dub videos published on the platform. In addition to films and blogs, Al tools can also
translate and dub computer games. The Ukrainian online resource DOU reports that in
October 2023, Embark game studio launched a beta test of its new game The Finals where
voice acting was realized with the help of artificial intelligence.

To sum up, Al technologies for voice-over and dubbing are constantly developing,
although they have their disadvantages. The fast pace of improvement of artificial
intelligence indicates that we may soon see well-known film studios and audiovisual
content distributors will increasingly use these tools in their projects.

. Hluwiko

MNPOBJIEMATUKA BUKOPUCTAHHS LUTYYHOI O IHTEJNEKTY
B AYZIOBI3YAJIbHOMY MUCTELTBI

D. Shyshko
PROBLEMS OF USING ARTIFICIAL INTELLIGENCE IN THE AUDIOVISUAL ART

BB mryyHoro intenexty (IIII) Ha aynioBisyanbHe MUCTELTBO CTAa€ BaXIMBUM
00’€KTOM BUBYEHHA Ta OOTOBOpEHHA B Cy4acHOMy cBirti. fIx panime nudposisaris,
HUHI pisHOMaHITTA TexHonoriit Ta anroputMis III (a came Helpomepexa) BinkpuBae
HOBI NEPCIeKTVBY Ta BUKIMKM /I TBOPLIB i Xy#oXXHUKIB. 111 BUK/IMKI MOXHA YMOBHO
MOAINTY HA TBOPYI Ta €TUYHI ACIIEKTI.

BisbMeMo Taky QyHKIiI0, AK TeHepallif ITYYHUM iHTeleKTOM. Bynb Iie TekcToBa
¢opma, ayxnianbHa 4y Bisya/nbHa, BOHA YNHUTHCS HA OCHOBI «BJBYEHOTO» HEl[POMepeKero
Marepiaiy. AIroput™ KoM0iHye «BUBY€HI» AaHi, Ta Ha IX OCHOBI reHEepYe HOBI.

306paxkeHH:A / Bifjle0 MOXKHa 3reHepyBaTy MertopoM Audysil, Komu [0 HOXiHOrO
300paKeHH: JOJAEThCA «IIyMy, IITYYHUIT iHTeNMeKT QiKcye, AK JOJaBaHHA Bi3yalbHOTO
«LIYMy» 3MiHIOE 300pa)KeHHs, a [IOTIM i3 LIbOT0 «IIYMY» BIITBOPIOETHCS HOBE 300PaXKEHHSL.
ITig vac BiTBOpEHHs 4acTO 3’ SIBIAIOTLCA apTeakTy reHepali, 10 3yMOBIIIOE TBOPYI
mpobmeMit: HesKiCHa reHepallisi Ta BemiKa KimbKicTb mepereHepartii. To6To, reHeparis
KOHIIENTYa/IbHO CKIaJHOTO 300pakeHHs OTpelye fieKinbKa crpo6 Ta mocTo6pooKiL.

Takox Crriff TaM’sITaTy PO TeHepallifo peaicTUYHIX 300pasKeHb JIOAMHM Ta eQeKTy
«3710BicHOI fo/mHM». e 110B’13aHO He 3 IOraHOIO 3[aTHICTIO HellpoMepexi B reHepaliiio
JIOJVHY, TOPIBHAHO 3 iHIIMMM 300p@XEHHAMHU, a 3 MOXIUBICTIO JIOACBKOTO MO3KY
BYAB/LATH IITYYHICTD MiMiku. Xoda py AKiCHII po6OTi INTYYHICTD CTae BaXkye MOMITUTH.

Ile migBOANTD K0 eTMYHOI IPO6IEMATHKI BUKOPUCTAHHS MITYYHOTO IHTEEKTY Ta
HelpoMepesK: IOPYLIEHHS aBTOPCHKOTO IPaBa Ta BUKOPUCTAHHS 00pasiB IIOAMHIL.

Hamnpuknap, Bizoma Texuomoris depp fake (3 migmiHo0 067MY4sA MIOAMHI), MOXKE
BJMKOPMCTOBYBATUCh 6e3 103BOMy HociA o6pasy. Tak, mix wac 3ifoMOK TOMTiBYACHKO
crpiukn «@Popcax», momep opyH 3 ronoBHux akropis Ilom Yokep, i ioro saminmm
1udposoro Ko, KombiHatie 3 MopentoBanHs Ta ‘deep fake’, e opuH ro/tiByCHKII
npukiag 3 GinbMy i3 cepii «3opsHi BiitHu» 3 akropoM Ilitepom Kymrisrom, skuit momep
e y 1994 poui.

Takox y Mepexi «[HTepHeT» MOXHA 3ycTpitu (eiikoBi aKayHTH BITOMIUX /IOfel, AKi
BUKOPIUCTOBYIOTH TexHororito deep fake, abu BupaBatu ce6e 3a iHumX.

Jlo eTdHNX TIpO6NEM HANEXUTb | BUKOPUCTAHHA 300pakeHHA [/ «HABYAHHS»
HejfpoMepexxi 6e3 [03BOMy aBTOpA, MAUIMHHE KOMIIOBAHHs JOTO «CTWIO» Ta / 4n
BiTBOpeHHsI pobit Y «CTHI» MUTILIB, AKi BXXe IIOKMHYIM L€l CBIiT. Y IIOfjanbpLIoMy,
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s CIOAiBaIOCh, Oy/ie BUHAIIIEHO NPABOBE PEry/IOBAHHA O3HAYEHVX IpobIeM, i Mutii
3MOXYTb IOPUMIHO IPOJABATH CBill «CTU/Ib» [l HABYAHHSA HENIPOMEPEKi.

Omxe, llTy4nnit InTenext, a came HeifpoMepesxa — Iie iy>Ke IIOTYXXHMIA CydacHMI
iHCTPYMeHT y pyKax TBOPIiB, a/le BiH Mae CBOI HPOOIeMaTHKy Ta moTpebye ydacti
JIIOLVIHIL,

[lopanbuli mepcrekTMBY POSBUTKY TeMM IIONATAlOTb y BUABIEHHI OCHOBHMX
po6/IeM Ipy BUKOPUCTAHHI IITYYHOTO {HTENEKTY B ayfi0BisyaIbHOMY BUPOOHUIITBI, 1110
7103BO/INTD eeKTHBHIIIe iX BUpilIyBaTH.

S. Shyian

VIRTUAL REALITY IN ART: OPPORTUNITIES AND CHALLENGES
OF CREATING VISUAL AND SOUND WORLDS

C. lusu

BIPTYAJIbHA PEAJIbHICTb Y MUCTELITBI: MOXXJIUBOCTI
TA BUKJTUKU CTBOPEHHS BI3YAJIBHOI'O | 3BYKOBOIO CBITY

In the ever-evolving landscape of technological advancements, virtual reality stands
out as a transformative force, permeating various sectors and leaving an indelible mark
on the realm of art. This topic opens the door to a multidimensional exploration of how
virtual reality influences artistic expression, pushing the boundaries of creativity while
simultaneously posing challenges that artists and technologists must grapple with.

Virtual reality enables audiences to immerse themselves in interactive realms where
they become active participants in the artistic experience. Consider the groundbreaking
project “Tilt Brush’, where artists craft three-dimensional paintings in a virtual space,
allowing viewers to traverse and engage within the artwork, blurring the lines between
creator and spectator.

The fusion of virtual reality with audiovisual elements provides a canvas for novel
and unique artistic expressions. “Dear Angelica” exemplifies the integration of music and
visuals in virtual reality, creating an immersive landscape where viewers interact with the
surrounding sounds, forging an unprecedented sensory experience.

Ukraine, with its rich cultural heritage, has embraced virtual reality as a burgeoning
medium for artistic exploration. Artists in Ukraine are leveraging VR to create immersive
experiences that delve into the country’s history, traditions, and contemporary issues. This
innovative integration of technology into the Ukrainian art scene not only enhances the
viewer’s engagement but also serves as a platform for cultural preservation and storytelling
in a digital age.

Among the advantages of virtual artistic activity are:

- Endless creative freedom. In the virtual environment, artists get rid of the limitations
of the physical world, which allows them to create fantastic and surreal images that go
beyond the limitations of the art we all know.

- Immersive experience. Through virtual art, viewers can experience a sense of complete
immersion and interact with works of art on a deep and emotional level.

- Collaborative potential: virtual reality facilitates collaborative endeavors, bringing
together artists, technologists, and audiences in a shared space where creativity knows
no bounds.

But if there are minuses, it should be said about:
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