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The article explores the role of virtual instruments in modern media
production, particularly in music production, sound design, and other forms of
audio content creation. It examines how software-based instruments, ranging
from synthesizers such as Omnisphere to large sample libraries in Kontakt, have
transformed contemporary creative workflows. These technologies enable the
real-time generation of complex sound textures and flexible musical structures
for multimedia environments. The study also discusses the main technological
approaches used in virtual instruments, including sampling, digital synthesis,
and physical modeling. Particular attention is paid to their influence on
production processes and on the evolving role of audio engineers. The analysis
highlights that while virtual instruments significantly expand creative
possibilities, their effective use still requires technical expertise and artistic
control.

CtpiMKHil pO3BUTOK HU(PPOBUX TEXHOJOTIM YIPOJOBXK OCTAHHIX JECSTHU-
JITh CYTTE€BO 3MIHUB MIJXOAM JO CTBOPEHHS ayJ1OKOHTEHTY y PI3HUX Taly3six
MeAiaBUpoOHHIITBA. My3udHa 1HAYCTpis, paiOMOBJICHHS, KIHOBUPOOHMIITBO,
irpoBa iHAyCTpis Ta chepa cayHa-Au3aliHy aKTHBHO BUKOPUCTOBYIOTH IIPOTpaM-
Hi ITHCTPYMEHTH I TeHepallii Ta 00poOku 3ByKy. OHI€I0 3 KIIIOUOBUX TEXHO-
JIOTiH, 110 BU3HAYAE€ CYYacHI MIAXOAHM IO ayIlOMpPOAAKIIHY, CTAIH BIpTyajbHI
1HCTPYMEHTH.

BipryanpHi 1HCTpyMEHTH — 1i€ IPOTPaMHI CUCTEMH, MPU3HAYEH] JJIsl TeHe-
pamii abo BIATBOpPEHHS 3BYKY Yy IudpoBoMmy cepenoBulil. Haluacriie BoHU
(GYHKIIIOHYIOTh Y BUIVISIII TPOTPAMHMX IUIATIHIB, IO THTETPYIOThCS Y HMUDPOBI
ay1iopo0oui CTaHIIil Ta KepyroThes 3a gornomororo MIDI-noBigomiens. OcHOB-
HOIO OCOOJIMBICTIO TaKHUX IHCTPYMEHTIB € MOXJIMBICTh peati3allii pi3HUX aJiro-
PUTMIYHUX MOJIeeil pOpMyBaHHSI 3BYKY.

VY cydacHUX cucTeMax ayaioBUPOOHHUIITBA BIPTyalibHI IHCTPYMEHTHU peai-
3yIOThCS IEpEeBaXKHO y popmartax nporpamuux miaridiB VST, AU a6o AAX, 110
3a0e3MevyI0Th IXHI0O CYMICHICTh 13 PI3HUMHU IU(PPOBUMHU ay/110pOOOYNMH CTaH-
LISIMH.

OpHuM 13 HaWOIBIT MOMTUPEHUX MIAXOIB O CTBOPEHHS BIPTyaJIbHUX 1H-
CTPYMEHTIB € ceMIUTioBaHHs. L{s TexHomoris 6a3yeTbes Ha 3amKC] peaJbHUX MY-
3UYHUX THCTPYMEHTIB a00 3BYKOBHUX JIKEPEIN Ta MOMAJBIIOMY BIATBOPEHHI ITUX
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3anuciB y nudpoBomy cepeaoBuili. CydacHi 0i0J10T€KH CEMILIIB MOXKYTh MicC-
TUTHU THCSYl OKpEMHX ayJa10(parMeHTiB, 0 BIJOOPaKarOTh Pi3HI apTUKYJIAIIII,
JWHAMIYH1 PiBHI Ta TEXHIKM BUKOHAHHS. 3aBASKHU IIbOMY JIOCATAETHCS BUCOKHUI
PIBEHb PEANICTUYHOCTI BIATBOPEHHS aKyCTUYHUX IHCTPYMEHTIB. OTHUM 13 Haii-
BIJIOMIIIMX TPUKIIAIIB Takux cucTeMm € cemiuiep Kontakt Big kommanii Native
Instruments.

[HIIIMM Ba)KJIMBUM IT1JIXO/JIOM € BUKOPHUCTAHHS PI3HUX METOIIB ITU(POBOIO
CHUHTE3Y 3BYKY. Y TaKMX CHUCTEMaX 3BYK T'€HEPYEThCS 3a JOMOMOTOI0 alrOpUT-
MIB, 1110 MOJIETIOIOTH TIpoliecu (POpMyBaHHS 3BYKOBUX XBWJIb. HaitOuibI momu-
pEHUMHU METOJaMH € CyOTpakTUBHUN cuHTe3, FM-cunTte3, wavetable-cunres Ta
rpanyssipauil cuate3. [1omiOH1 TeXHOJOTIi JO3BOJISIIOTh CTBOPIOBATH IIUPOKUI
CIIEKTp TeMOpIB, BKJIIOYAIOUM 3BYKH, 1110 HE MAIOTh aHAJOTIB CEepeJl TpauIliii-
HUX aKyCTUYHHUX 1IHCTPYMEHTIB.

di3uvyHe MOJACIIOBAHHS € OUIbII CKJIQJHUM MiJIXOA0M, 110 0a3yeThcsl Ha
MaTeMaTUYHOMY OMHUCI (PI3UYHUX MPOLECIB 3BYUaHHS peajbHUX 1HCTPYMEHTIB.
VY Takux cucTemMax aJrOpUTMU MOJEIIOIOTH B3a€EMOJII0 CTPYHH, MOBITPSHOIO
MOTOKY, PE30HAHCHUX KOPITYCIB Ta 1HIIMX €JIEMEHTIB aKyCTHYHOI CUCTEMH. XO-
ya noaAi0H1 Mojielll MOTPEeOYIOTh 3HAUHUX OOUUCIIIOBAIbHUX PECYPCIB, BOHU JI0-
3BOJIAIOTH OTPUMATH BHCOKHI PIBEHb JUHAMIYHOI BHPA3HOCTI Ta MPUPOTHOCTI
3BYYaHHS.

OpHuM 13 HAOUIBII BIJOMUX CyYaCHHUX MPOTPAMHHUX 1HCTPYMEHTIB € CHH-
te3arop Omnisphere komranii Spectrasonics. BiH noeaHye ceMIUItOBaHHs, CUH-
T€3, TpaHyJIsipHy OOpOOKY Ta iHIII MEeToau (opMyBaHHS 3BYKY. biOmioTeka iH-
CTPYMEHTa MICTUTh MOHAJ 14 THUC. 3ByKOBUX €JIEMEHTIB 1 BUKOPUCTOBYETHCS Y
My3UYHOMY NPOJAKILIHI, CAyHJ-AU3aliHI Ta CTBOPEHHI ayAIOKOHTEHTY IJIs pi3-
HUX THUIIIB Meia.

Ha puc.] mnoxazano Burniang intepdeiicy O010110TeKH 1HCTPYMEHTIB
Omnisphere.

BipryanbHi iHCTpyMEHTH aKTUBHO 3aCTOCOBYIOTBHCSl y PI3HHX Tally3sX Me-
niaBUpOOHUITBA. Y KiHeMmartorpadi Ta irpoBii 1HAYCTpii BOHH BUKOPUCTOBY-
IOTHCS 111 CTBOPEHHSI MY3MUHUX MApTUTYP, aTMOCPEPHUX 3BYKOBHX JaHAIIA(-
TIB Ta creriaabHux edekTiB. Y cdepi paaioMOBIEHHS Ta MOAKACTUHTY IIpOTpa-
MHI IHCTPYMEHTH J103BOJISIIOTH IIBUAKO CTBOPIOBATH JIXKUHIJIM, 3BYKOBI 3aCTaB-
KM Ta 1HIII €JIEMEHTH ayA100pEeHINHTY.

Ak 3a3nagae K. Koumnin3, cydacHi mporpaMHi TEXHOJIOTil J03BOJISIOTH
CTBOPIOBATH JMHAMIYHI 3BYKOBI CUCTEMH, y AKUX MY3HKa Ta €(PEKTHU MOXKYTb
3MIHIOBAaTUCS Y peaIbHOMY 4aci 3a1eXHO Bija Aii kopuctyBada. [loaiOHi mijgxo-
T aKTUBHO BUKOPUCTOBYIOTHCS Y Cy4aCHUX BIACOITPax, 1€ My3UIHHI CyIPOBIT
a/IalTyeThCs 10 PO3BUTKY IrPOBOI CUTYAITIi.

OCHOBHI TEXHOJIOT1YHI MiIXOIU 0 CTBOPEHHS BIPTyaJbHUX 1HCTPYMEHTIB
0a3yloThbcs Ha PI3HUX MeTo/Aax (pOopMyBaHHS 3BYKY, 30KpeMa CEMILTIOBAaHHI, all-
TOPUTMIYHOMY CHHTE31 Ta (PI3MYHOMY MOJEIIOBAHHI aKyCTHMUHHUX IPOLECIB.
VY3aranbHeHy CTPYKTYpY TaKUX TEXHOJIOT1H HAaBEJEHO Ha puc. 2.
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Puc.2 — OcHOBHI TEXHOJIOT1i CTBOPEHHS BIpTyalbHUX IHCTPYMEHTIB

Sk BUIHO 31 CXEMH, OCHOBHI TE€XHOJIOTIi CTBOPEHHS BIPTyaJIbHUX IHCTPY-
MEHTIB 0a3ylOThCsl Ha Pi3HUX MNpUHIMNAX (opMyBaHHS 3BYKY. CeMIUIIOBaHHS
3a0e3neuye pealiCTUYHE BIITBOPEHHS aKyCTUYHUX 1HCTPYMEHTIB Ha OCHOBI 3a-
NUcaHuX ayaiogparmMeHTiB. MeToau 1u@poBoro CUHTE3y J03BOJISIIOTH T'€HEPY-
BaTH HOB1 TeMOpH aJTOPUTMIYHUM HUISIXOM, TOA1 SIK (hi3UYHE MOJICITIOBAHHS Bi-
JTBOPIOE TPOLIECH 3BYyYaHHS 1HCTPYMEHTIB 3a JIOMIOMOIOI0 MaTeéMaTUYHUX MO-
JETIen.

[Tonpu 3Ha4HI TIepeBaru, BUKOPUCTAHHS BIPTyaIbHUX 1HCTPYMEHTIB Ma€ 1
1eBHI oOMekeHHs. J[0 HMX Haje)XaTh BEJIMKI OOCSTM CEMIUIOBUX O10JI10TEK,
3HAYHE HABAHTAXKEHHSI Ha OOYMCITIOBAIBHI PECYpPCH KOMIT FOTEpa Ta CKIIAIHICTh
JIOCSITHEHHSI TTOBHOT PEATICTUYHOCTI BUKOHAHHSA Y JICSIKUX MY3HUYHHUX KOHTEKC-
Tax.

BaxnmuBUM acreKToM pPO3BUTKY BIPTYyaJIbHUX 1HCTPYMEHTIB € TaKOX TpaH-
chopmMairis poJiei y mpoleci CTBOPEHHSI ayAI0KOHTEHTY. Y CydyacHOMY Mejian-
POJAKIIEH] YacTUHA TBOPUYUX (PYHKIIIH MOXKE aBTOMAaTU3yBaTucCsA ad0 TreHepyBa-
TUCSl TIPOTPaAMHUMH cucTeMamMu. BogHowyac poip aymioiHyKeHepa 3aJuIIaeThCs
KJIFOUOBOIO, OCKIJIBKM CaM€ BiH 3a0e3leuye IHTEerpalito TEXHOJOTTYHUX 1HCTPY-
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MEHTIB y €IUHUI pOOOYHl TPOIIEC Ta KOHTPOJIIOE XYI0XKHIN pe3ynbTarT.

TakuM 4YHWHOM, PO3BUTOK BIPTYaJIbHMX IHCTPYMEHTIB CYTTEBO TpaHchoOp-
My€ cydacHe ayAaioBUPOOHHUIITBO. BOHM CTalOTh yHIBEpCAIBHUM IHCTPYMEHTOM
CTBOPEHHS 3BYKY Y PI3HUX Tally3siX MeIiaiHAycTpii Ta GOpMyIOTh HOBI MIAXOAU
710 opraHi3allii TBOpYOTO MPOIIECy.
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