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Interactive media
as a technological feature of media art

Abstract: Over time, society increasingly feels the impact of new information
technologies on all spheres of human life, including culture and art. Familiar
and traditional forms of art are changing right before our eyes and new ones are
emerging. Each technology gradually creates a completely new human environment,
which causes certain shifts in art. Thus, interactive media as a complex of
technologies significantly influenced the development of new media art. Having
reviewed the literature base and studied the collected data, as well as the opinions of
the experts, the author assesses the current situation in the field.
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MiHU B iH)OpMAaLiAHOMY CepeIOBHIL, [0 BUHUKJIN B PE3YJIbTATI TEXHOJIO-

TIYHOTO PO3BUTKY IPU3BEJIU JI0 TOTO, 1[0 3 KOXKHUM POKOM MU Bce OisbIie
BiZluyBaEMO BIUIMB HOBUX iH(OpMAIiHIX TeXHOJIOTIH Ha Bci chepu JI0ICbKOro
JKUTTS, BKJIIOUAIOYM KyJIBTYpy i MucTenTBo. Ha Hammx o4ax 3MiHIOIOTHCS
3BUYHI, TPAJAUIINHI (POPMHU MHUCTEITBA i BUHUKAIOTh HOBi. KOJKHA TE€XHOJIOTIs
MTOCTYTIOBO CTBOPIOE aOCOTIOTHO HOBE JIIOZICBKE CEPENOBHIIE, 10 CIPUUHHSIE
TIeBHi 3pYIIIEHHS B MUCTELITBI.

BukopucTaHHS KOMITIOTEPHUX 300pakeHb, BiZIEONPOEKINN abo Bijeo-
MAIiHTY [I03BOJISIE CTBOPUTH YHIKAJIbHY Xy/O’KHBO-TEXHOJIOTIYHY MOBY.
IIpoekmiiiHu ekpaH ab0, TOJIOBHUM YHUHOM, JIOJIATKOBE Me/ia-00paMJIeHHS
MPOIIOHYE CEMIOTHYHHUH JIiajior MiXK BisyaJlbHUMH oOpasaMH Ta >KUBUMH
nismu. CuM6i03 peasbHOTO i BipTyaqbHOTO JI0TTOMarae 3pobuTy 0CBi Gitbii
BicliepasibHUM, Cy6 €KTUBHUM 1 Ti/ICBIIOMUM 3 TOUKHU 30py IJIsiflaya; Iie 0o~
Marae amnesoBaTU /10 MMOYYTTIB Ta HEPBOBOI CUCTEMH IJIsiZladya, a He /IO pallio-
HQJIBHOTO iHTEJIEKTY.

ITosiBY iHTepaKTHUBHUX MeJlia MOJKHA Ha3BaTU OJJHUM 3 BUBHAUHUX (HAKTO-
PiB, sIKi BIUIMHYJIU HA PO3BUTOK MHUCTeNTBA. [10sBa IHTEPAKTUBHOCTI B XYI0XK-
HiX TBOpax Oysia 3yMOBJIeHA PO3BUTKOM Ta HA/JXOKEHHSIM Y BUIBHUH JTOCTYI
TexXHOJIOTil BipTyanpHOi peasbHOcTi (Virtual Reality) Ta 3mimanoi peaapHO-
cti (Mixed Reality), Tako irpoBuX pyIIiiB, MPUCTPOIB 3aXOILUIEHHS PYXY,
KOHTPOJIEPIB Ta IIporpam /i poboTH y pexumi peasnpHoro vacy (Real-time).
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Section 4. Problems of modern art and art management

[IpukIa0M BUKOPUCTAHHA 3a3HAYEHUX TEXHOJIOTIH € BTIJIEHWH y 2021 PoIi
POEKT «J[oOpe MpOTOpeHi 3B’ A3KM», KU OYB BUKOHAHUHN XyZ0KHBOIO Gop-
mamieo Photinus studio, aprrpymoio SVITER Ta IBanom CBiTauuHuUM. Yce
Lie Z1a€ 3MOTY CTBOPUTH CHCTEMY PeaIbHOIO 4acy, IKa pearye Ha MOzl y 30B-
HIITHBOMY IO BiZIHOIIIEHHIO /IO CHCTEMH CEPEOBUINI ab0 BIUIMBATH HA cepe-
JIOBUIIE B MeXKax HEOOXiIHUX 4acoBUX 0OMeKeHb, TeHepyBaTh HABKOJIUIIHE
cepeIoBUIIE HAXKHBO.

TeXHOJIOTIYHUI PO3BUTOK JIO3BOJIUB NOETHAHHS IHTEDAKTUBHUX MeJlia TeX-
HOJIOTIH Ta TiJIXO/IiB, IO CTBOPIOE PEAJIbHUH 1 *KUBUM 3B’SI30K Mi’K BHKOHAB-
1eM, I7IAAa49eM i mporpaMHUM 3a6e3edeHHAM. JI03BOJIAE TIOCTABUTH IVIs/IaviB
y IIEHTP MHUCTEIHKOTO TBOPY.
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