MUSEOLOGY and Cultural Heritage

MUZEOLOGIA a kultiirne dediéstvo

ISSN 1339-2204
e-ISSN 24539759

MUZEOLOGIA
MUSEOLOG

and Cultural Heritage

PEER-REVIEWED SCHOLARLY JOURNAL

IN THIS ISSUE

05

21

41

63

81
97
119
135

145

Daniela Angelina Jelincic — Karla Jelincic: Surprise me Softly: The Element
of Surprise in Designing Musewwn Experiences

Katalin As'mnyl — Zsuzsanna Fehér — Melinda Jaszberényi:

The Family-Friendly Museunr: Musensmes throngh the eyes of families

Stefania Sroda-Murawska — Elibieta Grzelak-Kostulska — Leszek S. Dabrowski
— Jadwiga Bieganska — Pawel Smolinski: Culfure-led regeneration as a vital instruzment
Jor preserving the cuffural berifage of bistorical parks in Poland

Jerzy Gorzelik: Heritagising the Vernacnlar in a Central Exrgpean Borderland:
Wooden Churches and Open-Air Musenms in Upper Silesia

Alexandra Bitusikova: Cultural heritage as a means gf beritage fourism develgpment
Milos Dudas: The Story of the Old Rectory in Zilina
Eva Gartnerova: Typology and Andience Engagement of University Gallerses

Marianna Tutkova: Collestions Mobility Today: How is the mobility
of collections enconraged in Slovakia and Cechia?

Svitlana Kryvuts — Olena Gonchar — Alina Skorokhodova — Mykola Radomskyi:

The Phenomenon of Digital Art ar a Means of Preservation of Culfural Heritage Works

—

™
=
™




N 1339-2204

Volume 9 (2021)
No. 1

MUZEOLOGIA
a kulturne dedicéstvo

VEDECKY RECENZOVANY CASOPIS

PP | MUZEOLOGIA
N4 | AKU LTURNE
DEDICSTVO, o.z.




CONTENTS

Articles

Daniela Angelina Jelincic — Karla Jelincic:

Surprive me Softhy: The Element of Surprive in Designing Musenm EXPErences .

Katalin Asvanyi — Zsuzsanna Fehér — Melinda Jaszberényi:

The Fanily-Friendly Museam: Musesiws throwgh £he eves of families oo,

Stefania Sroda-hMurawska — Elzhieta Grzelak-Fostlska — Leszek 5. Dabrowski
— Jadwiga Bieganska — Pawel Smolinski:
Caelfure-led regeneration ar a vital instrument for preserving the culfural beritage

of bisforical parks it Poland s,

Jerzy Gorzelik:
Heritagising the Vernacular in a Central Exropean Borderland: Woosden Charches

and Open-Air Muiserms in UPDer SHeii@ e

Alexandra Bitnsikova:

Culfural berifage ar a means of berifage fourisns Gevelgbment v,

In Practice

Milos Dudas:

The Stary of the Old RECtory it ZiliA couueecesssseserssesessmasssesssessssssasassssisssssasssssssasssssassssssans

Eva Gartnerova:

Typology and_Andience Engagement of University Gallorier i

Marianna Totkova:
Collections Mobility Todgy: How i fhe mobilify

of coliections enconraged in Slovakia and C7echia? v,

Svitlana Kryvuts — QOlena Gonchar — Alina Skorckhodova — Mykola Radomskyi:
The Phenomenon of Digital Art as a Means of Preservation

of Cralfrral Herffage WORES v ss

..... 2

41

. 81

119

135

145




The Phenomenon of Digital Art as a Means of Preservation
of Cultural Hentage Works

Svitlana Kryvats — Olena Gonchar — Alina Skorokhodova — Mykela Radomsky

As. Prof. Switlana Fooywuts PhDD,

Faeulty of Environment Design

Fharkow State Academy of Design and Arts
Wl Mystetstw, 8

G1002 Fharkivr

Ukrame

e-mail: svhdesignsvk{@gmail com

Prof. Olena Gonchar PhD,

Vice-Fector for Fesearch and International relations
Fharkov State Academy Culture

Bursatskyi nzviz 4

561057 Ehatkir

Ukraine

e-mail: helengo2006(@gmail com

As. Prof Alina Skorokhodowa PhD,

Faenlty Design of Arcchitectiral Environment
MNational University of Construction and Architecture
Vil Samska, 40

61002 Kharker

Ukraine

e-mail: alinask] 106(@nke net

As. Prof. Mykols Radomsky PhD,
Faeulty of Environment Design
Fharkow State Academy of Design and Arts
Wl Mystetstw, 8
61002 Kharkiv
Ukramne
e-mail: radomskynikolaiifllgmail com
Muzeoligia a kultirme dedicstve, 2021, 9:1:145-156
DO 1046284/ mkd 2021919

The Phenorwenon of Digital At ar a Means of Preservation of Cultural Heritage Works

The constant development of multimed:a technologies and, as a result, their rapid spread among coun-
tries around the world has been a general trend in digital art in the late tweatieth and early twenty-first
century. This phenomenon, as practice shows, comes out top among other creative actrities. With the
help of multimediz technologies it 13 possible to optinmize mnltumedia systems in Apuratire and mean-
ingful value relations. An important role hese is given to the development of a wigne multimedis “lan-
guage”’, which harmonionsly combines technicsl, creative and valne-oriented components.

This article presents an analysis of the nze of the submersmre method in solving scenario-design prob-
lems for the preservation of elements of culniral hertage through the nse of 3D mapping and wideo
projection in exlibition space design and for projections cnto the facades of arclutectoral landmarks.
The content of such wides projections and specific charactenistics of the artistic images they deaw npon
depend on the functionsl purpose of the context in which the interactrre work 15 presented. There re-
mams a need for greater scientific understanding of the phenomencn of nteractmve art, in the interests
of improTing professional design practices in the preservation of cultural hestage works.

Feywords: interactive art, submersive method, exhibetion space, design, cultural hentage.
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5 Kryvuts et al: The Phenomenon of Digtal Ast as a LMeans of Preservation of Cultural Heritage Works

Since the beginning of the twenty-first century, nteractive technologies have had a decizve
mfluence on the dissemination of information, the transnussion of events by artistic and com-
puter-based means, the reproduction of cultural values and the creation of new spectacular
scenarios that reflect hustorical and eultural events. Solving this problem from the standpoint
of the evolution of creatwe approaches to the dizclosure of exhibition material by vanons
means has ocoupied many scientists. Panl Basu and Sharon MacDonald were actively involved
i the problem of defining transformational processes in the formation of the information
field of the mmseum space!. The authors emphasize that despite the diversity of the authors’
professional expersence and the contexts of the exhibitions they write about, there was an ex-
traordinary sequence of arguments and cbservations i many aspects of ther work The :dea
of the growing disserunation of the exhibition experiment as attracting the mahiity of the
exhibition processes themselves 1s relevant in terms of coverage of expenmental interactive
concepts. The mtensification of the introduction of digital technologies, of course, contrb-
uted to the mass spread of interactivity in the creation of exhibition and nmsenm space, as
emidenced by a study by Inda Ntalla. Interactive techneologies, according to Inda Nralla, will
help mimprove msiter commumication, direct him to actrve participation within the exhibition
space and engage in social interaction®. The multfunctonality of 3D wideo projections — that
13, artistic images designed specifically for projection onto a contoured backeronnd such as an
architectural landmark — and  their development both as a means of commumication and as
works of art, has led to the identification of specific ways to reflect reality and helped to cre-
ate a “nmiversal” langnage of design solutions. Rapudly evolving, interactive technologies have
mtensified the search for new visnal means of formmng the emotional chimate of socio-cultural
space through new techniques and ways of syathesizing architectural and natural elements of
the urban environment nsing virtual technologies. The process of forming such syntheses 1=
complex and invelves both architecture and design.

In addition, one of the mamn tasks of today is the digrization of coltural heritage, the use of

works of art by means of wrtual reality, the creation of cyberspace, modeling projections of
2D and 3D images. All these concepts affect the development of new directions i the human-
ities, especially in the field of art education, and help to solve important problems of preserv-
ing world eultural hertage mn the form of virtual tonrs®. An important factor is the presence
of the theoretical justification of techniques and the means of taskling the design of special
effects in nmltimedia art. Researcher A —V. Kerow describes the fundamental aspects of creat-
g three-dimensional ammation, which include meodeling, wisnalization and the realization of
digatal works. He shows the directions in which design concepts are implemented in practice,
taking into account vanous techmiques®. S, Krywruts” work defines the svstem-forming factors

' BAST, Panl and MACDOMALD, Sharon. Introduction: Experiments in Exhibition, Ethnography, Arr and Seience.
In: Baso & Macdonald (eds.), Exbilition Experimenss. Oxford: Blackwell Publishing, 2007,

*NTALLA Irda Interactivity and andience experience in the modesn amsenm. In: B Krstiansen {ed.), Precseding:
of rhe Diveary Conference. Roskilde Universiry, Denmark, 2012, pp. 232-264.

I ZUPCANOVA, Martina and ZUPCAN, Ladislav, Kyberpiestor ako modemmi forma komunikicie. In: Mediha
seba greventicia @ budseanie individudlnehe fmiddy mezea, 21, 2014, p. 82

* KERLOW Isaac V. The Ar of 3D Comparer Aniwnation and Efecs. Wiley, 2009, p. 512
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which “... promote revealing of mechanisms of self-regulation within system of exposure™.

These should include: 1) elements that determine which parts make up the system itself; 2)
the form by which the degree of harmony is revealed; 3) a function that makes it pozsible to
identify the natire of the system as a whole; 4) content that expresses its concept, meaning and
purpose. Problems relating to the interconnections between nformation and communication
envirenments, multimedia design and modern soctetal eultire are considered by researcher O
Shlykova. At all stages mn the formation of the artistic image of a 3D-projection, the authors
creates the image through the prism of feelings, thoughts, preferences and professional exper-
ence. The creation of interactive worls of art i3 based upon the dynamues of their installation,
freedom :n the composiion of the matenal and the aesthetic significance of each element
anising from the professional movement of the camera or change of focus. As for the speaific
expressive accents, they are provided by the combination of reality and game that 1s charac-
teristic of 3D projections: the observance of balance in their combination makes the :mage
meaningful. That i, the general concept of 3D-image 1z of an artistic image-work that has a
certain influence on the formation of the audience’s impression.

The role of modern 3D wideo design in society is huge, because video projections perform
several important functions: they can be informative, emotional-entertaining, senuotic (sym-
balic), translational and a function of the aestheticization of both personal and social spiritnal
space. The weight of the above functions is analyzed i the paper “Cyberspace as a modern
form of commmmcation™. The anthors emphasize that important steps in the futre mnclude
1s not only ensuning easy access to digital collections, but alio bringng about a meamngful
change in the services offered by providing the exhibition with more detailed accompanying
texts, mnterpretve or educational interactve presentations. Only in thus way, will the virtual ex-
hibstion be of real benefit to the general public, and not only for researchers and students. L.
Kesner dezls with the problem of the quality of visnal perception of the proposed exposition
matenzl’. Observing that modern people are oversaturated with wisual stimmuli. Guven this, at-
tention should be paid to the quality of mmseum exhibite. The mam responsibility should be
the professionalism of interactive information services.

Therefore, it 15 adwisable to explore the posubilities of expenmental design developments
that reveal the content of the exhibition matenal by artistic means, taking mnto account the
above functions. In addition, 1t should be noted that the techmques of creatmg artistic images
on the basis of hyperbolization fll the modern wisnal space with effective and vivid artistic-graph-
1c, infermational projections. Hyperbolization enhances the impact of the nadesdying meaning
of mdeo images on the wewer from the beginning. The mam tocl here 15 a large number of
special effects, budt en wisual dlusions that make the wiewer believe in the created wideo pro-
jection. Thus, with the help of optical dlusions, designers toy to buidld a new reality; to discover
a new structure of things, thanks to which it 15 possible to emphasize the expressiveness and
* ERYWVUTE, Svitlana and GONCHAER, Olena. Polvfoactionality of 30 wideomapping as a new stmcmizal model
of commumucative infinence i a design enmisonment. In: el Themen for Kontesr der Enruictinng der modernen Wir-
semichaften: der Samm
Fouferenz, Dresden,
SV (2015). The role of media design in the formation of the exhibition space. In- Danilenko (ed) Bullnin of #he
Ms‘r{n: st Academyy of Derign o?.'f.‘a‘- A.vf:.'_ Collection of serensific works, Via. Kh:ESADA, p. 3641
¢ ZUPCAMOVA, Marena and ZUPCAN, Ladislav Fyberpriestor ako modernd forma kommnikacie Ino Medidles
seba precentdcia a budovanie individnalnebe fwidde mrizea, 21, 2014, p. 82,

* KESMER, Ladislav: Miuspune sl ¢ digindind dobé T nimdns sbragsl @ profvek soméni v sondabé spoledrarsi. Praha: Argoa
Mirodnd galerie v Praze, 2000..

p wivsensehafiicher Arkeiten UOTOZ" mu den Materialien der invernationalen wisrenschaftiich-praktischen
3 Janmacy, GO “Engopiische Wissenschaftsplartform”. Vol. 6. pp. 17-19; see also ERIVUTS,
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mformativeness of the environment. As the visual material of some of the spectacular interac-
trve works of art that already exst show, designers use vanous means of figurative expression,
among them:

* reception of colour contrast;

* reception of optical illusions;

* geometnic patterns in the form of lnes, points, spurals;

* compositions of constantly moving parts.

It should be noted that the wsually contradictory configuration of the elements creates a
conflict between the actual shape of the arclhutectural object and the shape that can be seen
i the mdeo image. Thns, the dlnsion 12 created of spatial movement, expansion and merging
of forms with the help of colour and tonal contrasts, chythmic repetitions and intersection of
spiral configpurations and hines. In addition, 3D wdeo projections can be budt that create an
interactive show with the participation of viewers. This imnnovative approach exploits the pos-
sibility of 3D-prejections to react to the movements of the spectators, mvelving evervone in
the game by means of interactive nideo control First of all, there 1s the effect of presence-in-
velvement, which arises from the great power of invelving the mewer in the constructed image
design through something that actually happens to the viewer and that has personal sigmificance
for him or her. The effect of presence-involvement can wirtually umite a huge andience, giving
a sense of ity and contnbuting to a certan form of empathy:

In the creation of interactive works, the function of aestheticization of both personal and
social spirimial space is the ability by means of a 3D displav to join aesthetic ideas and norms,
the ability to shape 2 person’s own aesthetic demand and, due to this demand, to develop an
active social position.

It should be noted that the translation function 13 becoming increasmgly popular ameong
modern viewers, because it helps to reveal the boundaries of knowledge and cultural informa-
tion through the use of virtual reality. The digital art of video projection, where 3D images cre-
ate the dlusion of multdimensional movement through the contours of any surface or around
these contours, 1z becoming widespread. By incorporating this ambrnous form of technological
art, almost any story can be told usmng the content of a butorical, coltaral or mythical event.

In today’s conditions, modera digital technelogies allow the prolongation of the lLife of any
work of art, especaally in the case of a nmisenm exhibition or exhibition space. Video projec-
tons can most quickly respond to contemporary problems, attract new wisitors, expand the
range of exposure. The use of mteractive techneologes to convey the concept of an exlubition
is of great interest to professional designers, curators and exhibition organizers. The infor-
mation function, 1n thus case, iwolves the development of 3D - human wisual enlture, which
contains a set of qualities aumed at the aesthetic perception of reality and art. In addition, the
ability to record and transmit 3D proceszes in the dynamics only confirms the abdity to convey
emotional impact, which is widely used to address the educational function, which mvelves the
dizsemination of knowledge, skills and ethical norms required of modern person.

The crganization of the architectural space design and its author’s concept are created with
the expectation that the spectators should feel as comfortable as possible on the one hand, and
experience the new, the unknown on the other. The concept of forming an interactive work
of art provides for the possibdity of a consstent and effectve “reconstruction” of the crginal
image, which thronugh certam temporal dimensions controlled by the designer, may be mam-
fested through the following charactenstics:
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* imncompleteness, an unspoken plot line;

*  the relative destructiveness of composite :mage presentation;

* tansformation of the overall composstion of video images;

* the openness of the structure of the architectural space to dizlogue with the viewer.

A striking example of the above is the multimedia exhibition “Avant-guard. Space of co-
louss and shapes “, an exhibition on the avant-garde which took place in 2014 at the ART Mall
shopping and entertainment centre in Ky, Ukraine. Episodes of images in the multimedia
performance revealed the art of the avant-garde in all its variety of colours, genres and direc-
tions. Works by prominent avant-garde artists such as Amedeo Modigliani, Vasyl Kandinsky
and Kazimir Malevich were presented at the exhibition, in a bespoke video projection designed
to be projected on the walls of the gallery by means of A-Sense technology (Fig 1-2). The
author of the project created an indsvidual artistic space through the preservation of authentic
cultural codes. The main concept s the reproduction of cultural hentage traditions by means
of modern visual culture.

Fig.l. a and b: Exbkibssion “dvant-garde. Space of colours and shaves”, ART Mall sbotping and enier-
2 2 %) ; IoPINg
tainiment center, Kyiw (2074).

The gallery was a huge 200m long multimedia space whose walls were entitely formed
of screens. With the help of 32 projectors, the necessary dynamic high-resclution images of
paintings by prominent avant-garde artists were displayed. A powerful server synchronized the
sound. The innovative creative characteristics, in this case, lay i the ability to reproduce flat
pantings in full three-dimensional volume. When forming video projections, light from the
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mmages of the characters of the pantings is easily percesved. Thanks to the accurate transfer
of colours and shapes and the effects of light and sound, visitors are surrounded by an atmo-
sphere of complete immersion in the space of the exhibstion.

The method of immersion, sometimes called submersion, centres on the effect of being
completely immersed in the atmosphere of the era or event being depicted; it is used in the
design of an artistic image that includes the viewer’s imagination and mvites It can be used to
express the meaningful scenario of an exhibition exposition by incorporating the spectator mto
the mtegrity of the exhibition space. The author’s idea 1s aimed at awakening the live interest
of the viewer, to manifest his or her personal experience from the interactive show: It is this
orientation of the viewer to the plot of the exhibition and hss or her complete immersion with-
1 1t that distinguishes the submersive method from others approaches. A cognitive interactive
story about the characteristics of styles and directions of avant-garde art was presented at the
multimedia exhibition, by means of music namely (interpretations of famous classical works,
light jazz and modern dynamic compositions) to allow viewers to navigate what was happening
on the screens, as well as contribute to the formation of stable value-orieated components.

Given the realities of today; i1t can be noted that the role of media design as a phenome-
non of medern culture 1s actively growimg. Rapid changes in this direction allow us to :dentify
ways to optimize its growth. As shown by the matenal of the developed project proposals, 1n
addition to the above components, the criteria for evaluating multimedia art in the exhibition
system are: scrpt, multimedia communication language, intesface, functionality and ergonom-
ics (usability). The system-formng factor plays an important role in shaping the design of the
exhsibstion space with the use of interactive technologies. It affects the quality of interaction in
the system “‘personality - soctety - culture”.

Fig. 2: Exbibition of works by Vincent van Gogh: Center for Digital Art LiAtelter des Lumiéresihis, Paris (2079).%

It should be noted that i the process of creating a design of 3D mmages, designers seek to
enhance the perception of video projections and encourage the wiewer to take the necessary
action. In this case, the creation of images is solved on the basis of hyperbolization. This
technique 1s actively used by designers from around the world, filling the modern exhibition
multimedia space with effective and bright artistic and graphic, informational projections. The
technique of hyperbolization enhances the impact of the underlying meaning of video images
on the viewer from the outset. In addition, the hyperbolization of video images is characterized
by a significant reduction or increase i the size of the desired shape and the number of its

pasts (Fig. 2).

* Accessed March 13, 2020, hetps:/ /worwcazrieres-lnneres.com /en /van-gogh-starsy-mught [13.3.2020]
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Video projections create amazmg optical dllusions throngh the play of Lght and help to
expand the posubilities for transformuing the exhibition space chosen for the design. Thus, we
can note the system-forming factors inherent mn medsa design, which contnbute to the identifi-
cation of mechanisms of self-regulation within the exposure system. These include:

* elements that deternune which parts create the system atself;

* the form by which the degree of harmony of mmages i1s revealed;

* a function that makes it possible to 1dent.b.' the namire of the system as a whele;

* content that reveals the concept of artistic nmmltimedia work;

* submersion method, which determumes the degree of immersion in the interactive world
of the video laroiections

The authors of the project, possesung professional-level means of artistic expression, har-
monionsly combine the presentation of static and dynamic information. The ability to work
within the compositional pasametess of space and time allow exhibiton designers to play with
the rhythm and pace of the story in &2 multimedia virtual environment. This approach 1= typ-
tcal of interactive art, where the temporal component 13 more compressed and its speed i3
many times greater than in reality. The combination of text, graphic language, animation and
mmsic - with the help of mteractive andio-wisual technologies that have the mamnmm mmpact
on the wsitor - contributes to a breadth of coverage that can appeal 1o a wide vanety of tar-
get andiences. As a result, the design of the exlbition space, created by means of mnteractive
technologies, is designed to connect all these multifaceted and highly specizlized components
mto a single whaele, functionally and compositionally: It 13 modern interactve technologies that
determine the nature and direction of todays mass commmmeations. The mnfluence of digital
art affects the processes of translation of culmiral values and the task of preserving the works
of great masters of the past and present.

The project practice of todays famous masters has shown that in the context of global-
tzation, many professionals and ﬁ.ld..ng design solutions for the wisualization of abstract, fan-
tasy-based or realistic artistic concepts and images. The media design of the exlibitton space
allows the creation of interactive multimedia complexes, spectacular exhibits and interview
films. Such exhibitions are full of information for wisitors of different educational levels and
take a modern approach which, if submersive design methods are used, surrounds wisitors in
the world of digital art, allowing them to travel in the time throngh dimensions of the pastand
present. At the same time, mteractivity, which is a nmque feature of nulimedia technologes,
fundamentally changes the viewer’s perception of the internal or external space of objects.

It should be noted that ameng the main digital technologies a sigmificant place 1s cccupied
by 3D mdeoc mapping It has become a powerful artistic means of reproducing high-quality an-
tmations that transform the image of real architecture inte 2 dynamic virtal 3D environment.
Today, thanks to this technology, designers have the ODPDIU'I-JJ."." to work on images that can
be both simple-abstract and complexz-modulated. Masters in this field modulate the design of
3D wdec mapping, which has its own indimdual image, nsing the following approaches: the
contextual approach and the ironic-game approach.

Let us consider them more carefully. The contextual approach is based on the interaction of
the natural context with architectiral or landscape objects and takes into account the following
indicators:

. Spatial openness. This indicator allows the designer to explose the most import-
ant characteristics of the natural or architectural abject through 3D widec mapping nang the
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techniques of transformation, modularity and cyclicity (Fig. 3-4). In the examples below;, the
wltimedia video sequence designed to be projected onto the facades of landmark architecture
1s created as several separate images that enable a stereo effect.

Fig. 3: Technsgues of frangformation, modsiarty, cyclicity sn 3D video mapping design. BORDOS_4RTWORKS af

Sereen Cigy Festival 2013, Stavanger, Norway.”

Fig. 4: Techuwiques of transformation, modulaniy and cyclicity in 3
ping Festival 2012, Geneva (Museum of _Art and History)."

e  Historical context. The nature of the design concept of 3D wvideo projection is in-
fluenced not only by the present, but also by important eveats of past years. The composition
of the 3D mmage has its own features associated with the geographical, ethno-cultural and other
charactenstics of the region in which they are created (Fig. 5).

Fig.5. BYBLOS 3D Project Masping on the water, Byblos-Jibail, Lebanon.'

A staking example of water video 1s the BYBLOS 3D Projection Mappimg event celebrating
the 8000-year history of Byblos-Jibad, a UNESCO World Heritage Site and one of the oldest
caties 1n the world. The 3D-project was intended both to have 2 positive impact on tourism and
to showcase contemporary technological innovations. The design, by Studio Mr. White and M-
nus5 Architects, gave central importance to the architectural heritage of Byblos, choosing the

redieval fortress in the centre of the old port as a medium on which to project specially offer
designed 3D video above the water’s surface. The narrative concept of the design focused on
expressing each historical period of the aity; with historical events depicted in such a way as to
? Screenshots from video, accessed at hrtps:/ /wwwyontube.com/watch?vr=thCA:3ANBPS, accessed March 13,
2020.
' Accessed March 13, 2020, hetps:/ /wwwrontube.com /watch?r=n36cpSmtic
)

' Accessed Macch 13, 2020, hetps:/ / studiomawhite com /8000-yeacs-old-ciry-celebrates-heritage-and-futuze /
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reveal visnally the eszence of those tumes. The flow of plot sequences presented newers with
a series of nnexpected wisual mulimedia compositions while mamtaiing interest throughont
the show

. Cultural context. The mam result of this indicator 1= the ability to reveal the content
of socio-cultural reality through the creation of an artistic image of the environment. Thus
task affects the public consciousness of both the designers and the wewer. That 15, there 15 an
oppertuty to form a commen sign system that helps to enter mto a dialogne with the wiewer
(Fig. @).

Among the masters who pursue continme the theme of how generations connect through
historical works of art, it 13 worth mentioning artist Paolo Burom, who designs images for
projection onto the facades of architectural landmarks in the city squares. He undertakes com-

nssions for events such as the Vemice Biennale and has created 3D wideo mapping for the
cities of Budapest, Istanbul, Paris and Seoul The mam idea behind Buroni’s work iz the use
of three spatial dimensions in the interachion between the projected images and the surface
of architectural structures. In his mdeo projections, bulding facades become an mtegral part
of the creative event. Using ancient facades, the artist reveals the content of cultural events,
directing the attention of the andience by means of immersive techmgnes. For example, lus
annual interactive performance in Piazza di Fabnane, which now in its fifth vear, has become a
cultural spectacle on an mternattonal scale.

The general concept behind the auther’s 3D mmages 1s the creation of an image-work
that influences the formation of the andience’s inpressions and, if necessary, induces par-
ticipants to engage in certain achons according to a narrative scrpt (Fig 6). Using collage
techmiques to create 3D projections from fragments of images, Burom develops compositions
from the pantings of historical masters, reworking them to present new forms and encourage
fresh mdividual perceptions of the lustorical object. Paclo Burons calls his work “arte visual”,
remumscent of a tup around the woild through the past acluievements of the works of great
masters.

Fig.6. Inferaciive performance in Piagon & Fabrians, aréist Pasle Burani '

It should be noted that the author of the project creates hiz composition in such a way that
the viewer percerves the desipn of 3D images on the surface of buddings not only in space
but also in time, in motien. To see the video images, viewers need to move, to walk around the
bulding, constantly ezpenencing angles, changming pomts of wiew and unexpected expressive
mmages of culual and histencal content. Burony, throngh the alternaton of pictires, wirtually
“pants” the route along which spectator move, at the same time permutting thewr relative free-

¥ Accessed Masch 13, 2020, hetps/ fororenstack] 200 com /public /uploads /procesione_di_immagn: di_grand:_di-
mensionipg, http:/ fwwrwstark] 200 com /public feploads /151301 2064 jpe

4=~
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dom and presenting them with unexpected emotional discoveres. Moreover, the zuthor forms
projections of images by planar plans which change interactvely.

Among Paolo Buronis latest innovations are the interactive video images at the Diocesan
Museum of Venice (2017), near St. Mark’s Square, in which he combines video projection, a
3-dimensional soundscape and olfactory effects to present the famous figure of Venetian mu-
sician Antonio Vivaldi. Buroni’s design concept represents an mnovative form of interactive
art, a completely new way to recreate cultural hentage. The formation of this composition
of images, sound and smells 1s associated with the activation of memory and imagination of
both the artist and the viewer. Premonition of the expected and the surprise of discovertes
contribute to the pleasure arsing from the 3D wideo mapping and create nnique impressions
(Fig. 7). The meaningful openness of this interactive artistic work contributes to the formation
of the wiewer’s understanding of the relationships between code systems and signs, providing
a methodical education by means of professional art.

. K —

Fig.7. Diocesan Musewm of Vemice®

Thus, the analysis of the above projects shows that in recent years it has become especially
important to study the genesis and dynamics of the development of 3D wideo images 1 the
works of artists from various countres, which can be expressed through the following indica-
tors:

the expressive plasticity of graphic projections;
a variety of conceptual ideas;
an mnovative character;

the abality to interpenetrate spaces;

" Accessed Mazch 13, 2020, hep:/ /wwrwcentralpale com /2017 /04 /viva-vivaldi-a-venezia-il-prmo-mapping-di-in-
tecni-al-mondo/
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* a strong conceptual idea;
* orignal :deas about form, space and tme.

To fully realise the above tasks professionally, it 13 necessary to deternune the logc of the
built mmsenm space, with emphasis on creating images that can display the necessary informa-
tien i an easily accessible war.

Thus, through interactve artistic images of the archrtectural environment, socio-cultaeal
reality influences the public consciousness, with 3D wideo images becoming an important com-
ponent i the overall composition of the exhibition or nmsenm space, which in turn contrib-
utes to updating the cultural and histenical content of events and the dissemination and rmprove-
ment of valuable components of cultural hentage.

Digital art has a huge role in inflnencing the mformation of values in modern socety. According
to the Kryruts and Gonchar: .. Synthesis of the image of 3D mideomapping evelves from the
synthesis of sound and images mto the synthesis of a new structural model of environmental
reflection, which, with the help of multimedia technologies, combines mto a single umage,
document and game™ ™. Multimedia audiovisual tocls and technologies have enormons poten-
tial in terms of preserving and transnutting cultural hentage. It should be emphasized that the
harmeonious, holistic combmation of multimedia system, in conjunction with professional de-
sigm solutions for exhibition or nmseum spaces, is changing the ponciples according to wlich
exhibitions are percerved, as well as demarking a clear divizsion between author and wiewer

Thus, the development of new methodological approaches to the optimization of media
design projects that contrbute to the development of nmltimedia culture and the formation
of new cuteria for its evalnation becomes relevant. In additon, a characteristic of modern
mteractive commulication systems is that they bring together different eultures and promote
mmtial understanding between people. Multimed:a systems are found in an ever-wider sphere
of mfluence, and this is due to the vanety of audiovisual media. Immersme exhibitions directly
affect the mewer, changing people’s behavior and lifestyle. The phenomenon of interactive sys-
tems is such that, by influencing consciousness they form a new wotldview and outleok. Digiral
art, a3 a commuucation the culture of today, creates new opportumities for the maziomm
degree of immersion of the mewer mn the mteractive world, enconraging him or her to undergo
personal expenences. The “social” natre of 3D wideo images helps to create a new scciotype
of person with stable signs of personal perception in modern conditions for the formation of
mnformation and cultaral space.
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