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This paper examines the modern advancements in video shooting and
editing technologies, emphasizing the transition from traditional filming
techniques to Al-assisted and mobile-optimized approaches. It explores key
trends in high-resolution cinematography, video stabilization, and the impact of
artificial intelligence on automation and editing processes.

VY cyuacHOMY CBIT1 BiJICOKOHTEHT € OJIHUM 13 HAUMOTY>KHIIINX 3aC00IB KO-
MYHIKallii, 10 BUKOPUCTOBYETHCS B KIHOIHJIYCTpIi, peKjiaMmi, MeJlia Ta COLlialb-
HUX Mepexax. Po3BUTOK 1u(poBUX TEXHOJOTHA 3pOoOMB BIJICO3WOMKY Ta MOH-
Ta) OlIbII JOCTYITHUMU Ta €()EKTUBHUMHU, a IIOPOKY 3’ SIBISIOTHCS HOBI 1HCTPY-
MEHTH, 1110 (POPMYIOTh aKTyalIbH1 TPEHIH B 11iH cdepi.

Po3BuTOK KiHEMaTorpagiqHOro BiJIe0 aKTUBHO MPOCYBAETHCS 3aBIASKH BU-
kopuctanHio texnosoriii High Dynamic Range (HDR) Ta Bucokoi po3auibHOI
3natHocTi 4K a6o 8K. Bcee Oinbliie Bijieo CTBOPIOETHCS 3a JIOMIOMOTOI0 KiHEMa-
TorpadiuHuX Kamep Ta 00'€KTUBIB, SKI JO3BOJISIIOTH OTPUMATH MOKpPAIICHY SK-
1CTh 300pakeHHs. BaxxuBy poJib BIIITPAIOTh TEXHOJIOTIT IITHOOKOTO KOJIHOPY Ta
PO3ILIMPEHOTO JUHAMIYHOTO Jl1ala3oHy, 10 3a0e3MeuYyrTh PealiCTUYHICTh 30-
OpaXke€HHs, a TaKOX MPOrPaMHI aIrOpUTMH OOPOOKH, SIKI MIABUUIYIOTH JE€Tali-
3aIil0 Ta MOKPaIlyIOTh Mepeiady KOJbOPiB HaBITh 32 YMOB HEIOCTAaTHHOTO OCBI-
TJICHHS.

OmHuM 13 KJIIOYOBUX TPEHIIB € ajarTailisi BIACOKOHTEHTY IMiJ MOOUIbHI
matgopmu. Beprukansauii ¢popmar Bigeo (9:16) craB crangapToM Juisl collia-
apHUX Mepex, Takux sk TikTok, Instagram Reels 1 YouTube Shorts. Kpim Toro,
CIIOCTEPITAETHCS ONTUMI3AIlSl KOHTCHTY JUISl TIIBUIAKOTO CIIOXWBAHHS, 110 MPO-
SBJIIETHCS] Y CTBOPEHHI KOPOTKUX BIJICO 3 THTEPAKTUBHUMH €JIEMEHTAMMU.

[HHOBaIT y crabimizariii 300paxeHHsT 3HAYHO TOKPAIIWIN SIKICTh BiJ€O,
3poOMBIIH HOTO OLIBIN TIABHUM 1 TipodeciiitHuM. BukopucTaHHs eneKTpOHHOI
Ta MexaHI4Hoi crabimizamii (Steadicam, gimbal, mporpamHi anropuTMu) 103BO-
JIsi€ YHUKATH HeOa)KaHUX TPEMTIHb 1 3a0e3neuye 4iTKy KapTUHKY HaBiTh Yy CKJia-
JHUX YMOBAaX 3MOMKH.

[IITyyHuii 1HTENEKT TaKOX BIJITPAE BAXKJIUBY POJIb Y BiJ€03HOMIIL, T03BO-
JSIFOYM aBTOMATUYHO KaJAPYyBAaTH CIICHU, MOKPAIyBaTH SIKICTh 300pa)K€HHS, a
TaKOX PO3IMi3HaBaTH 00JMYYsl Ta 00'€EKTH B peajbHOMY 4aci. PO3BUTOK IITYy4HO-
ro 1HTEJIEKTY y BIJI€OMOHTAXKI1 BIJIKPUBAE HOBI MOXJIMBOCTI, 30KpEMa aBTOMAaTH-
YHUII MOHTaX Ha OCHOBI aHajli3y KOHTEHTY Ta MOKpAIlEHHS I'€HEpaTUBHUX Bi-
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neotexHoorii, Takux sk Deepfake ta Al-animamis. Ile mo3Bossie 3Ha4HO CKO-
poTUTH Yac OOpOOKH BiJIeO Ta IMiJBHUINUTH SIKICTh KIHIIEBOTO MPOIYKTY. ABTO-
MaTH3allisl POIECIB MOHTAXY CTa€ BCE OLIBII MOMYISIPHOIO 3aBIISKH BHKOPHC-
taHHIO Al-penakTopiB, Takux sik Runway, Magisto Ta Adobe Sensei. Bonu no-
3BOJISIIOTH aBTOMATHUYHO BUPI3aTh (POH, MOKPAILTyBaTH 3BYK 1 3/[1IHCHIOBATH MOH-
Ta)< Ha OCHOBI IITYYHOTO 1HTEJICKTY.

Cy4acHuil BiJICOMOHTaX 3J1HCHIOETHCS 32 JIOMOMOTOI0 MPOGECIHHOTO MPo-
rpamMHoOro 3abe3nedeHHs, Takoro sik Adobe Premiere Pro, DaVinci Resolve Ta
Final Cut Pro X. Ili penakTopu MpomnoHYyIOTh MIUPOKUN CIIEKTP MOKIMBOCTEH,
30KpeMa KOJbOPOKOPEKIIiI0, MACKYBaHHS, TPEKIHT 00'€KTIB Ta 1HIII IHCTPYMECH-
TA I TIOKpallieHHs Bifco. Bce Oinblne yBaru NpUIUISETbCS aBTOMATHU3allli
IIPOLIECIB, 30KPEMA IHTEIEKTYaJbHOMY aHali3y KaJpiB, HOKPAIIEHHIO SKOCTI 30-
OpaxeHHs 3a qonomororo Al Ta mBuaKoMy peHaepury. OkpiM TOro, IHTerpa-
IIisl 3 XMapHUMH CEPBiCAMH CIPOIIy€e KOJabopaTuBHY poOOTY, TO3BOJISIIOUYH KO-
MaHJIaM pelaryBaTH MPOEKTU Yy peaJbHOMY Yacl HE3aJIEKHO BiJ JIOKALIIi.

Bizyanbni edextu (VFX) ta CGI craroth Bce OUIbII MONIMPEHUMH Y Bi-
neonpoaykiii. Bukopucransus TexHosoriid motion capture, 3D-aHimarrii Ta iHTe-
rpauist 3 AR/VR BiIKpuBaIOTh HOBI MOXIJIMBOCTI ISl CTBOPEHHS YHIKAJIbHOTO
KOHTEHTY. BIUIMB BipTyasIbHOI Ta JIOMOBHEHOI peajibHOCTI CTa€ BCe OUIBIN Bij-
YyTHUM y c(epi BiI€OBUPOOHMIITBA, /e BUKOpUCTaHHS 360-TpagyCcHOro BiJICO
3MIHIOE TIX1/1 IO CTOPITENIHTY.

BruvB BipTyalibHOI Ta TOMOBHEHOI PEANIbHOCTI CTA€ BCE OUTBIN BiTUyTHUM
y cdepi BigeoBupoOHuITBA. [HTErpartis VR-Bigeo y cdepy ocBiTH, TPEHIHTIB Ta
pO3Bar BIIKpPUBA€E HOB1 MOKJIMBOCTI JIJIsI B3a€MO/IIi 3 KOHTEHTOM, a BUKOPHUCTaH-
Hs 360-TpagyCHOrO Bi/I€0 3MIHIOE MIAXIJ A0 CTOPITEIIHTY.

TexHOJOrIYHUN TPOTPEC CYTTEBO 3MIHIOE BIJIEO3MOMKY Ta MOHTaX, BIJK-
pPUBAIOYM HOBI MOKIIMBOCTI JJi IIpoecioHaliB Ta amaTopiB. [HTerpamis mryy-
HOTO 1HTEJNEKTy, PO3BUTOK MOOUIBHUX IUIaTpopM Ta BHOpoBakKeHHS VR-
TEXHOJIOT1i 3MIHIOIOTh MIJX1J 10 CTBOPEHHS KOHTEHTY. MaiiOyTHE BiJI€OBUPOO-
HUIITBA TIOB'A3aHE 3 aBTOMATH3AIIIEI0, MIEPCOHAIIZAIIEI0 KOHTEHTY Ta €KOJIOT14-
HOIO BIJMOBIIAJIBHICTIO, 10 POOUTH 1110 chepy OCOOJIMBO MEPCHEKTUBHOIO JIJIs
MMOJAJIBIINX JOCIIKEHD.
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