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THE PRACTICE OF USING INTERACTIVE
MULTIMEDIA INSTALLATIONS IN MUSEUM ACTIVITY

The purpose of the study is to analyze modern interactive multimedia installations that function in the museum
environment in the process of working on artistic interactive and educational media projects. The research is devoted to
the theoretical and methodological principles of use of interactive multimedia installations in the activities of museum
institutions. Methodology. The selection of the actual material was based on the general scientific methods of
visualization, analysis and synthesis, comparison and generalization; methods of system analysis, comprehensiveness,
objectivity and retrospective were used precisely, when studying innovative systems that function within museum
institutions. In the process of presenting the main provisions of the article system-structural and statistical-analytical,
comparative and descriptive methods were used. Scientific novelty. For a thorough research of the modern activity of
the museum industry through the prism of introduction of interactive installations, the authors have studied the
conceptual approaches to hardware and software design of interactive multimedia projects in museums. They have
developed their own interactive and educational multimedia project "The Pantheon of Prominent Ukrainians".
Conclusions. The factors of using innovative multimedia installations were determined. The importance of information
technologies for the development of modern museum expositions was emphasized.
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Macnak Bonodumup leaHoguy4, Aokmop icmopuyHUx Hayk, doueHm, 3asidysay kaghedpu ykpaiHo3Haecmea
KpemeHnuyybkoz2o HaujoHanbHo20 yHieepcumemy im. Muxatna Ocmpoepadcbkozo;, BacuneHko [ap’a lMaenieHa, acu-
cmeHm Kkagpedpu yKkpaiHo3Haecmea KpemeHuyubKko20 HauyioHanbHo20 yHisepcumemy im. Muxatina Ocmpozpadcbkoeo

MpakTMKa BUKOPUCTaHHSA iHTEPAKTMBHMX MynbTUMeAia iHcTansAuin y cdepi My3enHoi cnpaBu

MeTolo AocniAXeHHA € aHani3 Cy4acHUX iHTEPaKTUBHNX MyNbTUMEAINHUX iHCTanAUin, Wwo YHKLiIOHYIOTb Yy MY-
3eMHOMY cepefoBuLi y npoueci poboTy Hag XyOOXKHIMM IHTEPAKTMBHO-OCBITHIMM Media-npoekTamu. JocnigaXeHHsa npuc-
BAYEHO TEOPETUKO-METOAONOrMYHMM 3acaaM BUKOPUCTAHHS IHTEPAKTUBHMX MYMbTUMEAINHMX iHCTansAUin B QisnbHOCTI
My3eliHnx yctaHoB. MeTogonoria gocnigxeHHs. [o6ip dakTnyHOro matepiany r'pyHTyBaBCsl Ha OCHOBI 3ararnbHoOHay-
KOBWMX METOAIB Bidyanisauii, aHanisy i CMHTe3y, NOPIBHAHHSA Ta y3aranbHEHHS; MeTO[ CMCTEMHOro aHanisdy, BcebivHocTi,
06’EKTUBHOCTI Ta peTpoCnekTBY, 6yno BUKOPUCTAHO caMe Mif Yac BUBYEHHST iIHHOBALLIIHUX CUCTEM, WO PYHKLIOHYIOTb B
cepefoBuLLi My3eliHMX YCTaHoB. Y Mpoueci BUKIagy OCHOBHMX MOMIOXEHb CTaTTi BMKOPUCTOBYBAnMUCS CUCTEMHO-
CTPYKTYPHUWI, CTaTUCTUYHO-aHaNiTU4HUIA, MOPIBHAMBHUIA Ta onucoBui mMeToau. HaykoBa HoBM3Ha. [1ns rpyHTOBHOroO
OOCHiAXKEHHS Cy4acHOi AisNbHOCTI My3erHOI ranysi yepes npyMamy 3anpoBapKeHHS iHTEPaKTUBHUX iHCTansAuin bynu Bu-
BYEHi KOHLeNTyarnbHi Nigxoan Ao anapaTHO-NPOrpaMHOro 0POPMIEHHS IHTEPAKTUBHUX MyNbTUMEAia NPOEKTIB B My3esX.
Po3pobneHo BrnacHWi iHTEPaKTUBHO-OCBITHIN MynbTMMegia NpoekT "lMaHTeoH BU3Ha4YHMX ykpaiHuis". BucHoBku. BusHa-
YeHO (PaKTOpV BUKOPUCTAHHA IHHOBALMHNX MYNbTUMEAIMHNX iHCTansAuin. MNigkpecneHo 3HayeHHs iHdopMauiHMX Tex-
HOMOriN ANSA PO3BUTKY CyYaCHUX MY3eMHUX EKCMO3ULIN.

Knto4oBi cnoBa: my3ei, iHTepakT/BHa cucTemMa, TeXHOMorii, iHdhopmaLinHe cepedoBULLEe, COLIOKYNbTYPHE SIBULLE.

Macnak Bnadumup, dokmop ucmopudyeckux Hayk, doueHm, 3aeedyrowuli kaghedpol ykpauHosedeHusi Kpe-
MEeHUy2CKOo20 HayuoHabHo20 yHusepcumema um. Muxauna Ocmpoepadckozo,; BacuneHko Qapbs, accucmeHm kagpe-
Opbi ykpauHosedeHuss KpemMeH4yecKkoeo HayuoHansHoz2o yHusepcumema um. Muxauna Ocmpozpadckozo

MpakTMKa ncnonb3oBaHUs UHTEPAKTUBHbLIX MyJNbTUMeAua MHCTannsaumMm B cpepe My3enHoro gena

Llenblo uccnegoBaHus ABMSIETCA aHanM3 COBPEMEHHBIX WMHTEPAKTMBHBIX MYNbTUMEOUNHBLIX WUHCTaNNAUmn,
(PYHKUMOHUPYIOLWMX B My3€eNHOWN cpefe B npouecce paboTbl Ha Xy[0XKEeCTBEHHbIMU MHTEPAKTUBHO-06pa3oBaTenbHbIM
mMegua npoektamu. MiccneposaHue NOCBSLLEHO TEOPETUKO-METOAONOMMYECKUM OCHOBaM WCMOMb30BaHUS UHTEPaKTUB-
HbIX MYNbTUMEAUMAHBIX UHCTANNAUMIA B OESTENBHOCTU My3elHbIX yupexaeHuii. MeTogonorusa nccnegosanus. Ot6op
hakT4eckoro MaTepuana OCHOBbIBarcCs Ha obLLeHay4YHbIX METOA4AX BM3yanu3auuu aHanusa u CUHTe3a, CPaBHEHUS U
00006LLeHNsA; METOA CUCTEMHOIO aHanm3a, BCECTOPOHHOCTU, OOBLEKTMBHOCTM M PETPOCNEKTUBLI, ObINM MCMONb30BaHbI
MMEHHO NPU U3y4EeHUN MHHOBALMOHHbLIX CUCTEM, (DYHKLIMOHUPYIOLNX B cdhepe My3enHbIX ydpexaeHun. B npouecce ns-
JIOXXEHMS1 OCHOBHbIX MOMOXEHUA CTaTbW UCMOMb30BANIUCh CUCTEMHO-CTPYKTYPHBINA, CTAaTUCTUYECKO-aHANMMTUYECKUIA, Cpa-
BHUTENbHbIN M onucaTtenbHbIn MeToabl. HayyHasa HoBu3Ha. [1na nccnegoBaHus COBPEMEHHOW AeATENbHOCTU My3enHON
OTpacnv CKBO3b NPU3MYy BBEAEHUS MHTEPAKTUBHBLIX MHCTANNAUMA Obinn n3ydeHbl KOHLENTyarnbHble NOAXoAb! K annapaT-
HO-NpPOrpaMMHOMY OhOPMITEHMS MHTEPAKTUBHBLIX MyNbTUMEANa NPOEKTOB B My3esix. Pa3paboTaH co6CTBEHHbIN UHTEPa-
KTMBHO-0Opa3oBaTenbHbIi MynbTUMeana npoekT "MaHTeoH BblaaroLwmxcs ykpavHues". BbiBogbl. OnpeaeneHsl akTo-
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pbl UCNOJNb30BaHNA MHHOBALMOHHbIX MyﬂbTMMeAMVIHbIX MHCTanNAUnn. ﬂop,qepKHyTo 3Ha4yeHune MH(bOpMaLI,MOHHbIX Tex-
HOMOrMN ANg pPasBUTUSA COBPEMEHHBIX MY3ENHbIX SKCMO3ULMIA.

KntoueBble cnoBa: My3el, UHTEpaKTUBHas cuctema, TEXHOMNOrmu, MHpopMaunoHHas cpefa, CoOLMOKYNbTypHOe
ABNeHune.

Relevancy of research topic. Since the beginning of the new millennium, society and culture have
undergone significant changes, and museum institutions are being gradually transformed. Every year they
are gaining increasing socio-cultural significance, their role in preserving and interpreting the cultural
heritage, in the complex processes of social adaptation and cultural identification, in the educational process,
in the organization of leisure is increasing. Over the past few years, European and American conferences
have discussed the advent of the era of "culture of participation," which fundamentally changes the model of
interaction between cultural institutions and society, which is inevitable in new social circumstances.

One of the significant events in the museum area was the development and approval of UNESCO in
2015 "Recommendations on the protection and promotion of museums and collections, their diversity and
their role in society" [1, 187-191]. According to them, along with the traditional functions of museums, such
as education, the preservation of historical and cultural heritage, one of the main functions was the
communication. In view of this, we would like to note that society places new challenges on the museum: the
development of museum pedagogy, social adaptation and socio-cultural identification of children and adults.
Museums become centers of education, communication, cultural information and creative innovation.

Interactive technologies are expanding the capabilities of museums, increasing their spheres of
influence, helping them get out of the open space and become part of social life.

Analysis of basic research and publications. Among scholars, who are investigating this topic, one
can distinguish the work of such leading domestic and foreign scholars as: D. Ignjatovic [8], S. Allen,
J. Gutwill [9], V. Yakovenko [2], R. Gural [3], T Trofymenko [5]. The main provisions of each study are the
need for the transformation of museums in accordance with modern socio-cultural processes, by moving
from monologic to dialogic forms of communication with visitors and providing interactive information, with a
view to its more emotional perception, and, as a result, a better assimilation.

Specialists of the museum branch define three directions in the field of museum interactivity at the
present stage: multimedia; the creation of special interactive zones, with the conditions of direct active
influence of museum objects and sensory devices on all senses, the dissemination of interactive mode to the
work of museum studios for the realization of creative opportunities not only for children, but also for adults
on the principle of "visit and try" or "do yourself".

The purpose of the article is to analyze modern interactive multimedia installations operating in the
museum environment in the process of working on artistic interactive and educational media projects.

Main material. Conceptual approaches to the creation of multimedia museum expositions are
determined by the specific conditions in a museum. Designing hardware and software complex for the
museum can take place in several scenarios. First, if the multimedia exhibition and exhibition complex is to
be created and placed in the exposition space of an existing museum. In this case, the task of the designer
is that the elements of the multimedia display complex should be aimed at providing the visitor with the
information and reference service, a deeper disclosure of the meaning and content of the exposure, and the
elements of the complex need to be unobtrusively inserted into the exposition space. Secondly, when
designing the exposition complex of a new museum (or a serious reconstruction of the old museum), the
task is somewhat different, the complex should be considered as an integral part, and at times — the main
part of the entire exhibition project, and its functions and place in the exposition must be determined at the
stage of creation the general concept of the museum [5, 30-34].

We illustrate the sign of equality, that is, the exposition equality of material and virtual objects in this
kind of exposition, giving examples of such pairs of different types of museums: a musical instrument and its
sound (Museum of Music, Stockholm, Sweden; House of Music, Vienna, Austria); stuffed bird and recording
of its singing (Darwin Museum, Moscow, Russia); shaman's clothes and video of a ritual dance (Museum of
Ethnology, Leiden, The Netherlands), etc. [3, 582-586]. If we consider the question of interactive multimedia
technology, in terms of Ukrainian museums, it should be noted that Ukrainian museums are familiar with the
concept of "interactivity", but far from the concept of "interactive media". They implement the principle of
interactivity through quests and games. In most cases, given the significant historical and cultural value of
museum objects, the visitor is not allowed to touch them, examine them, study the technology of their
creation on their own, and a modern visitor is interested exactly in this, for him simple contemplation is not
enough, he wants to study and experience himself [4, 37-45]. It is the multimedia interactive technology that
enables you to meet the need of a modern museum user.

For Ukrainian museums a project "Museum"”, which launched the TV program "TSN News" on the
"1+1" channel, which took place from March 2 to March 26, 2017, was a vivid example of the use of
interactive installations in the exposition activity. The exposition of the museum consisted of 10 halls with
interactive zones, each of them dedicated to a separate topic. The museum also had polls and tests: guests
were offered sensory screens to answer questions about journalistic ethics, to determine which news is
reliable and which is not. With the help of virtual reality glasses visitors to this exhibition project were able to
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get to the Verkhovna Rada rostrum, to the front, to the exclusion zone around Chernobyl and to the TSN
studio during the evening newscast. The unique exhibit was the 3D image of a TV host Alla Mazur. This is a
hologram that tells visitors every day about the most interesting facts of the television industry. This virtual
projection in full height has no analogues in Ukraine [6; 7].

As you can see, the use of multimedia interactive technologies by the museums of Ukraine is at a
rather low level. Of course, one of the reasons is lack of funding. However, the impression is that even with
the availability of funds, new technologies in museums are implemented with some fears. Most expositions,
as well as methods of working with the audience, have not changed since the 90s of the twentieth century.
The reason for this situation, on the one hand, is the museum staff. It's mostly the elderly, who find it difficult
to move from the concept of Museum 1.0 to the modern 2.0 museum, because it requires them to acquire
skills to work with the latest technology, which, in their case, is too difficult. That is why in Ukraine there is a
minimal development of the museum business, in particular, in the organization of expositions with
interactive installations.

Consequently, interactive multimedia installations in museum institutions represent a complex of
modern information and computing hardware and computer programs. The multimedia installation is a
gualitatively new level of communication between the museum and multimedia. Multimedia technologies are
not ancillary means, but an integral part of modern museum activities.

Returning to the topic of worldwide experience in installing multimedia installations, we want to point
out that they have their advantages, which will be discussed further:in-depth study of the topic in order to
obtain extended information about any of the exhibits; the visitor only needs to select the appropriate tab on
the touch screen; large audience coverage; assistance in the activities of the main guide; virtual excursions.

The leaders in the introduction of interactive technologies are large museums, while regional, small
and other museums have many barriers to introducing technologies, starting from financial constraints to the
lack of specialists. The need for specialists of this kind inside the museum is high, and even if the museum
cooperates with external partners to create a site, a multimedia product, it is necessary that within the
museum there are relevant technical specialists, who are reluctant to work in museums, preferring more paid
work. In general, museums see the undoubted benefits and prospects of using information technology not
only in the popularization and communication activities of the museum, but even in strategic planning.

In most museums that use interactive technologies in their expositions, there are some problems, the
most important of which are: 1) insufficient attention to content, that is, the filling of technology, this error
makes technology an end in itself, and the museum actually becomes an entertainment center; 2) visual
imbalance of exposure and technologies, inconsistency of interactive installations with the general idea of
exposure, this problem is related to the need to perceive technology as a means of communication that
helps, actualizes, communicates a museum object to the viewer.

Multimedia interactive installations help to actively engage visitors to view the exposition, if they have
an author's approach, a thought concept and an understanding of the audience [2, p. 75].

Scientific novelty. Having examined and reviewed the basic principles of interactive technology in the
museum business, we have developed our own interactive installation, which can be used to realize the
educational function of the museum. The main idea for creating the installation was Ukrainian historical
figures, who are buried abroad. There were 26 people selected, the chronological boundaries cover the
period from the 18th to the first half of the twentieth century.

An interactive installation based on the free Inkscape vector graphic editor is developed. The
program was created based on a set of libraries for constructing the GTK + graphic interface and an
application for creating C ++ programs for this library (gtkmm). Inkscape's native recording format is SVG, it
supports reading and writing images in SVG, OpenDocument Drawing, DXF, PNG, WMF, EMF, sk1, PDF,
EPS, PostScript formats. The program can use smoothing, transparency control, creation of gradients of
filling, has a built-in set of ready-made templates (for example, arrows), can work with vector fonts. The
advantage of the program is a wide range of effects that can be used to create a variety of artistic and design
imagery. With the help of the Inkscape vector image editor, the label was superimposed on the map and
assigned a label to each tag for its ability to create interactivity using the JavaScript language.

For correct displaying of the map on the web page, the html language was used, and for correct map
scaling, cascading style sheets CSS (a special language used to describe the pages written in markup
languages, most often CSS is used for visual presentation of pages written in HTML and XHTML, but the
CSS format can be applied to other types of XML documents). The domain http://ukrainelegend.zzz.com.ua/
was registered on the free hosting zzz.com.ua for the possibility of using the map on the network. JavaScript
was used to implement the interactive part of the page, and the OnClickimage and OnCloselmage functions
were created.

OnClicklmage — a function that handles the click event on the label, while the full size image is
displayed on the screen with the text of the description of the place indicated by the label. OnClickimage also
allows you to close the image so you can see other tags on the interactive map. OnCloselmage is a function
that handles the click event on an image that outputs a function. To move the site files to the hosting, a free
FP client FileZilla was used, which allowed downloading files from the computer to a free hosting.

69



KynbTyponoris Maslak V., Vasylenko D.

First of all, in order to start browsing the interactive installation, you need to open the browser and
enter in the address bar http://ukrainelegend.zzz.com.ua/, after which will load the html page with an
interactive grave map of famous Ukrainians. An interactive map, allows you to make a virtual trip to the cities
of burial places of prominent Ukrainian figures. To start viewing a tour, you must hover a cursor over any of
the labels on the map, and a small dialog will appear, in which the photos of this location will be presented.
For a more detailed look at the location, you must click on the opened dialog in the form of a location photo.
When clicked, a new dialog will open, in which complete information about the person will be provided in the
form of text and photographs.

Conclusions. Consequently, during the rapid development of information technology museums need
to take an active role in the field of interactive multimedia systems to provide information to visitors. The
latest interactive tools allow significant expanding of the possibilities of presenting museum objects,
providing additional textual and graphic information about them, displaying missing exhibits and organizing
virtual exhibitions. Such technologies allow us to see a three-dimensional image of a sculpture or an
architectural structure, to feel the "insides" of this image, to approach any exhibit and to examine it from all
sides in a more detailed way. The use of multimedia technologies in the museum increases the prestige of
museum institution and provides more opportunities for development and efficient work, in particular, allows
you to overcome the limited space of exhibition halls. Museums are able to surprise and interest
contemporary visitors, but, for this purpose it is necessary to use new technologies and transform the
exposition into a unique interactive space.
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