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The publication examines the theoretical foundations of generative
graphics as an independent direction of modern digital art. Key concepts are
analyzed: algorithm as an artistic medium, the role of randomness and systems
in the creative process.

The specifics of real-time rendering and its advantages compared to offline
rendering in the context of interactive media art are studied. The evolution of
digital art is traced — from video art of the 1960s to modern interactive
installations, and the main areas of application of generative graphics are
described.

I'eneparuBHa rpadika — HanpsiM UGPOBOr0 MUCTELTBA, Y SIKOMY XYIOXK-
HIl pe3ynbTaT (GOPMYETHCS 3a JAOMOMOTOI0 aJTOPUTMY 200 aBTOHOMHOI CHCTe-
MU, IO Ji€ BIAMOBITHO JI0 3a3/aJIETiAb 3aJJaHuX TPABWII 3 €JIEMEHTaMH BHUIIAI-
KoBocTi. HaliGibpI1 TOuHE BU3HAYEHHS 1IbOTO sBHIIA 3arnpornonyBaB dimin ["a-
nantep y 2003 pori: reHepaTUBHE MHUCTEUTBO — II€ «Oy/Ab-SIKE€ MUCTEUTBO, Y
SKOMY XYJOKHUK BHUKOPHUCTOBYE CHUCTEMY, TaKy SIK HaOlp MPUPOJHUX MOBHUX
paBuj, KOMI IOTEPHY NPOrpamy, MalluHy Yu 1HIIUN TPOLETYPHUN MEXaHI3M,
SIKUW BCTAHOBITIOETHCS B PYX 1 MPU3BOUTH JI0 3aBEPIICHHS XYI0KHBOTO TBOPY»
[1].

ANTOPUTM y TE€HEPAaTUBHOMY MUCTEIITBI BHCTYIIA€ HE MPOCTO TEXHIYHUM
IHCTPYMEHTOM, a MOBHOIIIHHUM CIIBaBTOPOM XYAOXKHBOTO Tporecy. Kopucty-
Bay BH3HAYA€ MEXI U JIOTIKY CUCTEMH, TOJIl SIK caMa CUCTEMa TeHepy€e KOHKPET-
HUH Bi3yalIbHUM PE3yIIbTaT.

[ananTep, CIUParOYUCh HA TEOPiO CKIagHHMX cucteM Mappi [emn-Manna
ta Ceta Jlnolina, 3ayBaxkye, 110 HalO1IbII BUPA3HI T€HEPATUBHI TBOPH MOEIHY-
I0Th YNOPSAKOBaHI MpaBHia Ta CTOXACTUYHI €JIeMEHTH — MOAI0HO 10 TOro, SIK
010JIOT1YHE JKUTTS MOEHYE TeHETUYHY JAETEPMIHOBAHICTh 1 MiHIUBICTH [1]. Bu-
MaJKOBICTh € HE BaJIOI0, a XYJ0XKHIM 3aco00M: BOHa 3a0e3neuye YHIKaIbHICTh
KOXHOTO KaJIpy UM CTaHy CHCTEMHM, BOJIHOYAC 30epirarouu po3ni3HaBaHUM Xapa-
KTep POOOTH.

BuToku reHepaTuBHOTO MiAXOy BUXOATH TaJeKO 3a MEX1 MU(PPOBOi ermo-
x#. Yropcbko-(paHiry3pka xyaoxkuuis Bepa Monnap me y 1940-x pokax cuc-
TEMaTHUYHO JIOCIIKyBaja HECKIHYEHHI Bapiallii reoMeTpuyHux (GopM, KOHC-
TPYIOIOUH B ySIBI T€, 10 BOHAa Ha3uBajia «machine imaginaire» — ysiBHa MaIlI1HA.
[TiznHime BoHa ocBoina MoBU mporpamyBanHs Fortran 1 Basic, mo0 peanizyBatu
111 1711 3a monoMororo tiotepa. [lapanenpbHo MareMaTuk Ta XyAOKHUK Dpinep
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Hake y 1960-x pokax OJHUM 13 MEPIIUX BUCTABUB KOMII IOTEpHY I'padiKy, BH-
KOHaHY 3a JIONIOMOT010 Mpenu3iiHoro miorepa Zuse Graphomat 7264 [2]. Li no-
CJIIIHUKY 3aKia)id PyHIaMEHT, Ha SKOMY BUpPOCJa CydyacHa KyJbTypa reHepaTu-
BHOT'O Ta aJITOPUTMIYHOT'O MUCTEIITBA.

[TpuHIMNIOBa BIAMIHHICTH MIXK O(JIaliH-PEHIEPUHTOM 1 PEHIEPUHIOM Y pe-
QTBPHOMY Yaci BH3HAYa€ HE JIMINE TEXHIYHY, a W XYJOXKHIO MPUPOIY TBOPY.
OdnaitH-peHIepuHT — 1€ MOoNepeaHE 00UNCICHHS 300paKeHb 13 MAKCUMAaIHHOIO
aKicTio 0e3 oOMexxeHb y yaci. Pernep y peaibHoMy 4aci nepeadaydae reHepariiro
300pakeHb «Ha JHOTY» 31 MBUAKICTIO HEe MeHIe 30 KaapiB 3a CEKYHIY, IO J10-
3BOJISIE TJIs/IaY€B1 B3aEMOJIIATH 31 CIIEHOIO B MOMEHT i iCHYBaHHS; TBIp IepecTae
OyTu 3aiKCOBaHUM 00’ EKTOM 1 CTA€ KUBUM MPOIECOM [3].

[HTEepaKTUBHICTD y peaJbHOMY Yaci MEPETBOPIOETHCS HA MOBHOI[IHHUHN XY-
JO’KHIM 1HCTpyMeHT. CucTeMa 371aTHa OTPUMYBATH BXIJIHI J1aHl — 3BYK, 300pa-
YKEHHS 3 KaMepH, CUTHAJIM BiJl JATYMKIB, )KECTU — 1 IIBUJKO TpaHC(HOpPMYBaTH iX
y BizyanbHMil Biaryk. TouchDesigner, cepeaoBuile po3poOKM BiJ KOMIaHii
Derivative, € OAHUM 13 NPOBIAHUX IHCTPYMEHTIB JJIsl TOOYAOBH TaKUX CUCTEM:
maTgopma J103BOJISIE 3aXOIUIIOBATU JIaHl 3 PI3HOMAHITHUX MPUCTPOIB y peajib-
HOMY 4Yacl Ta IHTerpyBaTu BIJICOKOMIIO3UTUHT, 3D-peHIEepUHT 1 YIIpaBIiHHA 30-
BHIIIHIMHU JIeBalicaMH B €IMHOMY CepeJIoBHIII. MejiacepBepu pealbHOTO 4acy
JTIO3BOJISIIOTh KOHTEHTY «IOBOAMUTHCS K mepdopmep, a He SK KapTUHA» — pea-
TYIOUd, CIyXawuu Ta GYyHKIIOHYIOYH 3 33JJaHUM CTYIIEHEM MpOIeAypHOCTI [3,
4].

Peaxiiisi cucteMu Ha 30BHIIIHI JaH1 MIPUHIIMIIOBO 3MIHIOE TIPUPOY TUIsIIa-
1bKoTo JTocBiay. Komm iHCTamsis BIAMOBIa€ Ha MPUCYTHICTD JIIOJAUHU — i1 PYX,
roJioc, TOPKaHHS — BOHA BCTYMA€E B J1aJ0T, CTUPAIOYM MEXY MK CIIOCTEpIrayem
1 TBopoM. Cawme 1110 i€t0 peanizyBaB Ham [xyn Ilaiik y pannHix podoTtax moi-
ono 1o «Participation TV» (1963), ne 3Byk risgada TpancopmyBaBcs y rpadi-
YHUI MaJIFOHOK Ha €KpaHi TelieBizopa. Y TOMy X poIli Ha BucTaBIi «Exposition
of Music — Electronic Television» BiH mpeacTaBUB MaHIMyJIbOBaHI TENEBI31iHI
npuitMadi, J1e TJIsAIa49i MOTJIM BIUIMBATH Ha 300pa)xeHHS depe3 MiKpodoH abo
MeIAUTbHUNA IEPEMHUKAY.

VY 1970 — 1980-x pokax BijicoapT €BOJIIOI[IOHYBAB BiJl JOKYMEHTAIlli mep-
(dhopMaHCIB 10 CAaMOCTIHHHMX IMPOCTOPOBUX THCTANALIN. XYT0KHUKH MTOYAIH JI0-
CIKyBaTH crieru@iuHl BJACTUBOCTI €JIEKTPOHHOIO 00pa3y — MOro 4acoBICTb,
MIHJIUBICTb, 31aTHICTh 1ICHYBaTH OJIHOYACHO B KIJBKOX MICHAX. TE€XHOJOTTUHMIMA
Iporpec — MmosiBa JOCTYITHUX KOMIT IOTE€PIB, CHHTE3aTOPIB B1JICOCUTHAITY, Mi3Hi-
e rpadiyHUX TPOILECOPIB — MOCTIMHO PO3IIMPIOBAB XYI0XKHIO MOBY. [Iporpa-
MHE 3a0e3leyeHHs 3 BIIKPUTHUM KOAOM, 30Kpema Processing, Pure Data Ta
VVVV, mo 3’sBummcs y 1990-x — 2000-x pokax, 3poOuI0 reHepaTuBHE MHUCTE-
IITBO JOCTYITHUM JIJIsl XyIOKHUKIB 0€3 TIMO0KOI TEXHIYHOT MIATOTOBKH, BIJKPH-
BIIIK HOBY XBHJTIO IIU(POBOI TBOPUOCTI.

Tpanchopmaris poii riasgada € OJHIE 3 HAWBAKJIMBIIIMX TEHJCHINHN B
eBOITIOITIT IpoBOro MUCTENTBA. TpaauiliiiHa MOJeIh «XYI0KHUK — TBIp — Ma-
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CUBHUM IJIsiiau» MOCTyHUiacs MICHEM Tpiall «XyJOXHUK — CUCTEMa — ydac-
HUK». [le#t 3cyB BigoOpakae mupIi KyJbTYpHI TE€HACHIII y4acTi Ta CIIBTBOP-
YOCTI, 1110 TPOHU3YIOTh ITU(PPOBY KyAbTYypy nmoyatky XXI cTomITTS.

MeniaincTansiii € HalOUIbII PO3MOBCIOKEHUM TI0JIEM 3aCTOCYBAaHHS Te-
HepaTUBHOI Tpadiku B peanbHOMY 4aci. TyT cuctema oTpuMye JaHi mpo IpocTip
Ta BIJIBIlyBauiB 1 (JOpMy€e YHIKaJIbHUN, MOCTIMHO 3MIHHUU Bi3yaJlbHUH Ta 3BY-
koBui manamadT. CydacHi 1HCTANAINT 3aJ1I0I0Th TEXHOJOTII KOMIT IOTEPHOTO
30Dy, PO3Mi3HABAHHS Tijla Ta MAIIMHHOTO HABYAHHS, POOJISYN B3aEMOJIII0 Jeai
TOHIIIOIO Ta MPUPOIHIIIOO.

[lepdopmancu ta VIing — e ogHa Kiro4doBa cdepa, e reHepaTUBHA Tpa-
¢bika BUKOHYE POJIb )KHBOTO BI3yaJIbHOTO CYNPOBOAY MY3HKH a00 TeaTpaibHOi
aii. VI (video jockey) y peaibHOMY 4aci MIKIIye Ta TpaHC(HOpMYe BizyalnbHUI
MOTIK, pearyrouu Ha pUTM, HACTpIi 1 eHeprito Buctymny. TouchDesigner 3aBasku
HatuHIA miaTpumii MIDI, OSC ta ayaioananizy € CTaHAApPTHUM 1HCTPYMEH-
TOM JijIs1 TakuX nepdopmancis [3].

ApXITEeKTypH1I Ta cleHorpagiyHi MPOEKTH CTAHOBJSTh TPETIO 3HAYYILY
chepy 3actocyBaHHs. Meniadgacaan XxMapodociB, MPOEKIII HA CIIEHIYHI KOHC-
TPYKLIi, TUHAMIYHE CBITJIOJU3aHEPChKE O(OPMIIEHHS BEIMKUX 3aXOJIB — yCe
1€ BUMAra€e CUCTeM, 3JJaTHUX YMPaBIATH MAaCUBAMU MIKCEIbHUX JaHUX Yy peajib-
HOMY Yaci, aJjanTyBaTUCS O MPOCTOPOBUX YMOB 1 CUHXPOHI3yBaTHUCS 3 1HIINM
obnaananasaM. [Tnargopmu Ha 3pazok TouchDesigner 3a6e3neuytoTh MiATPUMKY
MYJIBTUIUCIUICHHUX cepeoBulll, TpoTokoniB DMX ta Artnet, o poOuts ix je-
dakTo cTaHgapTOM y ranysi ciieHorpadii Ta event-rexHoJor1i [3].

TakuMm yrHOM, reHepaTUBHA rpadika B pealbHOMY Yaci € He IPOCTO TEXHi-
YHUM IHCTPYMEHTOM, a MPUHIIMIIOBO HOBOIO XYJOKHBOIO MOBOIO, HIO Tiepe-
OCMUCIIIOE BITHOCUHH MIXK XYyI0XKHHKOM, TPOEKTOM 1 TJsigadyeM. AJTOPUTM BU-
CTymHa€ SIK MapTHEp — BIH peaidye XYAOXHIH 3aayM, BOJHOYAC AOJAIOYH JI0
HBOTO BJIACHY HeTepen0auyBaHiCTh 1 CKIaIHICTb.
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