOBHMUIITBI:
IHCTPYMEHTAPIIl TA TPAHC®OPMAIIIS
TPAJUIINHUX MPAKTUK

Anomauia. Cmamms npucesuena auanizy KiOY08UX OCOOIUBOCMEU MA HANPAMKIE PO36UMKY
8UPOOHUYMEA  ayoiosizyanbHoi npooykyii 3a ymos yugposoi mpaucgopmayii. Ocobrusa yeaea
NPUOLIAEMbCA BNIUBY HOBUX MEXHOL02IU HA NPOYec CMEOPEH . KOHMEHMY, 3MiHU Oi3Hec-Mo0enell ma poii
ayoumopii'y ghopmysanni media-ianouiagpmy. B enoxy excnonenyitinoeo po3gumxy yugposux mexnonoeit,
ay0iogizyanvra iH0yCmpisa 3a3HA€ KApOUHANbHUX 3MIH. Bi0 emanie cmeopeHHs KOHmermy 00 oucmpuoyyii
Ma CnOJNCUBAHHS, YUPPOSI THCMpYyMenmu ma niamegopmu nepesusHavaoms mpaouyiiuni NpaKmuKu ma
8i0KpUBAOMb HOGI 20PU3OHMU OJIsl MEOPHOCHE ma Oi3HeC) .

Knrouosi crosa: yupposa mpancghopmayis, ayoiogizyaivhe upoOHUYME0, HOBL MEXHO02L, UMYYUHULL
Iumenexm (Al), sipmyanvhue 6upobOHUYMEO, CMPIMIHE06I cepgicu, NOCMNPOOAKWH, Oi3Hec-Mooeli,
noeedinKa cnodcusayis, Kibepbesnexa.

HudpoBa TtpaHchopmanis ayaioBi3yalabHOI I1HAYCTpli € OaraTorpaHHUMN
npoiiec, o0yMoBJeHUN 111100 HU3K0I0 B3aeMo3aieKHUX YMHHHUKIB. B OCHOBI 1€l
TpaHcdopmallii  JIeKaThb  TEXHOJIOTIYHI  MPOPUBH, TakKl K  PO3BUTOK
BUCOKOINPOIYKTUBHUX OOUUCITIOBAJIBHUX CUCTEM, XMAapPHUX TEXHOJIOT1H, IITYYHOTO
iHTeneKkTy (Al) Ta MaIMHHOTO HaBYaHHS, a TAKOX PEBOJIIOLISA B rany3i Hu(poBUx
Kamep Ta OOJIalHaHHS BiJ MpPEenpoJakmuHy a0 noctnpodakmuny. L1 iHHOBarii
MIPU3BEIN 0 3HMKEHHS BapTOCTI BUPOOHHMIITBA, MIIBHIICHHS SKOCTI 300payKCHHS
Ta 3BYKY, a TAK0OXX PO3IIUPHIA MOKIUBOCTI JJIsl TBOPUOCTI.

JluHamika CIOXXMBYOTO TMOMMUTY OJMH 13 UEHTPAJIbHUX YUHHUKIB, IO
BHU3HAUAIOTh HAMpPSMHU PO3BUTKY ayioBizyasbHOI iHIycTpii. [lupokuit noctyn 1o
IHTEepHETY, CMapT(OHIB Ta IUIAHIIETIB TPHU3BEIO JO0 3POCTAHHS CIOKHWBAHHS
ayJlioBI3yaJIbHOTO KOHTEHTY Yy OyIb-iKuMil uyac Ta y Oyab-skomy wicui. [le
OiJIITOBXY€E 1HAYCTPitO O po3BUTKY cTpiMiHroBux cepsiciB (Netflix, Amazon
Prime Video, Disney+Premier, Okko, Start), a TakoX 10 CTBOPEHHS HOBHUX
¢dbopmMaTiB KOHTEHTY, aJJaNTOBAaHUX 11 MOOUTEHUX TIPUCTPOIB.
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ExOHOMIYHI YMHHUKM TaKOX BIAIrparOTh BaXJIUBY poib. Lludposizaris
npu3Bena 70 TOSBH HOBUX JDKepen (iHAaHCYBaHHS Ta 3pOCTAaHHS KOHKYPEHIIIT.
CTpiMIHTOBI IOCITYTH MIPOTIOHYIOTH MAMUCHI MOJIEI, IO T03BOJISIOTh OTPUMYBATH
crabinpHui qoxia. KpayadaHauHr Ta CIOHCOPCTBO BIJIKPUBAE HOBI MOMKJIMBOCTI
1 (IHAHCYBaHHS HE3aJeKHUX NPOeKTiB. OmHoyacHO 3 IUM IudpoBizaris
CTBOPIOE HOBI BHUKJIMKH, Taki $K MIpaTCTBO, 3aXUCT aBTOPCHKUX IIpaB Ta
HEOOX1THICTh afanTarlii 10 MIBUAKO MIHIMBOMY Meia-TaHamadTy.

P03BUTOK IITy4YHOTO 1IHTENEKTY 1ICTOTHO BIUIMBA€E Ha BCl €Talmy BUPOOHUIITBA
Ta JOACTpUOYIii ayAioBi3yalbHOTO KOHTEHTY. BiH BHKOpHUCTOBY€ThCS A,
HaNPUKIIAJ, CyOTUTPIB, KOPEKIii KOJIbOPY, CTBOPEHHs BizyanbHuX eekTiB (VFX),
aHami3y JaHUX TpPO TJsSAadiB TOIIO. TEXHOJOTii BipTyaJlbHOr0 BHUPOOHMIITBA
(Virtual Production) m03BOJIAIOTH CTBOPIOBATH CKJIaJHI CIICHM Ta OTOYCHHS B
peXUMI peaJbHOTO0 4acy, BUKOPUCTOBYHOUM irpoBi mporpamu «Unreal Enginey,
«Unity». Ile 7a€ MOXIIUBICTB Bi3yasli3yBaTu CIIEHU JI0 MOYATKY 3HOMOK, MIJIaHyBaTH
paKypcH Ta OCBITJICHHS, a TAKOK BHOCUTH 3MIHU JO KOHIIEMIII Ha paHHIX eTarax
BupoOHunTBa. IlpeBizyanizamis (Previz) gomomarae onTuUMI3yBaTH OMOIKET Ta
rpadik 3MOMOK, 1 HaBITh MOJINIINTH KOMYHIKAL1F0 MK YJI€HAMU 3HIMAJIbHOI TPyIIH.

[ Ty4Huit iHTENEKT MOYMHAE 3aCTOCOBYBATHCS JIJIs aBTOMATHU3Alll1 HATMCAHHS
CLEHapiiB, TeHepallii A1aJIoTiB Ta CTBOPEHHS PO3KaAPOBOK. X0Ya Il IHCTPYMEHTH
MIOKH 110 HE MOKYTb IIOBHICTIO 3aMIHUTHU TBOPUY POOOTY CLIEHAPUCTA, BOHU MOXKYTh
JIOTIOMOTTH Yy CTBOPEHHI UYEPHETOK, MOMIYKY iMeid Ta TPUCKOPEHHI MPOIeCy
po3poOku. IlpukiamoM MOXyTh OYTH IHCTPYMEHTH, III0 BHUKOPHUCTOBYIOTH
TreHepaTUBHI MOJIEJI /11 CTBOPEHHSI CIO’KETHUX IMMOBOPOTIB UM J1ajioriB [1].

Xmaphui matrdopmu (Hanmpukiaa, Google Drive, Dropbox, Frame.io)
JT03BOJISIIOTH KOMaHJIaM CITIJILHO MPAIOBaTH HAJ CLIEHAPISIMU, PO3KAIPYBAHHIMH,
BiJleOMaTepiajiaMH, OMEPaTUBHO OOMIHIOBAaTHCS 1H(GOpPMAIIEI0 Ta BIJICTEKYBAaTH
nporpec poootu. [le 0co0mMBO akTyanbHO JUIs BiAAAIEHOT pOOOTH Ta MI>KHAPOTHUX
MIPOEKTIB [2].

B ymoBax mudpoBoi TpaHchopmalli Ta CTPIMKOTO PO3BUTKY TEXHOJIOTIH
mTYy4yHOTro iHTeNeKTy (Al), eran npoaakniHa 3a3Ha€e TIMOOKUX 3MiH, 00YMOBJIEHUX
BIIPOBAPKCHHSIM 1HHOBALIMHUX 1THCTPYMEHTIB Ta METOAIB POOOTH.

CyuacHi mudponi kinokamepu (ARRI Alexa, RED, Sony Venice)
3a0€3Me4yI0Th BUCOKY SIKICTh 300paKe€HHS, JUHAMIYHUH Jiana3oH 1 IEpeHECeHHs
KOJIbOPiB. BOHU M03BOISIOTH 3HIMATH BiJI€O Y BUCOKIN po3bHIN 31aTHOCTI (4K,
8K 1 Bue), 1110 3a0e3neuye rHydKicTh IpU MOCT-00pO0I1Il Ta 103BOJISIE CTBOPIOBATH
BUJIOBUIITHI Bi3yalibHI e(DEKTH.

Texnomorii VR T1a AR 3acCTOCOBYIOTHCS JJIS CTBOPEHHS I1HTEPAKTUBHUX
JeKopalliii, Bi3yamizaiii BIPTyaJIbHUX OO'€KTIB Ta OTOYEHb, a TaKOX JJIs
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MOHITOPHHTY Ta KOHTPOJIO sKOCTI 300paxeHHs. Hampukian, VR-rapuitypu
J03BOJISIIOTh PEXKHUCEPY MOOAUUTU CIIEHY 3 MOTJsAy mepcoHaxka, a AR-momgatku
JOTIOMararoTh MOEHYBATH pealibHI Ta BIPTyalibHI 00'€KTH B peaapHOMY 4Yaci [3].

Texnomnoris Motion Capture (Mo-cap) 103BoJIsIE 3aXOITIOBATH PyXU aKTOPiB
Ta MEPEHOCUTH iX y HU(POBI MepcoHaxi. BoHa MIUPOKO BUKOPUCTOBYETHCS MPH
CTBOPEHHI aHIMaIIHHUX (P1IBMIB, Bi3yadbHUX €(DEKTIB Ta BIPTYAJIbHUX MTEPCOHAXKIB
y komm'torepHux irpax. CyuacHi cucreMu Mo-cap cTaqu AOCTYINHIIIUMHU 1
IPOCTUMHU Y BUKOPUCTAHHI, 1110 PO3IIUPIOE MOKIIMBOCTI JIJIs1 HE3aJICKHUX ITPOEKTIB.

JIpOHH aKTHBHO BUKOPUCTOBYIOTHCS JUISI 3MOMOK 3 TOBITpS, 3a0e3Mneuyroun
HECTaHJAPTHI paKypcH Ta quHaMivHi kajapu. CreriansHi kKamepu, Taki sk GoPro ta
EKITH-KaMepH, T03BOJISIIOTh 3HIMATH B EKCTPEMAalbHUX YMOBax Ta CTBOPIOBATH
e(eKT MPUCYyTHOCTI TJIs/1aua.

XMapHi CEepBICH JIO3BOJISIIOTH 31MCHIOBATH BIAJAJICHUNM KOHTPOJbL 3a
3HIMAJIBHUM IPOIIECOM, TPAHCIIOBAaTH BIJIEO B peajbHOMY 4Yaci Ta OINEpPaTUBHO
oOMIHIOBaTHCS MaTepiajaMu 3 KomaHzoro. Lle oco0inBO akTyaabHO B yMOBax
nasjieMii abo NIl MDKHApOJHUX TTPOEKTIB.

Hudpoa Ttpanchopmalis MNOPU3BOAUT, HE TUIBKU JO TOSBU HOBUX
IHCTPYMEHTIB, a i /IO MEPEOCMUCIICHHS TPATUIIHHUX TIAXOIIB 0 MOCTIPOJAKIIHY
(MOHTaxy, Bi3yalbHUX €(DEeKTIB Ta 3BYKOBOI0 qu3aiiHy). [I[porpamue 3a0e3nedeHHs
1u1st MoHTaxXy (Adobe Premiere Pro, Final Cut Pro, DaVinci Resolve) Hagae mmpoxki
MO>KJIMBOCTI JIS peJlaryBaHHs B11€0, 10AaBaHHS Bi3yaJbHUX €(DEKTIB Ta CTBOPEHHS
CKJIaIHOT CTPYKTYpH onioBiai. CydacHi IHCTPYMEHTH KOPEKIIii KOJIbOPY JI03BOJISIOTh
JOCITTA 0a)kaHOTO BI3yaJbHOTO CTHJIIO Ta HACTPOIO, a TaKOX OINTHMI3yBaTH
300paXkeHHs 1Sl PI3HUX MIAT(HOPM.

BizyanbHi edekTy TrparwoTh Bce OUIbII BaXIMWBY pOJIb Yy CTBOPEHHI
aynioBizyasnibHoro koHteHTy. CydacHi iHcTpymentn VFX (Adobe After Effects,
Nuke, Houdini) 103BOJISIIOTH CTBOPIOBATH peallicTU4HI crernedeKkTH, aHIMyBaTu
MEPCOHAXKIB, J]0JIaBaTH BIpTyalibHI OTOUYEHHS Ta MOKPAIyBaTH BI3yaJIbHY CKJIaI0BY
binmemy. Bukopuctanus Al y VFX 3HayHO chpolrye Ta NPUCKOPIOE TMPOLEC
CTBOPEHHSI CKJIQJHUX €(EKTIB.

[udposi 3BykoBi podoui craniii (DAW) (Pro Tools, Logic Pro X) namaroth
MIMPOKI MOKJIMBOCTI JJIs 3aIlliCy, OOpOOKHM Ta MIKIIYBaHHS 3BYKY. Bukopuctanus
BIPTYaJIbHUX 1THCTPYMEHTIB, IJIaTriHIB Ta TEXHOJIOT1 00'€eMHOT0 3By4aHHs JO3BOJISIE
CTBOPIOBATH PEATICTHUHI 3BYKOBI OTOUYEHHS, MOKpAIIlyBaTH SIKICTh 3BYKy Ta
CTBOPIOBATH Bpa)arodl 3BYKOBI JIOPIKKH.

XmapHi miIatGpopMH  JI03BOJISIIOTH  30€epiraTd  BEJIMKI OOCSATHM  JaHUX,
3a0e3nevyBaT CHUIBHUI JOCTYI O MaTepialiiB, MPUCKOPIOBATH MPOLIEC MOHTAXKY
Ta BI3yaJIbHUX €(EeKTiB, a TAKOXK ONMTHMI3yBaTH MPOIIEC JOCTABKA KOHTEHTY Pi3H1
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mwiatdopmu [4-5].

[IpoBenenuii aHami3 Mokasye, 1o LudpoBa TpaHchopmMallis 3aIHCHMIA 1
IPOAOBXKY€E TJIMOOKO 1 BCEOIUHO BIUIMBATH Ha ayAioBI3yalbHY 1HAyCTpito. Bix
eTamiB CTBOPEHHSI KOHTEHTY 10 AUCTPHOYIIIT Ta CIIOKMBaHHS, U(POBI TEXHOJIOTI]
NEPEeBU3HAYAIOTh TPATUIINHI MPAKTUKA Ta BIAKPUBAIOTH HOBI TOPU3OHTU JIJIS
TBOpUOCTI Ta Oi3Hecy. KimtouoBumu ¢akropaMu, 10 BU3HAUYAIOTH 1€ MpOIEC, €
TEXHOJIOT1YHI 1HHOBAIlll, 3MI1HA MOBEIIHKH CHOKMBAYlB, CKOHOMIYHI YMHHUKH Ta
PO3BUTOK IITYYHOTO 1HTEICKTY.

BrpoBajpkeHHST HOBUX IHCTPYMEHTIB Ta TEXHOJIOTIH, TaKUX K BipTyalbHE
BUPOOHUITBO, Al-ckpunth, nudpoBi KiHOKaMepH, Bi3yalbHI €(PEKTH, XMapHi
CEepBICH, 3MIHWJIO MTPOLIEC BUPOOHUIITBA Ay J10B13yaJbHOTO KOHTEHTY, M1ABUIUBIIN
HOro eQeKTHBHICTh, 3HU3UBLIM BUTPATH Ta PO3LIMPUBIIM TBOPYI MOKIUBOCTI.
Pazom 3 TuMm, mudpona Tpanchopmallis MOPOKYE HU3KY MPoOIeM, BKIIOYAIOUN
HEOOXI1THICTh MOCTIHHOTO HABYAHHS Ta aJamnTallli 10 HOBUX TEXHOJIOTIH, 3arpo3u
kibepOesrieni, PO3MUBAHHSI KOPJIOHIB MK MpodeciiHUM Ta aMaTOPChKUM
KOHTEHTOM, a TaKOX ITU(POBY HEPIBHICTb.

UiTkuii po3noiiyi 000B’SI3KIB MIXK PEKUCEPOM, OIEPATOPOM, MOHTAKEPOM 1
3BYKOpPEXKHCEPOM TOCTynoBo 3HuKae. CydacHi HHU(POBI 3aco0H J03BOJISIOTH
OIHOMY (DaxiBIl0O BUKOHYBAaTH KiJIbKa BUIIB POOIT, IO CYTTEBO 3MIHIOE CKJIAL
BUPOOHMUYMX KOMaHA. 3’ SBISIOTHCS TOpHUIHI podecti, K1 NOEHYIOTh TBOPUl Ta
TEeXHIYHI KOMIETEHIi: MOYIIIH-Tu3aifHep (motion designer — noeanye rpadiuHuii
JIM3aiiH, aHIMAIlII0 Ta BIJICOMOHTaX), (axiBellpb 13 BizyanbHux edektiB (VFX artist
— TMOEAHYE XYAOKHE MHCJICHHS Ta 3HAHHS KOMIT IOTEpHOI rpadiku), KOJIOPUCT
(colorist), ¢axiBerns 3 TEXHOJIOTIH BipTyaabHOTro BUpOoOHUIITBA (virtual production
specialist — mpamoe 3  BIpTyaJbHUMH 3HIMQIBHHUMH  CEpPEIOBHUIIIAMHU),
yHiBepcanbHuil 1udposuii xynoxxkuuk (3D generalist/digital artist), cayHnu-
nuzaitnep (sound designer — moeIHy€e TBOPYICTH 1 ayi0IHXKEHEPIK0), (axiBelp 13
BUPOOHHUIITBA MYJIBTUMEIIMHOTO Ta TpaHCMEIIHHOTO KOHTEHTY
(multimedia/transmedia producer — noeaHye NpoArOCyBaHHs 1 IUGPOBI TEXHOJIOTT)
[6].

[IIupoxe BIpOBaIKEHHS POTpaM JUIsl HEJIIHIMHOTO MOHTAaXy, KOMIT FOTEPHO1
rpadiku Ta BIPTyaJIbHOTO BHUPOOHHUIITBA CYTTEBO BIUIMHYJIO HAa TBOPYI MPAKTUKH.
[HCTpyMEHTH peanrbHOro Yacy, XMapH1 CepBICH Ta IITYYHUH IHTEJEKT JI03BOJISIOThH
MPUCKOPUTH BUPOOHUYMN ITUKI 1 MIJBHUIIATA THYYKICTh Yy MPUUHSATTI TBOPUYUX
pimessb. Lle 3MiHIOE caMy JIOTIKY CTBOPEHHS ayA10BI13yaJIbHOTO TIPOIYKTY.

Tpaauiiiini miaxoau 10 3WOMKH, MOHTaXKy Ta MOCTIPOAAKIIEHY HE 3HUKAIOTh,
aJyie aJanTyrThCs 0 HOBUX YMOB. Hampukiasn, KiacuyHi MPUHIUAHA KOMIO3HUITIT
KaJIpy 3aJIMIIAIOTHCS aKTYaJIbHUMU, POTE PEATI3yIOThCS 3a JOTIOMOTOI0 ITU(DPOBUX
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KamMep 1  BIPpTyaJbHHX  cepemoBuml. BomHowac  3poctae  3HAYCHHS
eKCTIIEpUMEHTAIbHUX (DOPM 1 HEJIIHIMHOTO HApaTHUBY.

Tpanchopmariis TpaguiiMfHUX MPAKTHK B ay/110Bi3yaJIbHOMY BHUPOOHHUIITBI €
KOMILJIEKCHUM ITPOIIECOM, 110 OXOILUTIOE€ TEXHOJIOTIYHUHN, OpraHi3alliiHui 1 TBOPUHIA
piBHi. IludpoBi TexHoiOrii He JuUIIEe 3MIHIOIOTH IHCTPYMEHTapi, ane #
MEPEOCMUCITIOIOTh CaMy TPHUPOAY BHPOOHHIITBA aydiOBI3yaIbHOTO KOHTEHTY,
BIJIKpMBAIOYU HOB1 MOKJIMBOCTI JIJIsl KPEATUBHOCTI Ta IHHOBAITIH.

Po3BuTOK  mepcoHami30BaHOTO  KOHTEHTY, BHUKOpUCTaHHa Al  ans
aBTOMATHU3aIlll PYTUHHUX 3aBIaHb, 3POCTAHHS IHTEPAKTUBHUX Ta IMMEPCHUBHUX
dopmMariB, a TaKOX PO3IMIUPEHHS MOMXJIMBOCTEH JIi HE3AIEKHOrOo KIHO Ta
r100agbHOI CHIBIpaIi — BCe 1€ BKAa3ye Ha Te, M0 MalOyTHE ayi0Bi3yaIbHOTO
BUPOOHUIITBA Oy/ie 111e O1IBIT IHHOBAILIMHUM Ta 3aXOILTIOI0YHM.

[TonaneIni AOCIIIKEHHS B 111 raqy31 MOBUHHI OyTH CIPSIMOBAH1 Ha BUBYEHHS
BIUIMBY Al Ha KpeaTuBHHMI Mpoliec, po3poOKy €(PEKTUBHUX CTpaTerid 3aXUCTy
aBTOPCHKOTO IpaBa Ta KibepOe3neku y MHUPPOBOMY CEPENOBHILI, aHAJI3
MEPCIEKTUB PO3BUTKY IHTEPAKTUBHOTO Ta IMMEPCHBHOTO KOHTEHTY, a TaKOXX Ha
BUSIBJICHHS] €TUYHUX a CIIEKTIB BUKOPUCTAHHS HOBUX TEXHOJIOT1H B ay/110B13yalIbHii
1HayCTpli. PO3yMiHHA WX TEHJIEHIIIH Ta BUPOOJICHHS CTpaTerii ajanTaiiii 10 HUX €
KPUTUYHO BOXKJIMBUM JUIS YYAaCHHUKIB Tally3l, $IKI MparHyTh 30epertu
KOHKYPEHTOCIPOMOKHICTh Ta CTBOPUTH SIKICHUI KOHTEHT JJI CYy4acHOI ayAUTOPii.
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