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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- Technical challenges: The complexities of virtual reality technology present challenges
in terms of accessibility, affordability, and the technical skills required for both artists
and consumers.

- Isolation concerns: the immersive nature of virtual reality experiences can lead to a
sense of isolation, raising questions about the impact on real-world social interactions.

- Ethical considerations: as virtual reality becomes more advanced, ethical concerns
related to privacy, content moderation, and the potential for addiction come to the
forefront.

In conclusion, the integration of virtual reality into the realm of art brings forth a
realm of limitless possibilities, enabling artists to transcend traditional boundaries and
engage audiences in unprecedented ways. As we navigate the ever-expanding landscape
of virtual reality in art, it is imperative to recognize both the advantages and challenges
inherent in this transformative medium. This scientific conference serves as a crucible
for ideas, fostering dialogue on the forefront of creativity and technology and guiding us
toward a future where the synthesis of virtual and artistic realms continues to captivate and
challenge our perceptions.

C. Konosanosa

LUABJIOHHICTb TA KPEATUBHICTb Y PEXXUCEPCbKUX POBOTAX CTYAEHTIB.
MPAKTUYHI METOAU AN KPEATUBY

S. Konovalova

PATTERNS AND CREATIVITY IN DIRECTOR WORKS OF STUDENT,
PRACTICAL METHODS FOR CREATIVITY

IMepmii Kpoku pexiucepiB y JaBaX CTYAEHTIB MOYMHAIOTBCA 3 BUIPOOYBAHHA
BJIACHMX aMOiILii cepef apeHy OfHOAYMIIB. SIK IpaBM/IO, CTYAEHTH BOMIIOTh CTBOPIOBATH
KpeaTVBHMIT KOHTEHT i3 3arafJKoBUMI CEHCaMM. 3aTrafikoBi ceHCH, 0 AKUX TaK TAXKIOTH
CTYZEHTJ, MaloTh HEraTUBHMII BIUIUB Ha iX pexucypy saranom. [lo-nepuie, Bouy cami He
PO3yMiIOTB, IPO 110 B3araji po6ora Ta sIKa ifes, Ho-Ipyre, HeMae PO3YMIHHS IPUYMHHO-
HACTiTKOBOTO 3B’513Ky niei saragkoBocti. IIpmumHo Toro € 6akaHHA BifgmIOBimaTH
BJIACHUM KpuTepisM ycmimHocti abo imiTamii po6it pexucepis HaiBuioi miry. ITpu
CTBOPEHHI BJIacHOI KoHIIemIii abo crjeHapilo, MalKe Bifpasy CTUKAIOTbCA 3 IIPO6IEMOI0
11a6/IOHHOCTI, OCKIIBKY MAIOTh HM3bKMII PiBeHb HAJMBIEHOCTI a00 He MAKTb AOCBifY
reHepariii kpeatusy sk Takoro. Ilabmonn cami o cobi mawTb Micue 6yTi B po6oTax
CTYJIEHTIB, aJle iIHTepIIpeTal|is LyX mabnoHiB Mae 6y T HuMu ycBifomnena. Taknit focBix
CTYHEHTV 3BMYAIiHO MOXKYTb OTPMMATHU JIMLIE NPAKTUKYIOUMCh HA BJACHUX €KPAHHMX
TBOpax. [IutanHs mabIOHIB 0COOMMBO IPOCTEXYETHCA CePes] CTYAEHTIB IepIInX KypCiB,
azte Mae Mictie 6yTu i Ha crapuiyx aBax. ToX MPOIOHYIO PO3ITIAHYTH AesAKi MeTofH, sKi
JI0IIOMAralTh HajalITYBaT¥ MMUCIEHH:A CTYZIeHTIB Ha KpeaTMBHMIl IOIIYK Bi3yalbHUX
pillleHb.

YcBiomeHa po60OTa MOYMHAETBCS 3 HABMYKM MORMQIKyBaTHM WIAOIOHNM [0
Mexi yHikanmpHOCTi. [l Toro abu BifTBOpUTH HOBMIA IIAGMOH a60 BMKOPMCTATH
O1/1bLII YHIKAIBHMI, CTYeHTaM HeoOXiJHO BUIIMCATM BCi ifjel, [0 CIajalTh HA JYMKY.
YMOBHO HEOOXifHO CTBOPUTH yHiKajbHe pillleHHs JyIA peanisallii MOHATTA «I1aM ATb».
Haityacrime — 1je «ropTaHHs anb0OMiB», «3yCTpid Ha LIBUHTApI», «CBiUKa ab0 TaMIIagKay
Tomo. Y 11bOMy METOAI HeoOXigHO Bummcatu xoda 6 10-15 ipeit, 3 Hux mepuri 6-7
6ynyTb LIabmoHN, SAKi BXe 3ycTpivanuch Ta 6y nepepobneni caigomictio. Bee, mo 6yzne
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