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OCOBJIMBOCTI MOHTAKHOI'O MUCJIEHHA
Y COEPUYHHUX AYJAIOBI3YAJIBHUX TBOPAX

Meta po6oTH 1oJsirae y BU3HAUYCHHI OCHOBHUX IPHHIIMIIB MOHTA)XHOT'O MHCJICHHS B CPEPUYHHX ayTi0Bi3yabHUX
TBOpax (Bimeo 360); 3’scyBaHHI mpuuuH (OPMyBaHHS LMX MPHHIMIIB;, aHAM3i IXHHOrO BIUIMBY Ha IJisjgava.
MertopnoJiorisa. B onpamoBanHi TeMH BUKOPUCTaHUH KeHC-MeTO, 110 0a3yeThCs Ha BUBYCHHI KOHKPETHUX MPUKIIALIB,
IXHBROMY aHaJIi31 Ta y3araibHeHHIi. TaKkoX 3aCTOCOBaHMN KOMIApAaTHBHUMN IiIXi/T 7S MOPiBHAHAS MOHTa)KHUX IPUHOMIB
B chepHYHUX Ta He CPEepUIHHX ayHioBi3yalbHHX TBopax. HaykoBa HOBH3HA NOJISTae B TOMY, 10 MOHTaX ChepuaHOro
BiICO PO3IIIIIAETHCS SIK OKpeMa 0co0JIBa CUCTEMa 31 CBOIMH 3aKOHAMH 1 MPaBHIJIaMH, [0 OCTalla B HACTIZIOK PO3BUTKY
MIPUCTPOIB 3HOMKH, OOPOOKH Ta BIATBOPEHHS AaHOTO (OpMaTy, a FOJIOBHE — SIK BIANOBIb Ha 3POCTAIOYMH VIS AALBKIN
3aIiT caMe Takoro BuaoBHIIa. BucHoBku. CepuuHe Bineo — HOBa BizyalibHa (hopMa, siKa AMHAMIYHO PO3BHBAETHCS 1
TpaHC(OPMYEThCS, B Hilf yTBOPIOETBCS BJIacHa CHCTEMa MOHTa)KHOTO MUCIIeHHSI. L[5 cucTeMa onepye TUMH K HOHSTTAMHU
i 3acobamu, IO 1 KITACHYHUI KiHeMaTorpad, aje 3aCTOCOBYIOThCS BOHH IHAKIIIE Yepe3 IMEPCHBHICTH i CepeOBHINA.
CBobOopa risigaya y B3a€Mo/ii 3 KOHTEHTOM He JIOPIBHIOE BTPaTi KOHTPOJIIO aBTOpa Haj TBOPOM, a 3MIHIOE IHCTPYMEHTH,
SIKMMU BiH OIIepY€ JUIsl HAalpaBJIeHHs yBaru myOuiku 3a icropieto. B pe3ynbrari el hopmat no-cBoeMy BILIMBAE HA MOBY
KiHO — Bi3yasbHy MOBY XXI| cromiTts, po3mmproe ii MucTenbki KopmoHH. Ha ITyMKy aBTOPKH CTaTTi, OCOOIMBOCTI
MOHTQ)KHOT'O MUCJICHHS B CEPUYHUX ayAiOBi3yalbHHX TBOPAX € MEPCICKTUBHOK TEMOKO JUTsl BUBUCHHS Ta MPAKTUYHOTO
JIOCITKEHHS.

Knrouosi cnosa: chepuune Bineo, 360 Bimeo, MOHTaX, IMEPCUBHICTD, Melia, ayAiOBi3yalbHUH TBip, TJIsL1a4, MOBA
KiHO.
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Features of editing concepts in spherical audiovisual content

This article aims to define the main principles of editing concepts in the context of spherical audiovisual content
(360 videos); identify the reasons for the formation of these principles; and analyse their impact on the viewer. Research
methodology. To examine the topic, the author uses a case-study method, which relies on the studying, analysis, and
generalisation of specific examples. The author also applies a comparative approach to compare editing techniques for
the spherical and non-spherical audiovisual content. The scientific novelty lies in the editing of spherical video being
considered as a separate, unique system with its own laws and rules that have formed as a result of the development of
devices for the recording, processing, and playback of this video format, and most importantly — as a response to the
growing audience demand for such spectacle. Conclusions. Spherical video is a new visual form that is dynamically
evolving and transforming, thus, developing its own system of editing concepts. This system uses the same ideas and
tools as classical cinematography but applies them differently because of the immersiveness of its environment. The
viewer's freedom in interacting with content does not equate to the loss of control for the author over the work; instead,
it transforms the tools with which the author operates to guide the audience through the narrative. As a result, this medium
influences the cinematic language — the visual language of the 21st century, expanding its artistic boundaries. The author
of this article believes that the features of editing concepts in spherical audiovisual content represent a promising topic
for study and practical research.

Keywords: Spherical video, 360 video, editing, immersiveness, media, audiovisual content, viewer, cinematic
language.

AKTyanbHICTh TEMH JIOCTIJKEeHHs. PO3BUTOK ayJlioBi3yaJIbHUX TBOPIB BUCTYIIA€ KATAIi3aTOPOM
TEXHOJIOTIH 3aMmucy Ta BiITBOPEHHS yTBOpeHHs HoBuX MezdiymiB. Lleii mpomec
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BHJIO3MIHIOE TIONMUT 1 TMPOTO3WINI0 Ha PHHKY
uudpoBOro KOHTEHTY, a BiaTak pedopmye
IHCTpYMEHTH, SIKMMH aBTOp MOXE CTBOPIOBATU
cBoi pobotu. BinOyBaerbcs mpormec 3MiHH
Bi3yaJbHOI MOBH, BUBUEHHS Ta PO3YMIHHS IIHOTO €
BOKIMBAM  (AKTOpOM B PO3BUTKY  Ta
penpe3eHTaliii aBTOpiB CBITOBOMY MHUCTEIIBKOMY
IPOCTOPI.

Amnani3 mocmimkens i myomikamiid. Chepuune
BiJICO TEXHIYHO € TIOCTIJIOBHICTIO IMaHOpaM i
KpyropaMm, TOMY JOCHI/KCHHS LBOTO BHIY
ayJlioBi3yalIbHUX TBOPIB CSTA€ 4aciB BUPOOHHUIITBA
nepiuoi cepiiiHoi maHopamuoi kamepu Al-Vista [1]
B 1898 Tta miznime, y 1904 poui, mateHTyBaHHS
B. Ix. Jlxoncorom  Oimpmn  mpodeciiHoi —
Cirkut [2, 1-24], BupoOHUIITBOM sIKOI 3aiimaiacs
OlHA 3 HANOUIBINIMX KOMIAHIM KIHOTEXHIKA —
Kodak. Komu kamepu Ta MeTOAM 3HOMKH CTaau
PO3BUHEHIIII 1 IPOCTINI y KOPUCTYBaHHI, OLIbIITY
yBary CTaJid MPUALISATH cCaMe TEMaM 1 CTOPITEIIIHTY
B LIbOMY HOBOMY crierudiunomy dopmari. Cepen
aBTOPIB Ta IOCIITHUKIB IMEPCUBHUX M€lia, B TOMY
yucal  cepuuHOro  Bigeo,  BIJOMHUMH €
H. ne na Ilenbs [3, 291-301], C. CamniBan [4],
JUx. Bpiiixapt [5] a Takok Taki yCTaHOBH, SIK
MixaucuuIutiHapHa Hocniganipka
JlaGoparopiss MaccadyceTChKOro TeXHOJIOTIYHOTO
incruryty (MIT Media Lab) [6] ra Crendopabcka
JIaboparopis BipryansHoi PeanpHOCTI
(Stenford VR Lab) [7]. Cepen ykpaiHCbKuX
HAyKOBIIIB JOCITIJKYE MOBY KIHO B KOHTEKCTI
HoBux Mexmia C. Mapuenko [8], anamizyroun
OPUHIOUI  CEepUYHOro KYMOJIBHOTO KIHO Ta
JisUTLHICTB MIPOBIIHOT YKpaiHChKOI KommaHii Front
Pictures, sika creriamizyeTbcsi Ha amapaTHHX Ta
MPOTpaMHUX PIMIEHHSAX JUIs Bi3yallbHUX MeJTia.
Cepen NMPakTUKIB Cy4aCHOTO MMCTEIITBA HOBITHI
texHoorii posrsaae O. Yenenuk [9]. V 2020 porri
BuitmioB 11 mynsTumeniitauii mpoekt VR Collider
[10] 3a yuacTi ykpaiHChKOT iHHOBAIIHOT KOMIIaHii
Sensorama, sgKka € OOHUM 3 HaWOLIbIIMX
BUPOOHUKIB iIMEPCHBHOIO KOHTEHTY B YKpaiHi.
Bupobuunrso cepruaHOro BiZieO
MPUIIBH/IIYETHCS, WOTO SKICTh MOKPAILy€EThCS,
3’ SIBJISIFOTHCS] HOB1 IPUCTPOT 3HOMKH Ta Hepersiny,
HOBI crieniagbHOCTI Ta (paxiBui — Hed NpaKTHYHUN
poriec JUHAMIYHIIINAR 3a TEOPETUYHE
OCMUCIIEHHS TMPOOJIEMATHKH, TOMY Ha CHOTOJIHI
3HAaHHS 31 cnenu(ikKu MOHTaXHOTO MUCIEHHS B
IMEpCUBHOMY  BiJIC0O € JIOCi  HEIOCTAaTHHO
BHUBYCHUMH Ta OMHCAHUMH.

Meta cTarti — BU3HAUYUTH OCOOJHMBOCTI
MOHTQ)XHOI'O MHCJICHHSI C(epuyHOro Bizneo SK
OKpEeMOl  CHCTEMH, SKa BIAPI3HIETbCA  Bij
MPUHIIMIIIB MOHTAXY KJIaCHYHOTO KiHeMaTorpady.

Buxman ocHoBHoro watepiany. Cdepuune
BiJIcO, K€ TaKO)X Ha3MBaIOTh «Bimeo 360» — 1ie

cnerudiuHui hopMaT, MPH SIKOMY 3aIlliC KaMepH
a00 kamep BIZOYBA€TbCS B YCI CTOPOHH, IO Ja€
MOJKJIMBICTh YTBOPHUTH CYLINbHY chepy pyXoMoro
300paxenns. Bimeo 360 € ogHMM 3 e€leMEHTIB
BipTyanbHOI pearbHOCTI - CUMYJISIII,
IHTEpPaKTUBHOTO MeAiyMy, 3 SKUM TIAad MOXKe
B3aemogistu. «Merta ImepcuBHoi BipTyansHoi
PeanpHOCTI TmONMATaE B TOBHOMY 3aHYpEHHI
KOpHCTyBayda BCEPEIHHY 3reHEPOBAHOTO
KOMIT IOTEPOM MPOCTOPY, HANAIOYH BPAXKEHHS, 1110
BiH/BOHA  «IOTpPAaNMJIM  BCEPEIUHY»  LIHOTO
cunTeTnuHOro cBiTy» [11, 338]. V 360 Bigeo xod i
HEMae  eJIEeMEHTIB  IHTepaKTHBY, aie €
IMEPCHBHICTb, aJKE TJSa4 Ma€ MEBHY CBOOOIY
BHOOpPY 1 MOXe TUBUTHUCS B OyIb-akuii 6ik. Came
s crienrgika Bigeo 360 i € omHUM 3 HAHOLTBIIMX
BUKJIMKIB JUIS aBTOpa, ajpKe CKIAJHO OyayBaTu
HapaTuB, He OyIy4H NEBHAM YH 1MOOAYUTH TIIs1ad
TOM YW IHIIUA MOMEHT, Yd HAAacTh IHOMY
3HAUCHHS, YU 3pO3yMi€ icTopito. A€ 3BiCHO
npolec Meperjsily He MNPOXOIUTh abCOIOTHO
0e3KOHTPONBHO. YNM K€ aBTOp MOXKE 3aXOIMUTH 1
SIK CIIPSIMOBYBATH yBary risijgada?

MoHTax 1€ He TIIBKM CKJIEHKa JBOX
MOCIIOBHAX  KaJpiB, 1€ 3HAYHUN  00cAr
XapaKTepUCTUK NUX KaJApiB, IO BIUIMBAIOTH HA
icTOpito, TBOPATH i1. OJHUM 3 €JICMEHTIB MOHTAXKY
€ KOMITO3UIlis Kajapy 1 TiaHoBiCTh. OCKUIBKH B
cheprudHOMY Bi€O BHIHO BCE JOBKONA cebe, TO
NOHATTA TJIaHy (K Mipd TOOUIBIIEHHS), IO
NpUIHATO B KIACUYHOMY KiHemarorpadi, Hemae.
Kaznp Tyt — omH 3arajpHuii 1u1aH, oo OmK4e 10
€CTETHKH TeaTpy, KoM (QyHKIII0 KPYITHOTO IUIaHy
BUKOHYE BHUXiJ] Ha apBaHCIEHy. BiyuyHoro
JIEMOHCTPALIIEI0 IBOTO € EeKCIepUMEHTaJIbHA
Tparikomesist oxauM Kaapom B 360 Ashes to Ashes
(yxp. «Ilomin mo momeny») [12], y sikiéi B3arami
HEMa€e CKICHOK 1 akTopu mepeOdyaoBYIOTh
JIEKOPAITIIO 1 IepEeBISTalOTHCS B KaJIpi.

Kommosutiro cdepudHoro Kajapy cKiajae
yBechb npoctip 360 rpaayciB — Tak, AKOU TIsa4i B
TeaTpi CHIUIM TOCepe] CIEeHH, a HAaBKOJO HUX
BinOyBasacst BUcTaBa. Ane Tisgad ¢i3udHO HE
MOXKe OaduTH BCE OJHOYACHO, WOro JIOCBIJ
CIOPUIHATTS TOYMHAETHCA 3 SKOTOCh OJHOIO
HaNpsMKY, i caMe B Till 30H1 PO3BUBAETHCS TOJIOBHA
ist, BakimBa st ictopii. YV ¢imsmi 360 I, Philip
(ykp. «51, @ininy) [13] dpanimysskoi cryaii OKIO
Ha TOYAaTKy OMNOBiAiI TIJIAgad 3HAXOAWTHCS B
rpagivHOMY 300paKe€HHI CEpeJMHU IITYYHOTO
inTesniekty nuchMenHuka @Oimina K. [lika 1 kaap
BiJIEO 3 aKTOPAaMH MPOCOUYYETHCS MOCTYIIOBO Yepe3
mmnapuHy B rpagiui. Bona mmpiae, npuBeprae
yBary i aBTop 3Hae, o IJis1ad iIHCTUHKTUBHO Oy/Ie
JTUBUTHCS B OIK mosBM HOBOI iH(popmarii. Jami
aKTOPH  MEPecyBalOThCS MO  Mi3aHCLEHI,
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BiOYyBalOTbCA  MMOJil, Jdialorm — Bce, IO
NpPUTaMaHHE BHYTPIIIHOKAAPOBOMY MOHTAXY.

Puc. 1. [Ixnc. bpitixapm. Bizyanizayis MOHMAaxicy «kaop 00 Kaopy»

AkTOopH y ceprudHOMY BiI€O TaKOXK MIFOTH
1HaKIIe. B kmacmuHOoMy  kiHemaTorpadi
31e0UTBIIOr0 aKTOPW TParHyTh aOCTparyBaTHCS
BiJl KaMepH, a TOW Yac AK y CPEepUIHOMY BiIeo
Iy’Ke 4acTo Kamepa € HEBHIUMUM T'€POEM, 3 SKUM
aKTOPHU MAIOTh PaxyBaTHCs, a IHKOJIM 1 BCTYaTH B
30pOBHUil KOHTAKT (TOOTO, AUBUTHUCS B Kamepy). B
cepii kopotkux Bigeo 360 Great Performers (yxp.
«Benuki BukoHasii») [14] Bimomi aktopu, cepen
skux H. Iloprman, K. Ctroaptr ta K. Addrexk,
BEAYTh Aiajior 3 KaMeporo, (GiKCyrouu HOIJIsA Ha
KaMmepi, HIOM Ha odYax cmiBpo3MOBHHKA. [Ipu
Meperyisiii Takoi CIEHM B Maclli BipTyaJbHOL
PEANBHOCTI JTOCATAEThCA HA0araTto CUIBHIMINI
epeKT TPUCYTHOCTI, HDK 3aBASKH TNPUHAOMY
cy0’€KTUBHOT KaMepu B KIIACUYHOMY
kiHemarorpadi. Pyx xamepu y cdepuyHmnx Bimeo
JIOCUTh OOMEXEHHI, HE CTIIbKA 4Yepe3 TeXHidHi
0COOJIMBOCTI KOHCTPYKIIii, CKUTbKH Uepe3 BIUIUB Ha
BECTHOYJISIPHUH amapar JIOAWHU IIPH NEeperisiii B
Macli BipTyanbHOi peabHOCTi. Takox pyX Kamepu
PIAKO BHKOPHUCTOBYIOTH, 0O IIe TPOTHUPIYUTH
OCHOBHOMY TMpPHHIMIy CBOOOAM Tisjava Yy
Bimeo 360. Ame Bce X € NPHKIAAN BIAIOTO
BUKOPHUCTAHHS PyXy KamepHu B chepruuHOMY Bizeo,
sk y 6oitoBuky 360 Help (yxp. «/{omomoray) [15].
TyT kamepa He € TOJOBHHM TI'epOEM, Ha SKOTO
pearyioTh, a BHUCTYIAaE OE3TiLIECHUM CBIIKOM,
HEBUIUMUM criocTepiradem. Ii pyx icmye 3amns
JOJATKOBOI TUHAMIKY 1 TEXHIYHOTO MEPEMiLICHHS
31 cuHeHM B  CIEHy, 3HOBY K  Taku
BHYTPIIIHBOKAIPOBHM MOHTAXEM, SIKUI{ € OHUM 3
HaHYacTIMX MPUHAOMIB MOHTaXYy C(epHIHOro
BiJI€O.

Krnacuune MOHTa)kHE MMCIICHHS TMOKIMKAaHE
CTBOPUTH y TJfjaua IJr03iI0 €IHOCTI Yacy Ta
pOCTOPY, XO4Ya KaJapu MOXYTh OyTH 3HATI B
pi3HUIl yac i B pi3HMX Micusgx. B cBoiil kHM3i
In a Blink of an Eye (ykp. «Y MUTB KJTilaHHs OKa)
BIIOMMI pEXHCEpP MOHTaxy, HpakTuk, B. Mapuy,
BHUCIIOBJIIOE TYMKY, II0 «MOHTa)KHa CKJICHKa — I1e
Oulpllle  HDK  3py4YHHH  CHOCIO  yTBOPHUTH
Oe3nepepBHicTh. BoHa cama 1o co0i B cHly CBOET
napaioKCaIbHOT HECTIOAiBaHOCTI crpusie
cTBOpeHHIO Qinmbmy» [16, 9]. ¥V cdhepuunomy Bigeo
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MOHT@XHA CKJIeHKa TaKoX HPHUCYTHS, ajie BOHA
SIKpa3 HaBIIAKW BiJMEKOBYE Pi3Hi CLIEHH OJHA Bij
OJTHOT, CTBOPIOIOYM MOHTQX «CBIT JI0 CBiTYy». Llei
TepMiH i3 nukity crareit In a Blink of a Mind (yxp.
«Y MUTh KJIMAHHA MO3KY») peXHcep KU Ta
JocmigHuii iHTepakTuBHUX Menia [Ix. Bpilixapt
[17]. BoHa mOpiBHIOE KJIACHYHUI MOHTAX «KaJp
a0 kaapy» (puc.l) 3 MOHTaXeM iMEPCHBHHX
icTopiii — «CBIT 70 CBiTY» (pHC. 2).

Puc. 2. [{oc. Bpitixapm.
Bizyanizayiss monmaoicy «ceim 00 ceimyy

OckilbKH TIIAa4 HE OOMEXKEHUH paMKaMu
KaJpy, TO BiH y MPSIMOMY CEHCI MaHJ/IPY€ CBITaMH,
1 KO)XHa MOHT@XHa CKJIeldka — TIIie mJyke
peanictiyHe, Maibke (i3uuHE IEPEHECEHHS
CBiOMOCTI KopucTyBaya. Koju My 3aKkiHIyeMO
Iil0 B OIHOMY CBiTi, TO B HACTYHHOMY IJsigad
3HOBY Ma€ 3pO3yMiTH, Ky/IU AUBUTHUCS 1 OTPHUMATH
BaXJIMBY iH(pOpMaIIio oapa3y nepen coboro. 11106
30IBLIIMTH MMOBIPHICTh IBOTO e(eKTy MaTH i
KOHTPOJb ~aBTOpa HaJa JIOCBIIOM TJsijaya,
BOX/IMBHA  O0’€KT B  HACTYNHIH  CIEHI
PO3TAIIOBYIOTH TaM, JI¢ 3aKIHYMIACsI AKTUBHA JTisl B
nonepennii cueni. [x. Bpilixapt 300paxkae nei
«nsax KopucryBaua»  HAaCTyMHOIO  CXEMOIO
(puc. 3), me CBITII Kpamkd — I€ HAmpsSM KiHI
yBaru TONEPEJHbOI CIEHH, a YOPHI — IOYaTOK
yBaru B HOBii. Konu BoHM 36iratoTbes, TO JI0JUHA
oJipa3zy 0aunTh HACTYITHY BaXKJIUBY IMOIIIO.
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Puc. 3. [{oc. Bpitixapm.
Bizyanizays «ILisixy xopucmyeaua»

Hampuknan, Tak MOHTaXKHO — BHpilIeHa
cneuianbHa 13 xBunmHHAa cdepuyHa  cepis
Mr. Robot (ykp. «Mictep Po6oT») [18]. Ane e He
3HAYUTh, IO 11 30HH OOOB’I3KOBO MAalOTh
30iratrcsa. [msmad Moke HaBHMaku HE OApasy
Mo0aunTH HACTYIHY aKTHBHY CIEHY 1 Iie MOXe
HaJaTH iCTOPii IEBHOTO CEHCY, B IbOMY MOXE TEX
OyTH pillleHHs aBTOpa.

AKIIEHTH A7 TMPUBEPHEHHS yBarW Tisjava
CTBOPIOIOTBCSl ~ Bi3yaJlbHUMH  1HCTPYMEHTaMH,
TaKWMH SIK CBITIIO, KOJIp, Maca 00’€KTy B Kaipi,
PYX TIEpCOHAXKIB, a TAKOXK ayNiaTbHUMH, K 3BYKH
Ta My3WKa, SKi € IPOCTOPOBUMH 1 MOXYTb
nmaHopaMmyBaTHcs. TakoX IpHUBEpTaTH yBary i
CIIOHYKaTH J0 TEBHHX [id MOXYThb LU(POBI
00’€KTH: CTPIJIKH, HAIKMCH, iMITyJIbcU. Lle 1HKOIM
HaJTO MPSMOITiHIHHO, ale xyxe aieBo. Hampuxiazg
y chepruromy mysuuanomy kiimi Heal Tomorrow
(yxp. «3aBTpa 3axkuBe») [19] rypry Naive New
Beaters Tta lzia aBTopum mnuuIyTh TisgAYy Ha
novatky nocnanHs: «Ciigyi 3a MM XJIOIIEM,
THUCHH 1 TSATHW» 1 MJIIOIOTh CTPLIKY. Lle BaxmBo
JUTSI 1Ti€] pOOOTH, OCKIJIBKH BCi MOIIT BiZI0YBAIOTHCS
4yepe3 IMEepeMIlIeHHS TOJOBHOTO Teposi HaBKOJIO
KaMepH, OTKEe 00 NeperyiTHyTH IOBHOIIHHO
icTopito, Tpeba 00epHyTHCS 32 HUM KiJibKa pa3. Lle
e My3UYHE BiJ€O BiZOMEe [OyK€ BIYYHUM
BUKOPHUCTAHHIM MIPOCTOPY cepH 3BEpXy Ta 3HU3Y
mig okpemi enemeHTH. Lle ToM mpoctip, skuii B
KIIACHYHOMY BiZIO HE BHUKOPUCTOBYETHCSA, a Y
Bigeo 360 Moxe CIyryBaTH JUIsl HAPATHUBY.

Mg Toro, mo0 mepeMicTHTH Triigada 3
OJIHOTO CBITY B IHIINH, TOOTO BAKOHATH MOHTAXKHY
CKJIEHKYy, B c(hepuYHOMY BiZieO aBTOpH daCTille
BUKOPHUCTOBYIOTh e(heKT mepexofy «cross fade». B
KIIACHYHOMY KiHemaTtorpadi ¢ BBaKAETHCS Ha
CHOTOJHIIIHIN J€Hb JTOCUTh 3aCTapiiuM e(EKTOM,
OKpIM BWITAJIKiB, KOJH BiH CKJIaJa€ crienuiaHmi
aBTopchkuii  mpuiiom. Y  Bimeo 360  iioro

BHKOPHUCTOBYIOTH, 0O BiH TOTy€ Tisfga4a a0
Nepexoy, MPaKTUYHO BiH € OUIbIN TUIaBHHM 1
komdopTHuM, Ha piBHi 3 fade in ta fade out (yxp.
«3aTEMHEHHS» Ta «BHXiJ 13 3aTeMHEHHs»). Llumu
npuifoMaMy  MOXKHa  HagaTH  MOHTaXy  SIK
KOMQOPTHOCTI, TaK i aKIICHTHOCTI.

3a WBUAKICTIO MOHTAXY y cpepruuHOMY Bizneo
Maii)Ke He BUKOPHCTOBYIOTh «KIIITTOBHIA MOHTaX,
aJUKe TIA1ad MPOCTO HE BCTUTATHME 3YUTYBATH
iHpopmalito, 00 mepex HUM HE OAMH HAIMPSIMOK
JUISL COIPUMHSATTS, & I[IMX IICTh. 3arallbHUi
XpoHOMETpaX  (imbMy  pIOKO  TepEeBHUIIYE
20 XBWJIMH, OCKUIBKHM TIEPErJisi]] BilOYBA€ThCS 3a
JOTIOMOTOI0 OKYJISIPiB BipTyajbHOT PeanbHOCTI, SIKi
MaroTh Bary o 500T, 1mo 3 4acoM CIpHUYUHSE
TUCKOM(OPT. Alle TOpPIBHIHO 3 TEPIIUMHU
OPUCTPOSIMA ~ JUIS  TIEPEerIsiAy  BipTyaslbHOI
peanbHOCTI, AKI BOXWIH IO KiTbKa KiJOTpamis,
TEXHOJIOTi{ CTPIMKO PO3BHBAIOTHCS 1 KOKHA HOBA
BepCisi TMpHCTPOiB 3abe3medye 3py4HIlIHd Ta
LiKaBilIM{ TIEpeTJIsi]] iMEpCUBHOTO Bifieo.

HaykxoBa HOBH3HA CTaTTi MOJISTae B TOMY, IIIO
MOHT2X C(EPUYHOrO BiJCO PO3MIANAETHCS SIK
OKpeMa 0CcOo0JIMBa CHUCTeMa 31 CBOIMM 3aKOHAMH 1
IpaBWJIaMH, IO TOCTala B HACTIJOK PO3BUTKY
MIPUCTPOiB 3HOMKH, OOpPOOKM Ta BiITBOPEHHS
naHoro (opmary, a ToJIOBHE — SK BIANOBIIL Ha
3pOCTAOYMN TJAJaUbKUA 3alUT CaMe€ TaKoro
BUJIOBHIIIA.

BucHoBku. Chepuyne Bijieo — HOBa BizyabHa
dopma, sKka  JUHAMIYHO  pPO3BHUBAETHCS 1
TpaHc(hOpMy€eThCs, B Hill YTBOPIOETHCS BIIACHA
CHCTeMa MOHTAXHOro MucieHHs. Llg cucrema
orepye THMH K TOHATTAMH 1 3aco0amu, IO 1
KJIaCHYHHUN KiHeMaTorpad, aje 3aCTOCOBYIOTHCS
BOHH iHAaKIIIE Yepe3 IMepCUBHICTH ii cepeoBHIIa.
CBo0Oojia risiaya y B3a€MOIl 3 KOHTEHTOM HE
JIOPIBHIOE BTPATi KOHTPOJIIO aBTOPa HaJl TBOPOM, a
3MIHIOE IHCTPYMEHTH, SIKUMH BiH OIEpye s
HampaBJIeHHS yBarm myONiku 3a icTopieo. B
pe3ynbraTi med ¢gopmar mo-CBOEMY BIUIMBAE Ha
MOBY KiHO — Bi3yanmbHy MOBY XXI cromiTTs,
po3ummmproe ii mucrenpki kopaoHu. Ha aymky
AaBTOPKH  CTaTTi, OCOOJMBOCTI ~ MOHTaKHOIO
MHCJICHHS B C()epUUHHUX ayAiOBi3yaJbHHX TBOpax
€ TIEPCIIEKTUBHOIO TEMOIO JJIsi BHUBUEHHS Ta
MPAKTUYHOTO JOCI PKEHHS.
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