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Mapuenko I. C. Komm’rorepra rpajdika sik XyJA0:KHbO-BHPAKAJIbHUIN
KOMIIOHEHT HOBMX Mejdia — kBamiQikaliiiHa HayKoBa Ipallsd Ha [paBaxX PyKOMuUcy.

HaykxoBe oOTpyHTYBaHHS TBOPUYOTO MHCTEUBKOTO TMPOEKTY Ha 3700yTTA
OCBITHHO-TBOPUYOTO CTYIEHS JOKTOpa MHCTElTBa 3a croeuiaibHicTio 021
«AynioBi3yallbHE MHCTEITBO Ta BHUPOOHUIITBO». KHWIiBChKUI HaIllOHATBHUN
yHiBepcuTeT Tearpy, KiHO 1 Tenebauenns imeni [. K. Kapnenka-Kaporo,
MiHicTepcTBO KynbTypH Ta iHGopMalliitHoi momiTuku Y kpainu. Kuis, 2025.

3mict aHoramii. Y HaykoBOoMy OOIpyHTYBaHHI aBTOp JOCIIIKYE
KOMITIOTepHY Tpadiky Ta aHIMaIiio SK KIYOBI XYI0KHbO-BHUPAKAJIbHI
KOMIIOHCHTH HOBHUX MeJia, aHali3ye iXHI TEXHOJIOTi4HI TpaHcdopmMallii, TBOpUl
MO>KJIMBOCTI Ta BIUIMB Ha Cy4acHE ayJ10Bi3yaIbHE MUCTEIITBO 1 OCBITHI MPOIIECH.
PosrnspgatoTbess  TUTaHHS — IHTEPAKTHBHOCTI, IMEPCHUBHOCTI Ta  crenudika
BUKOPUCTAHHS HOBITHIX TrpaiyHUX I1HCTPYMEHTIB 1 TEXHOJOTiH, 30KpemMa
BIPTYaJIbHOI Ta JIOTIOBHEHO1 PeaIbHOCTEH, Y TBOPUOCTI Ta HAaBYaHHI.

AKTYyaJIbHICTb TEeMH TIOJSTa€ Yy CTPIMKOMY pPO3BUTKY KOMII'FOTEPHHUX
MOTY>KHOCTEH Ta TpadiyHUX TEXHOJIOTIH, 10 MPU3BOAUTH JO TMOSBU HOBUX (opM
ayJ110BI3yaJbHOIO MHUCTEITBA, 3MIHIOE CIIOCOOM B3a€EMOIi 3 KOHTEHTOM Ta POJib
risgavda. AKTyaJdbHICTh TaKOK 3yMOBJIEHAa OCBITHIMU BHKJIMKAMH, MOB'S3aHUMU 3
HEOOXIJHICTIO ajanTaiii HaBYaJIbHUX MPOrpaMm J0 JUHAMIYHUX TEXHOJIOIIYHUX
3MiH, IIBUAKOTO OHOBJICHHS IHCTPYMEHTApil0 Ta MIJTOTOBKM KBaJIl(piKOBAHHX
(paxiBLIB, 3IaTHUX MPALIOBATH Y Cy4YaCHOMY M€I1aBUPOOHULTBI.

JlocnigHUK CcUCTeMaTu3ye 1cTopiorpadio Ta TEOPEeTUYHI MIAXOAU [0
BUBUYCHHS ITU(POBOTO MHUCTEITBA 1 HOBUX MeJia, aHAII3ye KIOYOBE MpOrpamMHe
3a0e3MeueHHs] Ta TEXHOJOril CTBOPEHHS INH(PPOBOTO KOHTEHTY, pO3TJsiaac
TEXHOJIOT14HI TpaHchopMmallii ayAloBI3yalbHUX MHUCTELUTB, 30KpeMa KaHpy

HAyKOBO-MOMYJIAPHOTO  KIHO,  JOCHIJKYe  (EHOMEHM  1HTEPaKTUBHOCTI,



iMmepcuBHOCTI, VR Ta AR y mMucrtenpkoMmy Ta ocBiTHROMY mnpocTopax. Ha ocHoBi
TEOPETUYHUX BUCHOBKIB PO3pPOOJICHO KOHIICTIiI0 Ta METOJMKY BIpOBa>KeHHST VR -
TEXHOJIOT1M Y MUCTEIBKY OCBITY, III0 allpOOYETHCS Y BIIACHOMY TBOPUYOMY IPOEKTI.

MeTo10 10c/TiIZKeHHS € KOMITJIEKCHE OCMUCIIEHHS] KOMIT  FOTEPHOI rpadiku K
XYJ10)KHbO-BUPAXKATBHOTO KOMIIOHEHTa HOBHUX MeJia y KOHTEKCTI €BOJIOIT
u(pPOBOT0 MHUCTEITBA, CY4aCHHX TEXHOJIOTiM 1 TpaHcdopmallii Mmi3HaBaIbHOTO
poLecy.

HaykoBa HOBH3HAa  OOIpyHTYBaHHA IIOJIITa€ Yy  KOMILJIEKCHOMY
MDKIUCIUTITIHAPHOMY aHajli31 KOMI'IOTEpHOI Ipadiku Ta aHIMaIli SK XyT0KHBO-
BUpaXAJIbHUX KOMIIOHEHTIB HOBHX MeJlia B YKpaiHChKOMY MHCTEITBO3HABCTBI;
cUCTEeMaTh3alli BIUIMBY TEXHOJIOTIYHUX TpaHcpopMalliii Ha ay/ioBi3yalibHE
MHUCTEITBO Ta OCBITHI MPAKTHKW; PO3pOOI KOHIENTyaIbHUX 3acaj] Ta METOJUKH
iHTerpanii VR-TexHonoriii y nmpoiiec miaroToBku (paxiBiiB ayAioBi3yalbHOT cepu.

Y nmepmoMy po3aii  poO3IISIHYTO TEOPETHUKO-METOJOJIONIYHI  3acaiu
JOCTIKEHHS: MPOaHai30BaHoO icTopiorpadiro muppoBOro MUCTENTBA Ta HOBHX
MeJlla; BU3HAYEHO KJIHOYOBI METOAOJIOTIYHI MiAXOAM; PO3KPUTO CYTHICTH HOBHX
Mefaia sk ¢peHomMeHy Uu(ppoBOi KyJabTypH (IHTEPAKTUBHICTb, MYJbTHUMEIIMHICTD,
riIepTeKCTyallbHICTh, peMeAiallis, TpaHCMeialis); 3AIHCHEHO OIJIA] Cy4acHOIO
OpPOrpaMHOro 3a0e3MEeYeHHs] Ta TEXHOJOrH CTBOPEHHA UU(POBOrO KOHTEHTY
(rpadiuni pemaktopu, 3D-mojenrOBaHHS, aHIMaIllisg, pyIlIi peaJbHOTO dacy,
MOHTaX, 3BYK, Al).

Y apyromy po3aijgi  JOCHIDKEHO  TEXHOJIOTiYHI  TpaHcdopmarii
aya10BI3yaJIbHOTO MUCTEITBA: IMPOCTEKEHO EBOJIIOIII TEXHOJOTIHA BiJ MHEPIIMX
€KCIIEpUMEHTIB 10 cydacHUX VR/AR; po3KkpuTO XapakTepucTUKH IHTEPAKTUBHOCTI
Ta IMEPCUBHOCTI SIK HOBOI MapaJurMyd MHUCTEIbKOi TBOPYOCTI; MPOaHai30BaHO

TpaHchOpMAIlil0 JKaHPY HAYKOBO-TIOMYJSPHOTO KIHO B  HOBOMEAIHHOMY



cepenoBuill; po3riiaHyTo peHomeH VR/AR y MucTenpkoMy mpocTopi Ta OCBITHbO-
ni3HaBaJIbHY MPOOJEMATUKY JUHAMIYHOTO PO3BUTKY TEXHOJIOTIH.

Tpetiii po3ain mnpucBsyeHo mpakTU4HIA peam3amnii VR-texHonorid y
MUCTEIBKIN OCBIT1: OOIPYHTOBAHO KOHIIENITYaJIbHI 3acaJll CTBOPEHHSI aBTOPCHKOTO
TBOPUOTO TPOEKTY BIPTYaJdbHOI OCBITHBOI CTYJIli JJIi BUBYEHHS OCHOB
BIJICOBUPOOHUIITBA; PO3POOICHO METOIMKY BIpoBa>keHHS VR B OCBiTHIN mporiec
(miaroroBuMii eTam, HABYaHHS BHUKJIAJadiB, pO3pOOKa KOHTEHTY, IHTErpallis,
OI[IHIOBAHHS, MIATPUMKA); OMKUCAHO TEXHOJOTIYHI 1HCTPYMEHTH, TiIarGopMu Ta
BUpOOHMYMH naimiaitH VR-poexTy.

Y BHCHOBKax aBTOp HAaroJjioNly€ Ha MUDKIUCHUIUIIHAPDHOMY XapakTepi
JOCITIKEHHS Ta MATBEPKYE TPaHCPOPMAIIHHNNA BILTUB MU(PPOBUX TEXHOJIOT1H Ha
MUCTENTBO ¥ ocBiTy. IlimkpecmioeThcs 3Ha4HMI mOTeHIian VR s cTBOpeHHS
e(eKTUBHUX, IMEPCHUBHUX Ta IHTEPAKTUBHUX OCBITHIX CEpPEIOBHIL, OCOOJIUBO B
MUCTEILKUX JUCHHUIUIIHAX. Y3arajJbHEHO KJIIOYOBI MepeBaru (ONTUMi3ailisi BUTpar,
HA0YHICTb, O€3I€Ka, 3aTyUCHICTh) Ta BUKJIUKH (TEXHIYHE 3a0€3MeUeHHS, M1IT0TOBKA
KaJIpiB, po3p0o0OKa KOHTEHTY, Oprasi3auisa) BopoBajxeHHs VR. Haronomyerbcs Ha
MPaKTUYHINA Ta TEOPETUUHIN 3HAUYIIOCTI pO3pOOJIEHUX KOHUEMIA Ta METOJAUYHUX
peKOMeHAaIlid i  MOJEpHI3allli MHUCTEIbKOI OCBITM Ta OKPECITIOITHCS
NEPCHEeKTUBH MOJAIBIIOT0 PO3BUTKY OCBITHIX VR-TexHOOTi (1HTepaKTUBHI
CIIeHapii, aBTOMaTHU30BaHa oIliHka, Al-epconanizaiis).

PoboTa ckiiagaerbest 31 BCTYNy, TPbOX pO3/ILTIIB, BHUCHOBKIB, CIIHUCKY
BUKOPHUCTAHUX JIPKEpEI Ta J0JIaTKIB.

Kaw4yoBi caoBa: komm'torepHa rpadika, aHiMaiis, HOBI Mejia,
ayaloBI3yaJlbHE MHCTEITBO, ITM(POBI TEXHOJOTII, BipTyalbHa pealbHICTh (VR),
JOTIOBHEHA peanbHICTh (AR), IHTEpaKTUBHICTD, IMEPCUBHICTD, OCBITHI TEXHOJIOT1],
MUCTEIbKa OCBITa, IU(PPOBE MUCTEITBO, ME1aBUPOOHUIITBO, HAYKOBO-TIOMYJISIPHE

KIHO.



ABSTRACT
Marchenko, I. S. (2025). Computer Graphics as an Artistic and Expressive

Component of New Media. Qualification for scientific work on manuscript rights.
A scientific justification of the artistic creative project submitted for the degree of
Doctor of Arts in the specialty 021 «Audiovisual Art and Production». Kyiv National
I. K. Karpenko-Kary University of Theatre, Cinema and Television, Ministry of
Culture and Information Policy of Ukraine. Kyiv, 2025.

Abstract content. In this scientific justification, the author explores computer
graphics and animation as key artistic and expressive components of new media.
The study analyzes their technological transformations, creative possibilities, and
impact on contemporary audiovisual art and educational processes. It addresses
issues of interactivity, immersiveness, and the specific use of cutting-edge graphic
tools and technologies, particularly virtual and augmented realities, in creative
practice and education.

The relevance of the topic lies in the rapid development of computing power
and graphic technologies, which leads to the emergence of new forms of audiovisual
art, changes the ways of interacting with content, and alters the role of the viewer.
The relevance is also driven by educational challenges associated with the necessity
to adapt curricula to dynamic technological changes, rapidly update tools, and train
qualified specialists capable of working in modern media production.

The researcher systematizes the historiography and theoretical approaches to
the study of digital art and new media, analyzes key software and technologies for
creating digital content, examines technological transformations of audiovisual arts,
including the genre of popular science cinema, and investigates the phenomena of
interactivity, immersiveness, VR, and AR in artistic and educational spaces. Based

on theoretical conclusions, a concept and methodology for implementing VR



technologies in art education have been developed and are being tested in the
author's own creative project.

The aim of the research is a comprehensive understanding of computer
graphics as an artistic and expressive component of new media within the context of
the evolution of digital art, modern technologies, and the transformation of the
cognitive process.

The scientific novelty of the justification lies in the comprehensive
interdisciplinary analysis of computer graphics and animation as artistic and
expressive components of new media within Ukrainian art history; the
systematization of the impact of technological transformations on audiovisual art
and educational practices; and the development of conceptual foundations and
methodologies for integrating VR technologies into the training of audiovisual
specialists.

The first chapter examines the theoretical and methodological foundations
of the research: it analyzes the historiography of digital art and new media; defines
key methodological approaches; reveals the essence of new media as a phenomenon
of digital culture (interactivity, multimedia, hypertextuality, remediation,
transmediation); and provides an overview of modern software and technologies for
creating digital content (graphic editors, 3D modeling, animation, real-time engines,
editing, sound, Al).

The second chapter investigates the technological transformations of
audiovisual art: it traces the evolution of technologies from early experiments to
modern VR/AR; reveals the characteristics of interactivity and immersiveness as a
new paradigm of artistic creation; analyzes the transformation of the popular science
film genre in the new media environment; and examines the phenomenon of VR/AR
in the artistic space and the educational and cognitive challenges of dynamic

technological development.



The third chapter is dedicated to the practical implementation of VR
technologies in art education: it substantiates the conceptual foundations for creating
the author's creative project of a virtual educational studio for studying the basics of
video production; develops a methodology for introducing VR into the educational
process (preparatory stage, teacher training, content development, integration,
evaluation, support); and describes the technological tools, platforms, and
production pipeline of the VR project.

In the conclusions, the author emphasizes the interdisciplinary nature of the
research and confirms the transformative impact of digital technologies on art and
education. The significant potential of VR for creating effective, immersive, and
interactive educational environments, especially in artistic disciplines, is
highlighted. Key advantages (cost optimization, visual clarity, safety, engagement)
and challenges (technical support, personnel training, content development,
organization) of VR implementation are summarized. The practical and theoretical
significance of the developed concepts and methodological recommendations for the
modernization of art education is emphasized, and prospects for the further
development of educational VR technologies (interactive scenarios, automated
evaluation, Al personalization) are outlined.

The work consists of an introduction, three chapters, a conclusion, a list of
references, and appendices.

Keywords: computer graphics, animation, new media, audiovisual art, digital
technologies, virtual reality (VR), augmented reality (AR), interactivity,
immersiveness, educational technologies, art education, digital art, media

production, popular science film.



