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CyuacHi HAIPSAMY BUKOPUCTAaHHSA
BipTyasIbHOI peayibHOCTI
B €KCIIEPUMEHTAX 3 IHCTAIAIAMA

TpaucdopmariiiiHi 3pymeHHs Cy4acHOTO CYCIIIbCTBA BUMATAIOTh
Bi/I MUCTeI[TBA NEPEIJIAAY eCTeTHYHUX Ta 00pa30TBOPYMX HACTAHOB,
yCTaJIEHUX Xy[0KHIX KaHOHIB. HayKoBO-TeXHIYHUI IIpOTpec J1a€ 3MO-
Iy MUTISIM PO3LINPUTHU HE TLIBKU METO/IU ¥ 3ac00U TBOPiHHA, a 1 came
CIIPUHHATTSA TBOPY, He 00MEXKyI0UUCh (PI3UYHOI0 HOTO CYTTIO Ta IIPO-
CTOPOBUMHM KOOpAMHATaMHU. BipTyasbHi cBiTH, AKi OyIU KOCTYIHI pa-
Hillle y JriTepaTypi Ta KiHOIH/IyCTpii, Bce OLbIlle MOMIMPIOITHCSA 1 0X0-
IUTIOIOTH T€aTpP, 00pa30TBOPYE MUCTELTBO, IHCTAJIALIIL.

EsnBia Buibk, po3ruifialoun BipTyaabHy peabHICTh, 3a3HAYAE, 10
Cy4JacHHUH 11 BIUTHB HAa MHUCTELTBO € IPOSBOM TpaHChOpMaIiiHOI IpHU-
POZIMl MUCTEINTBA, AKE aKTUBYETHCA CyYaCHUMHU TeXHOJoriaMu. I came
PO3BUTOK BipTyasbHOI peasbHOCTI (VR) BiiKprBae HOBI MOXKJIMBOCTI
SIK JJIS1 XY/IOKHUKIB, TaK 1 /I MUCTEI[bKUX 1HCTUTYIH. VR mpononye
CEeHCOpHE 3aHYpPEHHs Ta Ha/Ia€ HEOOMEeXKeHUH TOTEHITiaJ /1T iHTepaK-
THUBHOI B3aEMO/Iii y CTBOPEHOMY BipTyaJIbHOMY cepefioBuIlli. BipTyasib-
Ha PeasIbHICTh PO3IMIUPIOE MeXKi chOPMOBAHOI MUCTEIHKOI TPAKTHKH,
3aJIy4aloud Bi3yasbHi, IIPOCTOPOBI, 3BYKOBI Ta TAaKTUJIbHI iHTepakKiii,
CTBOPIOIOYHM Ta MPOTIOHYIOYH YHIKaJIbHUU JOCBIM i masagadi'? Ile
JIOCATAETHCA 32 JIOTIOMOTOI0 CIEI[ia/IbHOI TAPHITYPH Ta IHCTPYMEHTIB,
takux AK Google Tilt Brush, Oculus Rift, HTC Vive i Facebook 360,
3aB/AKU AKUM CBIT MUCTEITBA 3aHYPIOE KOPUCTYBAUiB y 3aXOILINBEE
HOBe CepeJIOBHUIILE, SIKE TI0 CYTi ABJIAE COO0I0 TPUBUMIPHY CUMYJIAI0 .

Yce Oinpllle MUTIIIB Ta YCTAHOB €KCIIEPUMEHTYIOTb 13 I[i€I0 HOBOIO
1(POBOI0 TEXHOJIOTIEID, 1I[00 CTBOPIOBATH BpaKal0ui BUTBOPU MHC-

12Wilk E. Will virtual reality conquer the artworld? 2017. URL: https://www.art-
basel.com/news/virtual-reality-technology-and-art

13 Virtual Reality in Art: Taking Immersive Contemporary Art to a New Level. The
Artling Team. 2017. URL: https://theartling.com/en/artzine/virtual-reality-art/
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TEITBA Ta IHCTAJIAII, 3 AKUMH IVIA7[a9i MOXKYTh B3aeMoisATh. Cucrema
BipTyasIbHOI peaJIbHOCTI CIIPSMOBAHA HA 3aHYPEHHS O/THOTO a00 Kisb-
KOX KOPUCTYBAayYiB y IITYYHE CEPe/IOBUILIE, /Ie MOXKHA BiJIUyBaTH Ta B3a-
€MOJIISITH B peaJIbHOMY Yaci 3aB/IKH CEHCOMOTOPHUM iHTepdelicam.
Lle#t mMTYyIHO CTBOPEHUU JIOCBiJT Ma€ OYTH JOCTaTHHO JIOCTOBIPHUM,
1100 3aXOMUTH BiIUYTTA KOPUCTYBaya, {00 CTBOPUTH fK KiHI[EBY METY
BIZIUYTTSA MPUCYTHOCTI BIPTYaJIbHUX 00’€KTIB, a TAKOXK BIIUYTTA HOTrO
CaMOIPUCYTHOCTI ¥ BipTyaspHOMY cepenoBuiii. Lle BiguyTTs npucyt-
HOCTI MOJKHA JIOCATTH 32 YOTUPHOX YMOB: 3aXOILIUBE CEPEZOBUIIIE,
MOKJIUBICTh B3a€MO/Iil 3 CHCTEMOIO, 30epeKeHHs Y3ro/PKeHOCTI MixK
CIIPUUAHATTAM 1 B3a€EMO/II€I0 Ta IIPOIIOHYBAHHSA JI0CBi/Ty, AKUN BUKJIN-
Kae 1meBHi emorii'*. Ileil ocTaHHIN MOMEHT JTy»Ke BaXKJIUBHUH, 1100 70-
IIOMOTTH KOPHCTYyBaueBi 3a0yTH ITPO HASABHICTD IPUCTPOIB.
BukopucTaHHA TEXHOJIOTI BIpTyaJIbHOI PeaTbHOCTI /i1 CTBOPEH-
HS TIEPEZIOBUX MUCTEIbKUX IHCTAIAINN € BIIHOCHO HEAABHBOIO TEH-
JIEHIII€10, ajle BOHA CATa€ KOPIHHAM Y JIOBTY iCTOPiI0 eKCIepUMEHTIB.
Biz crepeockormiB XIX CTOMTTA 10 paHHBOTO KOMIT IOTEPHOTO JOCBIY
BipTyaspHOI peasibHOCTI 1980-X pOKiB, MUTIII 3aB3K/¥ OYJIH 3a1liKaBIie-
Hi B PO3LINPEHHI MeX MOKJIUBOTO 32 JIOIMTOMOTOX0 HOBHUX TEXHOJIOTIH.
OmHAK MUCTELTBO BipTyaJIbHOI PEAIbHOCTI IO0YAJIO TO-CIIPABKHBOMY
PO3BUBATHCSA JIUIIE IiCAA PO3POOJIEHHA JOCTYITHOTO alapaTHOTO Ta
nporpamHoro 3abe3nederasa VR. OHUM i3 HOBAaTOPIB y I1il rasry3i OyB
Yap [leBic, KaHA/ICBKUI XyJIO’KHUK, IKUA CTBOPUB IHTEPAKTUBHY iH-
crananio Osmose y 1995 poui. Lleit Henepeciunuii 10CBiz 1aB 3MOTY
YYaCHHUKAM JIOCJI/KYBATH Pi3Hi BipTyasbHI cepeioBUINA, BUKOPUCTO-
BYIOUH INXAHHA K CIOCI0 KOHTPOJIIO CBOIX PyXiB y IPOCTOPi'®.
Bigroni VR-MuCTeTBO IPOOBKYE CTPIMKO PO3BUBATHUCH, A Xy-
JIO’KHUKU JIOCJTI/KYIOTh HOBI TE€XHIKM Ta TEXHOJIOTI, 100 CTBOPUTU
OUTBIIT 3aXOIUTMBUU Ta IHTEPAKTUBHUU J0CBiA. OZHUM 3 KIIIOUOBHUX
PO3p00JIeHb CTAJI0 BUKOPUCTAHHSA TAKTHUJIBHOTO 3BOPOTHOTO 3B’A3KY,
SKAH JJa€ y9acHUKaM Gi3W4Hi BiUYTTSA I yac B3aEMOii 3 TBOPOM
MHUCTEINTBA. [HIIIOI0 Ba?KJTMBOIO TEH/IEHITIEIO CTA/Ia IHTErparlis eJleMeH-

4 De Sorbier F,, Bouvier P, Herubel A., Chaudeyrac P, Biri V., Kiss J. A Virtual
Reality Installation. 2008 p. 131-134. ULR: https://www.researchgate.net/
publication/4356707_A_Virtual_Reality_Installation/citation/download
> Transforming Spaces with Virtual Reality Art Installations/ ULR: https://www.
prectxe.com/transforming-spaces-with-virtual-reality-art-installations/
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TiB AR (onoBHEHO1 peasbHOCTI) B iHCTasALii VR, 1m0 cTupae mexi
MiX BipTyaspHUM i Qi3UYHUM CBiTAMHU.

BiptyanpHa peanbHicts (VR) 31ilicHIUIA PEBOJIIOIIIO ¥ CBITI MHC-
TENTBa, 00 €JHABIIN TBOPYICTh 13 TEXHOJIOTIEIO Il CTBOPEHHS 1HCTa-
JIALIN 3aXOIUTMBUX BpakeHb. Tak, y criBopari 3 Google Art Basel 3a-
IIyCTUB MUCTEI[bKUU IPOEKT BIPTyasibHOI peasibHOCTI B 'oHKOHTY. Taki
murtii, sk x 0w, [lao ®eit i Cyns Clonb BukopucroByBaiu Google
Tilt Brush yi1s1 cTBOpEHHSA TPUBUMIPHIX TBOPIB MUCTEITBA Y BipTyaJIb-
HOMY 1ipoctopi. [Ipo€eKT AeMOHCTpYBaB iHHOBAIINHI TBOPH, fAKIi 3aIli-
KaBwin TsAfaviB'®. [ucransania Axim Kamyp «Into Yourself, Fall» i3
BIpTYaJIbHOI peasibHOCTI, Ipe/icTaByeHa Ha Buctasii Art Basel Hong
Kong, naBasa 3mMory riszadyam HOA0POKYBATH JIIOJCHKIM TLIOM, CTH-
parouu Mexxy Mik abcrpakiiiero Ta 3BuuHicTi0. TBOpiHHA Kamyp 3any-
PIJIO KOPHCTYBaUiB y HoTONOIuHMH focBin!’. VR-iHcTaamisa M. A6pa-
moBuua «ITiziiom» Takox Oysa mpejcraBieHa Ha BucTaBii Art Basel
Hong Kong i npucssyena 3mini kiimaty. I'iaaqi B3aemMopaisiu 3 aBa-
TApPOM apTUCTKH, CIIOCTEPIraoyu il MOBiJIbHE CIIyCKAaHHSA B Pe3epByap
3 BoZ1010. JocBiz mpo/1oBIkyBaBcs He yiniie y VR, a 101aTOK HarajyBaB
KOPUCTyBauaM Ipo 60POTHOY XyZ0KHIKA Ta BUKJIUKY IU1aHeTn's. Ku-
TalChbKa MyJIbTHMeIHA XynoxHums [ao ®elt moeaHama TEXHOJIOTI
BipTyaJIbHOI peasbHOCTI Ta BifieoapT y cBoemy BMW Art Car No 18.
PoboTa moexHana craposaBHi KUTAUChKI TPAIUIIIl 3 CYJACHUMU TeX-
HOJIOTIYHUMH JIOCATHEHHSIMH, CTBOPHBIIY YHIKAQJIbHUHN JTOCBIJl, SKUH
CIIOHYKaE 710 po3ayMiB’. Bigeoincransaris xyro:xkHuka Anekca Ilpare-
pa 3 Jloc-An/pKeseca Oys1a YaCTHHOIO JIOCBI/Ly BipTyasIbHOI peasibHOCTI
CMiTCOHIBCHKOTO aMePHKAHCHKOTO XYZOXKHBOTO My3elo. Moro po6ora
i1 Ha3Bo10 «OOIMYYs B HATOBII» 3aJTy4YrJIa IVISAAYiB 3@ JOIIOMOTOI0

'® Nel-Olivia Waga. Inside The Art Basel Hong Kong 2017 And Google Arts &
Culture Virtual Reality Project. ULR: https://www.forbes.com/sites/neloliviawa-
ga/2017/03/24/inside-the-art-basel-hong-kong-2017-and-google-art-culture-
virtual-reality-project/?sh=2aa8bf21153a

17 Anish Kapoor. Into Yourself, Fall. 2018. ULR: https://acuteart.com/artist/anish-
kapoor/

'® Marina Abramovic¢. Rising. 2018. ULR: https://acuteart.com/artist/marina-
abramovic/

19 Back to the future: Cao Fei brings the BMW Art Car into the digital age. URL:
https://www.wallpaper.com/art/cao-fei-bmw-art-car-18-augmented-reality
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TPUKAHAIBHOI BifIeOIHCTANIALI, 3aMPONIYIOYN IX JOCTIIUTHA CKJIaj-
HicTb JTI0/IcbKO1 B3aemozii®’. 1]i aprincransii i3 BipTyaJbHOIO peasib-
HICTIO JIEMOHCTPYIOTh, SIK TE€XHOJIOTiSl MOKe MOKPALTUTH MUCTEI[bKe
BUpa’KeHHS, 3aMIPOLIYI0YH ayAAUTOPi0 3p0OUTH KPOK Y HOBI BUMipH Ta
JIOJIYYUTHUCA 710 TBOPYOCTi Oe3Mpene/IeHTHUMHU CII0COOaMH.

CporoziHi pi3HOMAHITHI Xy/IO’KHUKH IPAIIOIOTh 13 TEXHOJIOTIEI0
VR, 1106 cTBOpIOBAaTH IPUrOJIOMILIHNBI He3a0yTHI iHcTasnAmii. Jlesxki 3
HaWBIZIOMIIINX XyZI0:KHUKIB BIPTyaJIbHOI peaJIbHOCTI BKJII0Ua0Th JIopi
Amnpiepcon, sika creopmiia VR-nepdopmanc Chalkroom, i Marshmallow
Laser Feast, 6putanchbKy rpymy, fika CTBOPIOE 3aXOIUIMBI iHCTasIALII,
SKI MoenHyI0Th VR 3 iIHIUME 3aco0aMu, TAKUMH SIK TAHII Ta 3BYKOBI
nen3axi.

CBiT BipTyasIbHOI peaJIbHOCTI 30BCIM IHIIUHM, HIXK KiJIbKa POKIB
TOMY. 3BUIPHUBIIUCH BiJ] HABIIOBaHHSA PEKJIAMH Ta BEHIYPHOTO (piHAH-
cyBaHH#A, VR Habysia HOBOTO JKUTTS K aOCOJIIOTHO BaXKJIUBUH 1HCTPY-
MEHT JIJI1 MUTIIiB, IKi IPATHYTh PO3UINPUTH MeXi 3aHypeHHs. [l 6a-
raThOX MUTIIIB, IKi €KCIIEPIMEHTYIOTH i3 VR, 1le He IpOCTO CTBOPEHHS
BIPTyaJsIbHOTO CBIiTY, a pa/illie BUKOPUCTAHHA VR JIHIIIe K 0/THOTO 3 iH-
TPe/IiEHTIB y perenTi BUI03MiHeHHA peasbHOCTI. JloOpe clipoeKTOBaHA
iHCTasAIA YU BUCTABKA HE TIOBUHHI MaTH Yacy OYiKyBaHHs, HATOMICTb
JIAI04y 3MOTY ayIUTOPil BXOJUTH Y BIPTyaJIbHi CBITU 32 BIacHUM 0a-
»kaHHAM. [J1A/1a49i MTOBUHHI BijfayBaTH cebe Tak, HiOU iX cripaB/i mepe-
HECJIU B IHIIUH CBIT, a IEPCOHAXKI, 3 AKUMU BOHH CIIUIKYIOTHCS, MAIOTh
BUIJIA/IATH IIEPEKOHJINBO PeaIbHUMU. fKI0 MUTII BUKOHAIOTH CBOIO
po06OTY IPABUJIBHO, IVIA/1a4i 3A/IUIIATUMYTHCA 3 BpAXKEHHAM, 1[0 BOHU
MePeXUIHN IMTUOOKY HOZIII0 B peaTbHOMY KUTTI, 1 I1e Oy/ie Te, 110 BOHU
3aBXK/IU [TaM ATATUMYTh. 32 OCTAHHI KiJIbKa POKIB JIAHIIA(T Cy4acHO-
T'O MUCTEITBA 3HAYHO 3MIHUBCA 3aB/IAKU TEXHOJIOTiAM 3aHYPEHHS, J10-
MIOBHEHIN pEaIbHOCTI Ta IHTEPAKTUBHOMY MUCTeNTBY. KypaTtopchkuit
HAIPAMOK MUCTELbKUX IHCTUTYIIM MOYMHAE YyHHO pearyBaTH Ha ITi
po0OTH, AIKi 3HAXOAATHCS HA OCI MUCTEITBA Ta TEXHOJIOTIN2!.

2N Face in the Crowd (2013) URL: https://www.alexprager.com/face-in-the-
crowd-three-part-projection

21 Porges S. The Future Of VR? Site-Specific Art Installations. 2019. ULR: https://
www.forbes.com/sites/sethporges/2019/11/04/the-future-of-vr-site-specific-
art-installations/?sh=4bddc1991063
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BipTyaspHa peasibHICTh CTa€ MEHHCTPIMHOIO TEHJIEHITIEI0 PO3BU-
TKY Cy4aCHOTO CyCIL/IBbCTBA, 1 My3el B3Ke JIOCUTb JJOBI'O BUKOPHCTOBY-
IOTh IOTY>KHICTh BIPTyaJIbHOI pEaJbHOCTI, 3a0e3Meuy0ur Bpaskaodi
pesysabpTaTu. My3el 3aB3K/¥ ParHyJid BAUXHYTHU KUTTA Y CBOI KOJIEK-
1il, i VR € BUHATKOBUM IHCTPYMEHTOM /ISl IOCATHEHHS Ii€l MeTH.
BiH mpormoHye yHiKaJpbHUH 1 3aXOIUVIMBHUH JIOCBi/l, AKUN MTEPEHOCUTH
Bi/IBi/{yBauiB y HOBi BUMipu eKcno3ulii. ['71o6asbHa My3eiiHa CIiIbHO-
Ta OXOUe CIPUMHAIA HoTeHnial VR, BUKOPUCTOBYIOUHU HOTO /IS CTBO-
PEHHs 3aXOIUIMBUX TYPiB, IHTEDAKTUBHUX €KCIIOHATIB 1 Bi3yaJbHUX
omoBifjanp®®. VR 11ae 3Mory KyparopaM KOHTEKCTyasIi3yBaTu 00 €KTH
Ta JIEMOHCTPYBATH iX CIIPaBKHii MaciTab, peBOJIOIOHI3yI0UN B3a-
€MOZIiI0 BI/IBiZTyBauiB 3 MHCTEIITBOM Ta iCTOPIEIO0.

MucTenTBO BIipTyaJbHOI pPeayibHOCTI — Iie 3acib, AKWil Mporo-
Hy€ MUTIIIM HOBHH Ha0ip iHCTPYMEHTIB /ISl CTBOPEHHS 3aXOIIHMBHIX
i mpuBabNIMBUX BpaKeHb JJIA CBOEL ayAuTOPii. OCKIIBKU TEXHOJIOTiA
IPO/IOBXKY€E BJIOCKOHAIIOBATUCA, MM MOXKEMO OUiKyBaTHU Ie Oibiie
IHHOBAI[IHHUX HACTAHOB IO CIIOHYKAIOTh /0 PO3yMiB y HaUOMIMKYi
pOKM?%4,

[TincymoByIouH, BiIBHAYNMO, 1[0 CYy4aCHI HAIPSAMH BHKOPUCTAH-
Hf BIPTYaJIbHOI PEIbHOCTI B €KCIIEPHMEHTaX 3 IHCTAIAIISAMU 0XO-
IUTIOIOTb:

— PO3IIKMPEHHS iIMEPCUBHOCTI Ta eMOIIITHOTO JIOCBiy yepe3 3a-
HYPEHHS JIIOJIUHU B aJIbTEPHATUBHY PeaJIbHICTh, 1[0 BUKJINKAE CUIIbHI
€MOIIIiHI peaxilii;

— 3aJIy4eHHs iIHTEPAaKTUBHOCTI Ta y4acTi IVIA/a4iB;

— iteparil i3 BipTyaJIbHOIO apXiTEKTYPOIO Ta JU3AIHOM, BiITBO-
pPeHHA icTOPHYHUX 260 QYyTypUCTUIHUX JaHAIADTIB, Jle TIAAadi Mo-
’KYTb BUIBHO PyXaTHUCA Ta JOCTIPKYyBATH IIPOCTip Ta 00 €KTH;

— BUKOPHUCTaHHSA JIOJJATKOBUX NUGPPOBUX TEXHOJIOTIH, AK-OT PO3-
Ii3HABAHHA PYXY, BIPTyaJbHUH 3BYK Ta CEHCOPHI Bibpariii, 11106 mocu-
JIUTY 3aHYyPIOBAJIBHUH ZIOCBIJL 1 3pOOUTH HOTO OLIBII PeasTiCTUIHIM.

2Richardson J.Virtual Reality Is A Big Trend In Museums, But What Are The Best
Examples Of Museums Using VR? 2024. ULR: https://www.museumnext.com/
article/how-museums-are-using-virtual-reality/

% Tam camo.

% Transforming Spaces with Virtual Reality Art Installations/ ULR: https://www.
prectxe.com/transforming-spaces-with-virtual-reality-art-installations/
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Or:xe, MUCTEITBO BipTyaJIbHOI PeaJIbHOCTI — Iie 3aci0, AKUM mpo-
[IOHY€ MUTIAIM HOBUM Habip iIHCTPYMEHTIB /i1l CTBOPEHHS 3aXOILIU-
BUX BPaXKeHb /I CBO€E1 ayiuTopii. OCKUIBKH TEXHOJIOTIA MPOJIOBIKYE
B/ZIOCKOHAJTIOBATHCSA, MU MOXKEMO OUiKyBaTH, II0 B MalOyTHHOMY IO-
6aunMmo 11e OiTbIlle HOBAaTOPCHKHX apTiHcTassAmii VR.

XyZnOo:KHUKUA BIPTYaJIbHOI PEAJbHOCTI IOCTIHHO PO3UINPIOIOTH
Me’Ki MOXKJIMBOTO B MHUCTEIITBI Ta TEXHOJIOTIAX. BOHM BUKOPHCTOBYIOTH
PI3HOMAHITHI TEXHIKU /IJII CTBOPEHHS edeKTy 3aHypeHHs B Iu(poBe
MUCTEITBO, fIKe 3aXOIUTIOE Ta Bpaxkae mIAAadiB. OfHIE0 3 KIIOYOBUX
TEXHIK, 1[0 BUKOPUCTOBYIOTbCH, € Habip IU(POBUX IHCTPYMEHTIB,
AKUAW yMIIy€e MPOTPaMHi J0/IaTKU Ta alnapaTHi MPHUCTPOI, AKi JaI0Th
3MOTy XYyZOKHMKaM CTBOPIOBAaTH Ta MaHimysoBaTH 3D-00’exTamu
Ta cepeosuiamu. [lle oHIM NOIMYIAPHUM IPUIOMOM y MHCTENTBI
BIPTyaJsIbHOI pPeasIbHOCTI € BUKOPUCTAHHSA iHTEPAKTUBHUX €JIEMEHTIB.
3aBAAKM UM eJIeMeHTaM IJIAfadi MOXKYTh CTATH aKTUBHUMU ydac-
HUKAaMH MHCTEIBKOTO TBOPY Ta BILUIMBATH HA HANPSAMOK A0cBiay. Ha-
MIPHUKJIA/T, XY/I0’KHUK MOXKe CTBOPUTH BipTyasIbHE CepPeJIOBUIIIE, JIe TTIA-
Jladi MaTUMYTh MOKJIUBICTD JIOC/TI/KYBaTU Pi3HI 00’ €KTH/TIEpCOHAXKI
Ta B3a€MO/IIATY 3 HUMH, BILUINBAIOYH HA PO3IOBi/Jib/pe3yJIbTaT TBOPY.
HoBo10 TeH/IeHIIIEI0 B MUCTEITBI BipTyaJIbHOI PEJIbHOCTI € iIHTerparisa
JIOTIOBHEHOI PeasIbHOCTI B iHCTaNALIl BipTyaynbHOI peasbHOCTI. [To€n-
HYIOUH Ii /1Bl TEXHOJIOTI1, XyZI0KHIKH MOKYTh CTBOPIOBATH IIfe O1/IbIIT
3aXOIUIMBI Ta JIMHAMIYHI BpakeHHsA. EJIeMEHTH JONOBHEHOI peasib-
HOCTI 3/1aTHI HiIBUIIUTH PEaTiCTUYHICTD BipTyaJbHUX 00 €KTIB, CTBO-
PIOIOUM BpaKEHHsA, 1[0 BOHU B3aEMOJIIOTH i3 peabHUM CBIiTOM. 3a
JIOTIOMOTOI0 ITUX METOZIB MUTI[i BipTyaJIbHOI PEaIbHOCTI CTBOPIOIOTH
KapKOJIOMHUU JIOCBii MH(GPOBOTO MUCTENTBA, KWW KUJAE BUKJIUK
TPAANIIITHUM MUCTEIBKUM 0OMEKEHHSIM 1 PO3IINPIOE MEXKi TEXHOIIO-
Tii i TBOPUOCTI.
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Poszaia 1 MucrerrrBosHaBcTBO Ta My3€€3HABCTBO

Anekc lpazep. O6u44ysa 8 Hamoeni. 2013

CyuacHi HanpsMH BUKOPUCTaHH: BipTyaibHOl peainbHocti (VR) B ekcriepumenTax 3
THCTANALISIMH

PosinpenHs IMMEPCHBHOCTI Ta eMOUIIHOTO JIOCBILY Yepes
3aHYPEHHS JIHOIMHH B QJIbTEPHATHBHY PEAJIbHICTD, 1110 BHKJIHKAE
CHIILHI eMOILiTHI peakitii

3asiyqeHHs iHTEPAKTHBHOCTI Ta Y4acTi [isijlaqis

Irepauii i3 BipTya/lbHOIO APXiTEKTYPOIO T AN3AHHOM, BiITBOPEHHS
ictoprunnx abo dyrypucTuynux Janawadis, ae rgaadi MOKYTh
BUIBHO PYXATHCS Ta JOCIILBKYBATH NPOCTip T2 00’ eKTH

Bukopuctanng 101aTkoBHX UM(POBUX TEXHONOTIH, AK OT
pO3Mi3HABAHHA PYXY, BIpTYaIbHUIl 3BYK Ta ceHcopHi Bidpauii, mod
NIOCHJINTH 3aHYPIOBAJIGHUIT J0CBiz | 3poduTH fioro dinbL
pealicTHYHHM
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