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AHoTtauis. Meta. [ocnigntn TpaHcgopMayito 06pa3oTBOpYOro MMCTELTBA Ta AM-
3aviHy nig BriJInBOM LNGPOBUX TEXHOOrN nodyaTtky XXI cTtonitrs, 30Kpema rpoaHa-
nizyBatu gocsig Mori Building Digital Art Museum: teamlLab Borderless sk npukaag
IHTerpauii TpaanUiiHuX XyAOXHIX MPUHLUMIMIB i3 CyHYacHUMU MYJIbTUMEAIMHUMU 3aCO-
6amu. 3’acyBatu posib akageMidyHOi MUCTELbKOI MigrotoBKun y ¢hopMyBaHHi HOBUX MO-
Aenen XyA0XXHbOI TBOPYOCTI.

MeTtopgosiorisi. 3acToOCOBaHO MOPIBHSAIbHUNM aHasni3 TpagnuiiHux i ungppoBux
@OpPM XyAOXKHbLOI MPaKTUKMU, CTPYKTYPHO-@YHKLIOHaIbHWI aHasiz My3erHOro rnpo-
CTOpYy Ta IMEPCUBHUX [HCTAJISILIN, @ TAKOX METOA Bi3yaslbHOro aHasli3y iIHTepaKkTUBHUX
TBOpIB Ko/1iekTuBy teamlab. BuKopucTtaHo cucremaTmlalito 1a y3ara/lbHEHHS Teope-
TUYHUX AXKepesl | eMNipuyHe CroCTEPEXEHHS 3@ (YHKLIOHYBAaHHSM LNGHPOBUX My-
3€eMHNX eKCro3unLli.

Pe3synbrarn. BcraHoB/1EHO, 1O UMGDPOBI TEXHOJIOrT chopmyBain HOBI popmu
XYAO0XKHbOI0 BUPAXXeHHSI-BiAg UMGHPOBOro XUBOMUCY Ta reHepaTuBHOro MucTelyTBa Ao
iMmepcuBHUX IHCTansayin i3 BukopmuctaHHaMm VR/AR. [loBeaeHo, 1o akademiyHa Xy-
AOXKHS LLIKOa (PUCYHOK, XXUBOIMUC, KOMIMO3uLisl) 36epirae pyHAamMeHTa/lbHE 3HaYEHHS
B ymoBax um@posizauii. Ha npuknaai Mori Building Digital Art Museum: teamlLab
Borderless npoaemoHcTpoBaHo, sik 520 komn'totepiB i 470 NMpOEKTOPIB CTBOPIOKOTH
rpocTip, A€ TBOPU BiJIbHO MNEPEMILLYOTHCSH MK 3a/1aMu, pearyoyv Ha r/s4adis.

HaykoBa HoOBM3HAa. Yrneplie B yKpPaiHCbKOMYy MWUCTELTBO3HaBCTBI 34ikcC-
HEHO KoMri/ieKCHui aHasi3 Mori Building Digital Art Museum: teamlLab Borderless
i teamLab Planets sik mogesni TpaHcgopmayii My3erHOro npocTopy i rnisaalubkoro 4oc-
Bigy. BusBrieHO mexaHi3mMu B3aemMogil TpagnUiiHUX XYAOXHIX MPpUHUMMIB i3 LUngppo-
BUMU TEXHOJIOTSIMU B KOHTEKCTI IMEPCUBHOIO MUCTELTBA.

lMpaKTn4yHa 3HaJvYyLWicTb. Pe3ynbTatn MOXyTb OYTH BUKOPUCTAHI y MigroTtoBLi
gaxiBuyiB 3 06pa30TBOPYOro MMUCTELTBA Ta AM3akiHy, rnpu po3pobui KypciB 3 umngpo-
BOro MuUCTeUTBa Ta MY3€HHOI MpakTuku. BUCHOBKU CyrytoTb METOAO/IONIYHOK OC-
HOBOI //18 MPOEKTYBAHHS IMEPCUBHUX €KCrOo3uLivi B YKpaiHi Ta A5 iHTerpauii yng-
POBUX [HCTPYMEHTIB y MporpamMu BULLOI MUCTELbKOI OCBITH.

Knro4yosi cioBa: 06pa3zoTBopye MUCTELTBO, UNPPOBE MUCTELTBO, rpadiyHui Au-
3aviH, UngpoBi TEXHOJIOrII, Bi3yasibHa KyJ/ibTypa, My/1IbTUMEAINHE MUCTELTBO, teamLab,
iMepcruBHe MUCTELTBO, IHTEPAKTUBHA [HCTasisiLis, My3€MHWI pocTip, UndpoBui Xu-
BOINC, BIpTyasibHa peasibHiCTb, AOMNOBHEHA PEAJIbHICTb, CKYJIbMTYpPa.
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BCTYN

MouaTtok XXI cTOMITTA O3HaMeHyBaBCH
CTPIMKOIO  uUMdpoBi3aLielo, gKa TOpKHynacs
M MmucteutBa. e y 1990-x komn'toTepHa rpa-
¢ika 6yna iHCTpyMEHTOM MNEpeEBaXHO MpoOMUC-
N0BOro Am3aliHy Ta KiHemaTtorpada, ane BXxe
y 2000-x umdposi 3acobu ctanu Hesia'€MHOKO
YaCTMHOK  MOBCAKAEHHO! XYAOXHbLOI  npak-
TUKuM [2]. NMowmpeHHs nporpam ans o6pobku 30-
6paxxeHb (Adobe Photoshop, CorelDRAW, 3rogom
Procreate, Affinity Designer), a Takox nosiea Ao-
CTYNHUX rpa@ivyHUX MAaHLWETIB CYTTEBO 3MiHUNU
cnocobu CTBOPEHHS Bi3yaslbHOro KOHTEHTY [6].
Mexa MK «TpaguuinHum» i «undpoBUM» MUC-
TEUTBOM CTa€ Aenasli YMOBHILLO.

[Ba gecatunitra ToMy Knacu4Hi kateropii -
XMBOMUC, CKYNbNTypa, rpadika — icHyBanu 3ae-
6inbworo B aHanorosoMy BuMipi. ONiMHUA Xun-
BOMUC Ha MONOTHI, 6poH30Be NNUTTSA, 0opT — Ui
TEXHIKM Maln YiTKO OKpEeCsieHi TeXHOJOriYHi
pamku. I3 HacTaHHAaM undpoBoi 406M Ui Mexi no-
CTYNOBO PO3MWUBAIOTLCHA: XUBOMUC MepexoauTb
Ha eKpaHu njaHwWeTiB, CKyNbNTypa 3HaxoAuTb
HoBe BTiNeHHs y 3D-mogentoBaHHi Ta 3D-apyky,
rpadika iCHyE K BeKTOpHa intocTpauis i ak NFT-
TOoKeH y 6nokuyeliHi [6].

IHTEepakTMBHI iHCTanAuii NOEAHYIOTL MpO-
CTOpPOBUN AM3alH, BiAeONpoOEKLUii, 3BYK i Mpo-
rpamHe 3abesnedeHHs. TexHONOrii BipTyasnbHOI
peanbHOCTI [03BONATb rAs4ayYeBi  <«yBinTU»
B XYZJOXHil1 NpOCTip, WO TpaHCcPOpMYe Tpaau-
LuiiHe cnpuUWHATTS TBOPY MucTeutsa [16; 18].
[JlonoBHeHa peanbHiCTb, CBOEK Yeprow, Ha-
knagae uudposi ob’ektn Ha disnuyHe cepepno-
BULLE, PO3LIMPIOIOYN MEeXi XYAOXHbOI B3aE-
moaii. M. YikapbkoBa 3as3Hauyae, Wo uundpose
MUCTEUTBO BMUMULIIO 3@ MeXi <«MasitoBaHHSA Ha
KOMMN'loTepi» Ta NepeTBOpMIOCSA Ha CKIaAHY Cu-
CTeMY TBOPUMX NPAKTUK i3 BIACHOI MOBOO 1 di-
nocodieto [9].

Y UbOMY KOHTEKCTi 0CO6/IMBOro 3Ha4YeHHs
HabyBae aHania MpoeKTiB, K AEMOHCTPYIOTb
MaKCUManbHy IiHTerpauito mucreutsa " Tex-
Honorin. OAHMM i3 HaWsACcKpaBilWMX NpuKNaais
€ Mori Building Digital Art Museum: teamLab
Borderless - nepwwuii y CBIiTi MOBHICTIO UWUD-
pPOBUN XYAOXHIA My3el, BiAKpUTUIA 21 yepBHS
2018 poky B Tokio [19; 20]. Yxe B nepwmi
pik YHKUIOHYBaHHA My3el 3anyyus noHaj 2,3
MinbnoHa BiABiAyBauiB 3i 160 kpaiH i noTpanus
0o Knurm pekopais lNHHeca sik Hanbinbl BiABi-
AyBaHWI My3el 0gHOro konektmey [19].

AKTyasnbHICTb  AOCNIAXEHHA 3yMOBJIEHA
MM, WO undposizalis MucTeuTsa CTaBUTb
nepes MMCTEUTBO3HABCTBOM HOBi METOAO0JOMIYHI
BUKINKW [9], iHTerpauis TEXHONOrIN y My3eiHUi
NpoCTip TpaHCPOpPMYE npupoay rnsAauLbKoro
pocsiay [14], a MucTeubka OCBiTa B yMOBax

YeTBepToi iHAYyCTpianbHOI peBontouii noTpebye
nowyky 6anaHcy Mix akageMidyHUMK TpaauLlismum
Ta UNdpoBUMK iIHCTpyMeHTamu [3].

AHANI3 NONEPEAHIX AOCNIIAXEHDb

MpobnemaTtuka umdposoi  TpaHcdop-
Mauii MmcTteuTBa NpuBepTaE yBary AOCNiIAHUKIB
3 pi3HMX KpaiH. P. ApHXanM y Kfnacu4Hii npaui
«MucteuTBo i BidyanbHe cnpunHAaTTa» (1954)
06rpyHTYBaB MNpPUHUMAW  rewTanbTnCUXonorii
CTOCOBHO CMAPUNHATTA XyAO0XHbOi dopmm [11].
Monpu Te, WO ua nNpaus HanucaHa 3aJ0Bro A0
LUMdpoBOI peBoNtoLii, MONOXEHHA NPO 3aKOHO-
MipHOCTi 30pOBOro CMpPUMHATTS, piBHOBaruM Ta
AOVHaMikn @opM 3anuwarTbcs 6azoBuMM Ans
aHanizy 6yab-gKoro Bi3yasnbHOro TBOpY.

WN. Itten y «Mwucteurtsi konbopy» [5]
cchopMysitoBaB TeOpitd KObOPOBUX KOHTPacTiB
i rapMOHi — NiarpyHTH, Ha SKOMy 6yayeTbCs po-
60Ta 3 KOMbOpOM i B UMbPOBOMY CepenoBULLi.
Ui npyHunnu 36epiratoTb 3HaYEHHS | B CyYacHUX
MYNbTUMEAINHNX Ta IHTEPaKTUBHUX XYAOXHIiX
npakTnkax.

Cepeg BITYUN3HAHUX [OCNiAXeHb
B. Aped’es po3rnagae umdpoBe MUCTEUTBO SK
SBULLE «HA CTUKY TEXHOSOrih i KpeaTUBHOCTI»
[2]. M. KanycTiH aHanizye BMAMB HOBUX TeX-
HOMOrN Ha KNacuyHi hopMU XyAOXHbOrO BU-
paxeHHsa [6]. M. YikapbkoBa 3A4iiCHIOE cripoby
BU3HAUUTK TepMiHonoriyHi mMexi digital art [9].
K. XiBpeHKO [OCMiAXYE KOHUenTyalbHe MuUcte-
LUTBO SIK (PpeHOMeH cy4dacHoro o6pa3oTBOpYOro
npoctopy [8], WO € Bax/IMBUM ANA PO3YMiHHS
IHTEPaKTUBHUX I[HCTanauin gk @opMn KoHuen-
TyaslbHOro MUCTeuTBa, peanizoBaHoi 3acobamm
LUMPPOBUX TEXHOOTIN.

H. XXypaenboBa Ta JI. CoTHMK 06rpyHTO-
BYIOTb 3HAUeHHS pUCYHKa 1 XumBonucy sk ba-
30BUX AMCUMMNAIH Yy nigroTtoBui daxiBuUiB i3 rpa-
divyHoro amsariny [4]. Bb. Kpynunk po3BuBaE Uk
Te3y, AOCMIAXYUM XXUBOMUC SIK OCHOBOMOOXHY
AVCUMNAIHY Yy npodecinHin  nigrotosui Mam-
6yTHIX XyAoXxHUKIB [7], a I'. BykkKiBCcbKka 3 Kone-
ramMm aHanisyTb CyyacHi TeHAeHUii koMn'toTep-
HOro AM3akHy B MUCTeLlbKin ocBiTi [13].

M. XapiToHiay aHanisye iHTEpaKTMBHE
MUCTEUTBO siK ped/ieKCUBHUI AO0CBIA, XapakTe-
pusytoum teamlLab gk «yneTpaTtexHonoris» [15].
[x. Anaxipa Ta cniBaBTOpU AOC/IAXYOTb pOSb
06pa3oTBOPUOro MUCTEUTBa Y MPOCYBaHHI CTa-
JI0ro po3BUTKY B KOHTEKCTi iHAYCTpiasibHOro Ta
rpadgiyHoro ansanHy [10]. J1. Bino3y6 3i cnisas-
TopaMmu po3rnagatoTb umMdpoBe MUCTELTBO KPi3b
Nnpu3My iHHOBaUiN, eTUKKN Ta iaeHTUuYHocTi [12].
E. BypkyT i3 KoneramMum CUCTEMATU3YIOTb KOH-
uenuii mMyseis undposoi fobu Ta 0CO6AMBOCTI
IXHBOro npocroposoro AmsanHy [14]. O. pay
[OCNIAXYE BipTyanbHe MWUCTEUTBO $IK HOBY
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¢dopMy iMEPCUBHOIO XYAOXHbLOro Aoceigy [16].
C. 'epeHKO aHasni3ye BNANUB YeTBepTOl iHAYCTPi-
anbHOi peBonouii Ha TpaHcdopMauio Bizyanb-
HOro MUCTeuTBa Ta Au3aWH-iHaycTpii [3]. OX.
CTeHTOH 06rpyHTOBYE MOXIMBOCTI BipTyasibHOI
peasibHOCTI SK HOBOr0 IHCTPYMEHTY B >XWBO-
nuci [18]. . AkiMOB po3pob6ssie METOAO0NOriYHI
3acaZn HayKOBOro AOCAIAXEHHS MapKeTUHry 06-
pa3oTBopyoro Mucteursa [1].

MonepeaHi OOCNIAXEHHSA dopmytoTb
3Ha4YHy TeopeTuyHy 6a3y ANnS OCMUCNEHHS uud-
poBOi TpaHcdopmauii Mucteursa. BoaHouac
KOMM/eKCHe MUCTeUTBO3HaBye [OCNIAXKEHHS,
ake 6 noegHyBano TeOpeTUuHi 3acagu ungpo-
BOr0 MUCTEUTBA 3 AeTallbHUM BUBYEHHSM My-
3erHoro npoekTy teamlLab, 3annwaetsca Heno-
CTaTHbO PO3POHIEHUM.

META

Meta pocnigXeHHs - npoaHanilysaTu
TpaHcdopmMauito 06pas3oTBoOpyOro MucTeuTBa Ta
Au3ariHy B yMoBax uMdpoBOi enoxu Ha Npuknaai
Mori Building Digital Art Museum: teamlLab
Borderless, a TakOX BW3HA4YUTWU poONb akaje-
MiYHOT XyAO0XHbOI NiAFOTOBKU Y KOHTEKCTI Ungd-
poBi3auii MMcTeuyTBa.

3aBAaHHA AOCNIOKEHHSA NONAratoTb Y TOMY,
wob npoaHanizyBaTV TEOpPETUYHI 3acagu TpaH-
cdhopmauii obpasoTBopyoro mMmucrteursa B Uud-
pOBY €rnoxy; BM3Ha4YUTU poSib UUMDPOBUX TEXHO-
Norin y OopMyBaHHI HOBUX XYAOXHIX MPaKTUK;
pocnigutm poceia Mori Building Digital Art
Museum: teamlLab Borderless sk npuknag iH-
Terpauii MMCTeuTBa i TeXHONOrin; obrpyHTyBaTn
3Ha4YeHHs axKageMiyHOi XyAOXHbOI MiAroTOBKMU
B KOHTeKCTi umdposizauii.

PE3YNIbTATU TA IX OGrOBOPEHHSA

Lindposa TpaHchopMauis o6pa3zoTBoOpyOro
MUCTeuTBa po3ropTasiacst NOCTynoBoO, ane HeBia-
BOPOTHO. SKLWO Ha pyb6exi Tucsa4vonite apceHan
umMdpoBoro XyaoxHuka obmexysasca Adobe
Photoshop Ta Illustrator, To BXe Ao cepeanHwu
2010-x uen IHCTpyMeHTapi po3WwmnpuBCs A0 Ae-
CATKIB cneuianizoBaHnx rnporpam: Procreate ans
umdpposoro xusonucy, Blender i ZBrush ans
TpuBUMIpHOro MozentoBaHHs, After Effects ans
MOYLWH-AM3arHy, Unity Ta Unreal Engine - ans
iHTEpaKTUBHUX cepenoBu [2; 6; 9].

LUlo npuHUMNOBO BiApi3HAE uudpose ce-
penosulle BiA TpaauuiiHoro? MNepeaycim — noro
HeMmaTepianbHa npupoaa. LUndposun TBip icHYeE
SIK NpOrpaMHO OpraHizoBaHa Bi3yasibHa cucTema,
i came ue NopoaXY€E MOro KJK4OBi xapakTtepu-
CTuUku: baraTopiBHeBy nobyaoBy 306paxeHHs,
MOXJ/IMBICTb HECKIHYEeHHOro pejaryBaHH4, orne-
paTuBHOI TpaHcdopmauii  ¢gopMmu, KONbOPY
M KOMMNO3WLUIi, @ TakoX BIATBOPEHHS B PI3HUX

cepenoBuax 6e3 npsamoil 3anexHocTi Big Ma-
TepianbHOro Hocia [6; 9]. Undposa poba no-
poaunna 1 dopmmn mucteutsa 6e3 6esnocepeHix
aHanorosuMx MNpoOTOTUNIB: F/iY-apT MNepeTBOpIOE
TexXHiYHi 3601 Ha eCcTeTUYHMN NpUINOM, reHepa-
TUBHE MUCTEUTBO BWKOPUCTOBYE anroputmu,
a Al-apT noctaBuB Nig CyMHIB caMe MOHATTS aB-
TopcTtBa [9].

Monpn peBONOUIMHICTL UMDPOBUX 3a-
cobiB, akageMiyHa Xy[OXHS NiAroToBka Ha-
6yBa€ HOBOro 3HayeHHs. AKageMiuyHUM pUCYHOK
dopMye PpO3yMiHHS MNpoOMNopLiin, nepcnekTusK,
06’eMy - HaBW4UKU, PyHOAAMEHTANbHI HE3aNnexHo
BiA Meniymy [4]. XXmnBonuc po3BMBAE KONOPUC-
TUYHE MUCNEHHS — pobOTY 3 TOHaNbHUM KOHTpa-
CTOM, B3Aa€EMOZIE TENINX i XONOAHUX BiATIHKIB,
WO CTaHOBUTb OCHOBY Bi3yasibHOI rapMoHii 3a
ITteHom [5]. Komno3uuia BunTb putMy, 6anaHcy,
Bi3yanbHii iepapxii — kaTeropiaMm, OAHaKOBO
BaX/IMBUM §IK ANt CTAaHKOBOro MUCTeuTBa, Tak
i ANs cyyacHOro AmsariHy, 30KpeMa undpoBoro
[4; 7].

OkpeMo cnig ckasatv nNpo CKYNbNTypy.
Came ckynbntypa Big 4acis CrapofaBHbLOMo
€rvnty @OpMYyeE Yy MUTUA PO3YMIHHSA Mpo-
ctopy, o6’eMy, mnactmku TpuUBUMIpHOT dopMu.
TucavoniTTa CKy/NbNTYPHOro AOCBiAYy — Bi4 €rv-
NETCbKMX KOJIOCIB 4epe3 rpeubkKy Khacuky
M peHecaHCHy 6pOH3y A0 MOAEepHICTCbKux ab-
CTpakuin - HaBYMAW JNIIOACTBO  CrpuAMaTH
M cTBoptoBaTu 06’eMu, BigUvyBaTU, AK MAACTUYHI
Macu B3AEMOAIiOTb MiX co600 i BNIMBAKOTb Ha
rnspada. Lleln goceig He 3HMKaeE 3 NpuxoaoMm
LUMPPOBUX TEXHONONN — BiH TPaHCHOPMYETbLCS.
Pa3omM i3 »xuBonucoM i rpadikoto, CKynbnTypHE
MUCNIEHHS BXOAWTb Y HOBY PpeasibHiCTb: BipTy-
anbHi 06’ekTN, NPOCTOPOBI MNPOEKUii, LUDPOBI
iHCTanauii Ta iMepcuBHIi cepefoBuLLA HEMOX-
nuBi 6e3 rMnMbMHHOro po3yMiHHS TOro, ik opma
icHye y npocTopi [4; 7; 16].

€ acrnekT, Npo KM HeYyacTo roBopSATb, —
eMouinHa cknagosa. MuUCTeUTBO CMpUAMAETbCS
yepe3 KOHTPacTu: Tenn0i X004, CBiToiTeMpsBa,
AVHaMika i cTaTuka. Jinwe niaroToBAEHUn Xy-
OOXHWUK 34aTHUA KepyBaTW eMOLINHMUM BMJIMBOM
Ha rnapava; 6e3 po3yMiHHS TOro, siK niHia, Koip,
TOH, PUTM i paKkTypa BMNANBAKTb HA CNPUNHATTS,
MUTELb PU3MKYE MNEPETBOPUTUCH Ha TEXHiu-
HOro onepatopa uudposux 3acobis [4; 5; 7].
Came TOMY B yMoBax uudposizalii He 3MeHLWy-
€TbCHA, A MOCUJIIOETbCA 3HAYEHHS akKaAeMiyHol
6a3n: unMdpoBi IHCTPYMEHTN 3HIMAKOTb YaCTUHY
TexHiyHMX 6ap’epiB, ane He 3aMiHIOTb XyA0X-
Hboro 6ayeHHs [6; 16].

FpadiyHMA AM3aH BUCTYMNAE MOCTOM MiX
TpaguuinHuM i umdposum Mucteursom: UX/UI,
MOYLLH-AM3alH, Bidyanisauis AaHUX, iIHTepaKTUBHI
iHTepdericu Ta AR-pilleHHS NoCIyroByHTbCA
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TUMU cCaMUMU PYyHAAMEHTASIbHUMU KaTeropiamm —
KOMMO3MULiED, PUTMOM, KOHTPACTOM, KOSbOPOM
i MPOCTOPOBOK OpraHiszauie BizyanbHOro nons
[4; 5; 7]. Y npakTuui teamlLab us iHTerpauia su-
SABNSETbCA 0CO6/MBO HAOYHO: CBITNO HabyBae€
BNACTMBOCTEN nnacTuyHoi  ¢dopmu, umdpose
306paxeHHs pO3ropTaETbCs SK MPOCTOpOBE ce-
penosulle, a rnagady cra€e 6esnocepesHiM ydac-
HuMKoM TBOpy [15; 19; 20].

HannoBHiwe Ut TpaHcdopMaLilo BTIHOE
Mori Building Digital Art Museum: teamlLab
Borderless — My3einHWiA NPOEKT, y IKOMY MUCTe-
LTBO MOCTa€E sk 6e3nepepBHUIi, pyxoMuin i B3a-
€EMONOB’A3aHUI NpocTip. Y cyyacHomy dopmari
teamLab Borderless dyHKkuUioHy€e B Azabudai Hills
y Tokio [19]. Moro cTBopuB KonekTus teamLab,
3acHoBaHui y 2001 poui, — MixaucumniiHapHa
KOMaHAa MUTUIB, NporpamicTis, iHXeHepiB, CG-
aHiMaTopiB, MaTeMaTuKiB Ta apxiTekTopiB [15;
19]. M. XapiToHigy BAYy4YHO Ha3Bana ix «ynbTpa-
TexHonorammu» [15] - daxiBusiMm, Ki CTMparOTb
MeXi MiXXK MUCTELTBOM i TEXHOJOTIELD.

KoHuenuia «Borderless» € cTpyKTypHuUM
MPUHLUMMNOM LbOr0 My3eMHOro MpocTopy: TBOpWM
He 3akpinjieHi 3a OKpeMuMu 3anamu, BOHMU
Bi/IbHO nepexoasaTb MiX cepefoBuLaMu, B3aE-
MOZIt0Tb MiX co60t0, BMAMBAOTb OAUH Ha OAHOIO
i BKAOYalTb Y LK B3aeMmogito rnspgada [19].
Came ToMy teamLab Borderless BM3Ha4a€ETbCH K
«My3en 6e3 mManu», Ae MaplpyT He 3a[4a€ETbCH
Harnepes, a BiAKPUBAETLCA B NMpoueci TileCHOro
3aHYpEeHHS, pyXxy, CnornsgaHHa Ta chniBnpucyT-
HOCTI 3 iHWMMKM BigBigyBavamm [19].

Cepep iHCTansAUIN, WO penpe3eHTyTb LI
noriky, ocobameo nokasosmmu € Infinite Crystal
World, pe CcBiTNOBi TOYKM YTBOPHOWOTbL i/1103it0
6esmexHoro TpuBuMipHOro npocrtopy, EN TEA
HOUSE, y AKOMY KBIiTW pO3KBITalOTb Yy YallLi vato,
a TaKOX iHTepaKTUBHI cepenoBua Future Park,
nobypoBaHi Ha npuHuMni cniBTBOpeHHs [19].
Y umx poboTtax BaxMBUM € He NULle Bi3yasbHUN
edeKkT, a 1 caM MexaHi3M XyAO0XHbOro A0CBiAY:
TBip He € pa3 i Ha3aBXAu 3aBepLUeHUM 06'eKToM,
BiH 3MIHIOETbCS 3asexHo Bif4 MPUCYTHOCTI fto-
OVHN, ii pyXy, B3aemogii Ta 4acy nepebyBaHHS
B npoctopi [15; 19].

MapanenbHo dyHKUiIOHYE teamLab Planets
y Tolocy - My3el, Ae BiaBiayBad 6ykBanbHO
BXOAUTb Y XYAOXHiIW NpoOCTip TiflIoOM, MNpOXO-
asyn 60COHIXK Kpi3b BOAHI M CBITNOBI cepeno-
Buwa [20]. TyT TinecHe 3aHypeHHS CTa€E He Me-
Taopoto, a peasibHOK YMOBOK €CTETUYHOro
pocsiay. MNpocTip, BoAa, CBIT/10, NPOEKLUIA N pyx
rnsigadva 31MBalOTbCs B €AUHUI MpOLLEC Crpuii-
HATTS, 3aBASIKM YOMY TBip iCHYE sIK NoAis B3ae€-
MOZii, a He K cTaTu4HUI ekcrioHaT [20].

Came teamLab Planets HaoO4HO AEMOHCTPYE
CYCMiNIbHUI 3anuT Ha Takui hopMaTt MUCTELTBa.

3a paHumu Guinness World Records, mMy3ser npu-
nHaB 2 504 264 Biasiaysadi y nepiog 3 1 KBiTHSA
2023 poky po 31 6epe3sHs 2024 poky, BCTa-
HOBMBLUN pekopa K Hanbinbw BiABiAyBaHUN
My3el, MPUCBAYEHUN OLHOMY XYAOXHbOMY KO-
nektuey [20]. Takumii NOKA3HWK CBiAYUTbL He
Avie nNpo NonynspHICTb KOHKPETHOro MpOEKTY,
a 1 npo rAnbwy KynbTypHY TEHAEHLUil0: Ccy-
YyacHWI rnagad gegani vyacTile WyKaEe He NpoCcTo
cnornggaHHsg MucteutTsa, a AOCBi4 CrniBydYacTi,
3aHypeHHs 1 B3aemogaii [15; 20].

Feorpadia aisnbHoCTi teamlLab i 3aranom
NOLMPEHHS IMEPCUBHUX UUPPOBUX MNpPaAKTUK
CBiAgYaTb Mpo Te, WO MAETbCHA BXE He npo J/0-
KanbHUIN SNOHCbKUI (PeHOMEH, a MpO CBITOBUN
TPEeHA Y PO3BUTKY My3enHOi KynbTypu Ta Bi3y-
anbHOro mMucrteursa. Mogenb, y §Kil TBip € ce-
pefoBuvleM, rasgad — CriBy4acHMKOM, a Tex-
Honoriss — 3acoboM opraHisauii HOBOro AocCBigy,
BUSABJIAETLCS OAHIEID 3 BM3HA4YalbHUX ANS MUC-
TeuTtBa umdposoi gobu [14; 15; 19; 20].

dinocodia teamlLab nonsrae y 3HATTI
OUCTaHLUilT MK JIIOAWMHOK | MUCTEUTBOM: Tino
He MpOCTO CNpUMMAE TBip, a BXOAUTb A0 WOro
cTpykTypu [15; 20]. Mpun uboMy KONbOPOBa rap-
MOHisl, KOMMO3ULilHa piBHOBara, pUuTMidyHa opra-
Hi3auia, B3aemMoaia cBiT/Na i MPOCTOPY NpauoTb
TYT TaK caMo, K y KJJaCUYHOMY XXMBOMUCI YN MO-
HyMeHTanbHoMy Mucteutsi [5; 15]. TexHonoris
B LUbOMY KOHTEKCTi € He camouinfio, a iHCTpy-
MEHTOM BUSAB/IEHHS HOBUX (OPM XYAOXHbOIO
MUCNEHHS.

[ocsig teamLab nokasye, sk MoXxe po3Bu-
BaTnca mucteutso y XXI crtoniTTi: yepes3 nocu-
JNIeHHS IHTEPaKTUBHOCTI, MPOCTOPOBOCTI, MY/1bTU-
MeAiNHOCTI Ta 3aHypeHHs rnagava B TBip [3; 14;
15]. Ane koxHa 3 uux opm notpebye He nuiie
TEXHONOrYHOI rPaMOTHOCTI, @ M MiLLHOro XyZ40X-
Hboro dyHAamMeHTy. MucTeubka OCBiTa Mae€ iH-
TerpyBatn uudposi iHCTpyMeHTU, 36epiratoumn
akagemiyHy wkony [4; 13]. He «abo - ab6o»,
a «i — i»: pucyHok i Procreate, »xusonuc i und-
pOBMI NNAHLLET, CKynbnTypa i 3D-MoaentoBaHHS,
komnosuuia i UX-gmsaiH. dopmyna «akage-
MiYHUN dyHAaAMeHT + UuMdpPOBUI IHCTPYMEH-
Tapiin» onuCcy€e onTUManbHy MoAeNb MiArOTOBKMU
cyyacHoro daxisus [4; 7; 13].

BUCHOBKMU

LUndpoBi TexHonorii cTBOpUAn MNpPUHUM-
NoBO HOBi hOpMM MUCTeUTBa — UUDPOBUIA XKMU-
BOMWUC, TpWUBMMIpHE MogentoBaHHsa, VR/AR-
cepenoBuLLa, MiY-apT, reHepaTUBHE MUCTELTBO,
Al-apT. Lle HOBi XyZoOXHi Mefiymu 3 BIAaCHOO
eCTeETUKOK, MOBOK Ta ¢dinocodieto, WO pos-
LWMPIOKOTE MeXi Toro, 4ymMm Moxe 6yTn Mmucte-
uTeo. BogHouac akageMiyHa Xy[AOXHSA LWKoNa
(PUCYHOK, XMBOMUC, CKYNbMTypa, KOMMO3WULis)
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36epirae dyHaameHTanbHe 3HayYeHHs. EMouinHa
CK/1lafoBa MUCTELTBA — Ka CMPUNMAETbCSA Yepes
KOHTpacTtu (Tenno - xono4, CBiTIO — TeMpsBa,
cTaTuka - AMHaMmika) - Moxe 6yTu peaniso-
BaHa /ue XYAOXHWKOM i3 HanexHow niaro-
TOBKOW. LiIMdpoBi iHCTpyMEHTM 3HiMalTb Tex-
HiYHi 6ap’epu, ane He 3aMiHIOTb XYAOXHbOro
6aueHHs.

[On3ainH BUCTYNa€ iHTerpauiiHMM nonem,
A€ eCTeTUYHI MpUHLUMNKM 3yCcTpidatoTbcs 3 umdpo-
BUMKW TexHonoriamu. UX/UI-gn3anH, MOyLH-aM-
3alH, Bi3yanizauia AaHMX CNMparoTbCs Ha YH-
AaMeHTanbHi XyaoxHi kateropii. Mori Building
Digital Art Museum: teamLab Borderless gemoH-
CTPYE CMHTE3 MUCTEUTBA M TEXHOJOrIi K HOBUMN
TN rNs4aubkoro goceigy. Ycnix myseto (noHapg
2,5 MinbnoHa BiaBigyBaudiB, pekopan [iHHeca,
rnobanbHa Mepexa) nNigTBEpAXYE 3anuT cycninb-
CcTBa Ha uen dopmaTt. Lle noyaTtok HOBOI epn —
Te, Wwo 6yno ¢aHTacTUKOW, CTaE peasibHICTHO.
ManbyTHE MUCTeLTBa — rosI0rpamMu, iIHTEPaAKTUBHI
cepefoBuLLA, MUCTELTBO METaBCECBITY — BU3HaA-
YAETbCS He BMOOPOM MiX TEXHOJOrIEW i Tpaan-
Li€to, a IXHIM cMHTe30M. QopMya «akaaeMiuHuin
dyHOAaMeHT + UuudpoBUIA  IHCTPYMEHTapin»
OMNUCYE ONTMManbHy MoAenb NiAroTOBKM da-
XiBLS 3 06pa3oTBOPYOro MMCTELTBA Ta AM3aAlHY.
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Brylov S., Kochubei M., Sotnyk L. Transformation of Fine Art and Design
in the Digital Age (On the Example of Mori Building Digital Art Museum:

teamLab Borderless)

Purpose. To investigate the transformation of fine art and design under the in-
fluence of digital technologies of the early 21st century, with particular focus on the
experience of Mori Building Digital Art Museum: teamLab Borderless as an example
of integration of traditional artistic principles with contemporary multimedia tools. To
determine the role of academic art training in shaping new models of artistic crea-

tivity.

Methodology. The study employs comparative analysis of traditional and dig-
ital forms of artistic practice, structural-functional analysis of museum space and im-
mersive installations, and the method of visual analysis of interactive works by the
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teamLab collective. The research utilizes systematization and generalization of theo-
retical sources and empirical observation of digital museum exhibitions.

Results. It has been established that digital technologies have created new
forms of artistic expression — from digital painting and generative art to immersive
installations using VR/AR. It has been proven that academic art school (drawing,
painting, composition) retains fundamental importance in the context of digitaliza-
tion. Using the example of Mori Building Digital Art Museum: teamLab Borderless, it
has been demonstrated how 520 computers and 470 projectors create a space where
artworks freely move between halls, responding to viewers in real time.

Scientific novelty. For the first time in Ukrainian art studies, a comprehen-
sive analysis of Mori Building Digital Art Museum: teamLab Borderless and teamlLab
Planets has been conducted as a model of transformation of museum space and
viewer experience. The mechanisms of interaction between traditional artistic prin-
ciples and digital technologies in the context of immersive art have been identified.

Practical relevance. The results can be used in training specialists in fine art
and design, in developing courses in digital art and museum practice. The conclu-
sions serve as a methodological basis for designing immersive exhibitions in Ukraine
and for integrating digital tools into higher art education programs.

Keywords: fine art, digital art, graphic design, digital technologies, visual cul-
ture, multimedia art, teamLab, immersive art, interactive installation, museum space,
digital painting, virtual reality, augmented reality, sculpture.
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