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IPABOBI ACIIEKTHU TEXHOJIOT'Ti BIPTYAJIbHOI
PEAJIBHOCTI Y C®EPI MY3EMHOI CITPABH

V wiit npaui ananisyersbest Takuii BUJ IU(GPOBHUX TEXHOJOTIH y cdepi My3eiHoi
CIpaBH, SIK TEXHOJIOTS BipTyaJIbHOT peallbHOCTI. ABTOPOM POOHUTHCSI BUCHOBOK,
IO CJIi/T BiIMEKOBYBaTH 00’ €KTUBHY PEalbHICTh, KA € MiIABUIOM BipTyadbHOI
peanbHOCTI. A TaKoX 3BEPTAETHCS yBara Ha CYIEpEWIMBY MPABOBY MPUPOLY
MYJIBTUMEIIHHUX IPOAYKTIB K PI3HOBHUIIIB CKJIQJIHUX 00’ €KTIB IHTEJIEKTyaIbHIX
NpaB, 1[0 BUHUKAIOTH NPH BUKOPUCTAHHI Y U(poBoMy cepemoBuiii. OCKiIbKU
MYJIBTUMEIIMHAN TIPOAYKT CKIANAETHCS 3 PI3HOPIAHUX 00’ €KTIB iHTEIEKTyalIb-
HOI BJIACHOCTI, JIe TOJIOBHY POJIb Y CTBOPEHHI €AMHOI CTPYKTYPU MYJIBTUMEIIH-
HOTO MPOIYKTY Bifirpae KOMII FOTEpHA MPOTrpamMa, sika € 000B’I3KOBUM €JIICMCH-
TOM Y HOro0 CKJIai Ta 3’ €IHY€ThCS 13 300pakeHHSAMH, 3BYKaMH TOIIIO, CaMe TOMY
BiH 3aB)XIH BTUTIOETHCS B €ICKTPOHHIH (U POBiit) hopmi.

Koarouosi cioBa: nudposi TexHomorii, My3el, TEXHOJIOTIsI BIpTyaJlbHOI pe-
aTbHOCT1, MYJABTUMEIIHHIN TPOIYKT.
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LEGALASPECTS OF VIRTUAL REALITY TECHNOLOGY
IN THE FIELD OF MUSEUM AFFAIRS

This paper analyzes such a type of digital technology in the field of museum
business as virtual reality technology. The author concludes that we should
distinguish between objective reality, which is a subspecies of virtual reality.
Attention is also drawn to the contradictory legal nature of multimedia products
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as varieties of complex intellectual property rights that arise when used in the
digital environment. Because a multimedia product consists of disparate objects
of intellectual property, where the main role in creating a single structure of a
multimedia product is played by a computer program, which is a mandatory
element in its composition and connects with images, sounds, etc., that is why it
is always embodied in electronic (digital) form.

Keywords: digital technologies, museum, virtual reality technology,
multimedia product.

VY cyuacHUX My3esX OTPHUMYIOTh CBill PO3BUTOK Pi3HI HU(POBI TeX-
HOJIOTI1 Ta Mynbmumedia, Ki CTaloTh BAXKIMBUM KOMIIOHEHTOM YCITiXy.

BukopucTanHs IUX TEXHOJIOTIH B €KCIIO3HUIIMHOMY TIPOCTOPI MY3€10
JI03BOJISIE PEaTi30BYBATH K OCBITHIO, TaK 1 KOMYHIKaTUBHY (pyHKILIi Takoi
ycTaHoBH [1].

Hudporizalisi BA3HAYAETHCS TAKOXK SK MPOIEC YIPOBAKEHHS Q-
POBUX TEXHOJIOTi, TOMy 3a3HAUUMO, IO Yu@posi mexnonozii (aHri.
Digital technology) — 1e TexHonorii, 3acHOBaHi Ha TOJaHHI CHTHAJIIB
JTUCKPETHUMH CMyT'aMH aHaJIOTOBUX PIiBHIB, a HE Y BUINISAII Oe3mepepBHO-
IO CHEKTpa, SIKi BAKOPUCTOBYIOTHCS B OOUMCITIOBAJIbHINA LU(POBIiH enex-
TPOHIITi, TIEPII 32 BCE KOMII IOTepax, y pi3HUX cepax emeKTpOTeXHIKH,
TaKuX SK irpOBi aBTOMaTH, pOOOTOTEXHIKa, aBTOMATH3allisl, BUMiPIOBaJIb-
Hi TIpUJIajiv, padio- 1 TeIeKOMYHIKaIiiiHI MpUCTpoi, Ta 6ararboX iHIINX
U(QPOBUX MPUCTPOSX [2].

JocuTh akTyanbHUM € TaKui BUJ HU(PPOBUX TEXHOIOTIH y chepi My-
3€IHO1 CIIpaBU, K MEXHON02isA 8ipmyalbHOI peanrbHOCHI.

Ilix gipmyanvroro peanvricmio po3yMIIOTh TEXHOJIOTIIO CTBOPEHHS 3a
JIOTIOMOTOIO0 KOMIT FOTEpHHUX TEXHOJIOTIH iMimayii 06 ekmusHoi peanvroc-
mi abo BimoOpakeHHs CBITY uepe3 [HTepHeT, aynioBizyanbHi, eJIeKTPOHHI
3aco0u KOMyHIKaIlii, 30KpeMa, y TEXHOJIOTI] BIpTyaJIbHOI peabHOCTI 3a-
JUIOKOTHCS mexHonozii 3D-modenosanns, Hanpukna, y British Museum.

Texnonoeis gipmyanvHoi pearvrocmi MoXe OyTH 3aCTOCOBaHa 3a J0-
HIOMOTOI0 2aodocemia: OKYIISIpU BipTyalbHOI PeasIbHOCTI, 010M OONosHe-
HOI peanvHocmi, BiIEOOKYJSIPU TOTIOBHEHOI PeaJbHOCTI TOLIO.

Icaye mpobnema BUKOpHCTAaHHSA Yy BipTyalbHIA peaqbHOCTI TaKOTO
PI3HOBUJY CKIIQJHOTO 00’€KTa, K Oa3za Oauux, sika € JxepernoMm (hop-
MYBaHHs €JIEMEHTIB BIpTyaJlbHOI PeajbHOCTI, IO CIIOCTEPIra€ThCcsl Ha
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MIPUKIIAJ CMEOpeHHs MOOIIbHUX 000amKI8, IKI HAJATh JOCTYI JI0 IijI-
BUJY BIpTyalbHOI peasibHOCTI — TaK 3BaHOI 00NOGHEHOI peanbHOCHi
(«augmented reality») (TeXHOJIOTisI, 32 TOTIOMOTOIO SKOi Uepe3 BeOKame-
Py MOXKHA OTpHUMAaTH Ha apKyln nanepy 3D-npoexyilo excnonama, Ha-
npukiaf, y J. Paul Getty Museum).

Mo niosudy sipmyanvroi peanrbHocmi BiTHOCATh TAKOXK 00 €KmMueHy
peanvHicmy, T K00 PO3YMIETHCS BECh MaTepialIbHUN CBIT Yy MIJIOMY, B
ycix #oro hopmax i mposiBax, KU iCHy€ HE3aJIeKHO BiJI JIFOICHKOI CBi-
JIOMOCTI Ta MEPBHHHO MO BigHOMEHHIO 10 Hel [3, ¢. 139] (manmpukman,
8ipmMyanvHutl myseii).

[IpaBoBi acniekTH gipmyanbHoi peanbrocmi HacamIepe 00yMOBIICHI
BUKOPHUCTAHHSM y IU(HPOBOMY CEPEOBHUIII BU3HAHHX 3aKOHOJIABIIEM Pi3-
HOBHIIB CKIAOHUX 00 €Kmig inmenekmyaivrHux npae (TIEpI 3a BCe M)Jib-
MuMediuHUX NPooyKmie), a TaKOXK IOSBOI MPHHIUIIOBO HOBUX SIBHII,
30KpeMa BIpTyaJbHUX 00’ €KTiB, IO CTBOPIOIOTHCS 200 MPHUI0aBAIOTHCS
KOPHCTYBadyaMM KOMIT IOTEPHHUX TEXHOJIOTIH.

[TepeBaxkHa OUIBIIICTH JOCIIIHHUKIB 3a3HAYAIOTh, IO MYIbMUMEOTl-
HUU NPoOyKkm — 1€ CKIaJHUN 00’ €KT, IKUH BUPAKAETHCS B €IEKTPOHHIN
(undposiit) popwmi [4, c. 32].

BinnoBinHo, Mynbmumeditinuil npooykm CKIAAETbCS 3 PI3HOPIOHUX
00 ’ekmig iHmenexmyanipHoi 61acHocmi, e TOIOBHY POJIb Y CTBOPEHHI
€IMHOI CTPYKTYpPH MYJIBTUMENIMHOTO MPOAYKTY BIiAIirpae xomn romepua
npocpama, sika € 000B’ I3KOBHM €JIEMEHTOM Y HOTO CKIali Ta 3’ €THYEThCS
13 300pakeHHSMH, 3ByKaMH TOIIO, CAME TOMY BiH 3aBXKIH BTLTIOETHCS B
enekTpoHHid (dposiit) hopmi.

Ane s Toro, mo6 pe3ysbTaT iHTENeKTYalIbHOI HiSUTBHOCTI MOYKHA
Oyo xBamipikyBaTH sIK Mynbmumeditinut npodykm, HeoOXiaHO, o0 yci
HOTro 03HAKM OYJIH B3ATI B CyKYITHOCTI. 30KpeMa, BiH € «0araromapoBuM»,
TOOTO Ma€e CKJAIHY CTPYKTYpY, MPHU HOrO CTBOPEHHI BHKOPHCTOBYIOTh-
csl Pi3HI pe3yNnbTaTH IHTENeKTYalIbHOI MisITBHOCTI, KI € camMocmiiHumu
00’ eKmamu agmopcvuKux npas; BIAPI3HIETHCS CBOEIO BIPTYAIBHICTIO, sIKa
nependavae CTBOpEHHs iMiTarlii 00’ eKTHBHOI peaJbHOCTI a00 BiITBOpEH-
HSl BUTaJIaHUX SIBHL 332 JOMOMOTOI0 KOMI IOTEPHUX TEXHOJIOTIH, iHTEp-
AKTHBHICTIO, SIKA& CTAHOBUTH COO0I0 (DYHKLIIOHYBAHHS MY I6MUMEOTHO20
npooykmy 'y TPoLEeCci B3aEMOJIiT 3 KOPUCTYyBaYEeM.
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He moxHa 3acTtocyBaTy 10 IPOAYKTIB MYyJIbTHMe/ia IKUHCH 31 BCTa-
HOBJICHUX 3aKOHOM PEKUMIB TBOPIB, OCKIIBKH TYT OYAyTh MEePETIiTaTHCS
HOPMHU IPO CKIaHi 00’ exTH, mporpamu anst EOM, aynioBi3yasibHi TBOPH.
HeoOximHO BpaxoByBaTu crielu(iKy KOHKPETHHUX 00’€KTiB, BKIFOYCHUX
JI0 CKJIaJly MyJABTUMEIIHOTO MPOIYKTY SIK CKIIaIHOTO 00’ €KTa [5, ¢. 348].

Came MyBTHMEIIHHUN TPOAYKT SIK CKIIAHUI 00’ €KT (Haifuacrimie y
BHIJISII KOMII' FOTEPHUX irop) € OCHOBOIO ISl HOPMYBaHHS GipmyaibHOL
peanvrocmi. Bipmyanivha peanbHicms BKIIIOUAE Pi3HI 00’ €KTH, SKi MOXKHA
YMOBHO TIOIUJTUTH HA JIBI OCHOBHI TPYNH: nepuia epyna 0e3rocepeTHbo
OB’ s13aHa 3 KATETOPIEI0 CKIIAHOTO 00’ €KTa IHTEIICKTYIbHIX MPaB. /[py-
2y epyny 00 ’ekmig, SIKi BKIIIOUAIOTHCS 10 GIpMYaibHOIL peaibHOCHI, CTa-
HOBJISITH Ti, IO CTBOPEHI a00 MpuadaHi KOPUCTYBAYECM MY IbMUMEIHO20
npooyKmy.

ITpu upoMy cam mynomumeoitinuti npooyKm Hepioko HOMUIKOB0 KBa-
midikyerbes sk nporpama aius EOM abo 6a3a manux, a 6a3a JaHUX po3-
TISAA€THCS SIK CKITaHUH TBip [6, ¢. 601].

Po3yMmiHHS Tix gipmyanbHow peanbHicmio YChOTO BEOIPOCTOPY, 30-
KpeMa 6cix iHmepHem-caimia, € HeKOpeKmHumM, He3BaXKatouy Ha Te, 10
BeOcaiiT Moxke OyTu 1i acturotO [7, c. 43]. Po3mimnenuii y Mepexi iH-
TEpHET gebcatim, Hanpuxiad, My3elo, MICTHTh JIMLIE NEBHUA HaOip iH-
(dopmarrii 1 He MOXKE CTAHOBUTH GIPMYAIbHY PedibHiCMb, TIPU 1IbOMY €
OIIHUM i3 pisHo6udie mynbmumediiinozo npooykmy. Yioro BinHeceHHs 10
CKAOH020 00 €Kma BUIIAETHCS IIUTKOM KOPEKTHUM, OCKUIBKU OLTBIIOCTI
Cy4YacHUX CaiiTiB IpUTaMaHHA O3HAKa iHTEpPaKTUBHOCTI [8§, c. 145].

OTxe, nu(poBi TEXHOJIOTIT MarOTh MOTEHIIIAN 3alPONOHYBaTH HOBI
3acO0M 10J0 BUKOPUCTAHHS MY3€HHUX KYJIBTYPHUX LIHHOCTEH MUIIXOM
JEMOHCTPYBaHHS TEXHOJIOTI] BIpTyaJIbHOI peaibHOCTI.

JITEPATYPA

1. KnementbeBa H. B. IHdopmManmoHHbIe TEXHOJIOTHH B COBPEMEHHOM
My3eiHoM npocTpanctse. Hayunoe obospenue. 2018. Ne 1. C. 1-8. URL: https://
cyberleninka.ru/article/v/informatsionnye-tehnologii-v-sovremennom-muzeynom-
prostranstve.

2. Manodpen lnutuep. AnTHMO3T: K poBble TexHomoruu u Mo3r. ACT,
2015. 288 ¢. URL: http://www.al24.ru/wp-content/uploads/2013/12/%D0%BC%
D0%B0%D0%BD 1.pdf.

150



3. Korenxo E. C. BupTyabHOCTB Kak MPU3HAK MYITETHMEIHHHOTO POAYK-
Ta: METOJOIOTUIECKUI aHAIN3. AKmyanbHble NPoOaIeMbl POCCUTICKO20 NPABA.
2011. Ne 3. C. 138-147. URL: https://cyberleninka.ru/article/n/virtualnost-kak-
priznak-multimediynogo-produkta-metodologicheskiy-analiz/viewer.

4. Casunnesa JI. A. ABTopckoe TpaBO Ha MY3BIKAIBHEIC TIPOU3BEICHIS B
Poccwuiickoit @enepannu 1 BenmukoOpuranuu: auc. ... KaHz. IOpuI. Hayk. MockBsa,
2005. 200 c.

5. Beamstennsiii /1. B., [Tnuesa C. O. Hekotopsie mpo6ieMbl IPaBOBOTO
pexrMa 00bEeKTOB MyabTHMenna. Monodoti yuenwiii. 2014. Ne 5. C. 347-349.

6. Korenko E. C. [lonarue u npu3Haku MyJsTUMEIUIHOTO IpoayKTa. Lex
russica. 2013. Ne 6. C. 601-615.

7. OuruH B. JI. ABTOpCKOE NTPaBO B BUPTYaJIbHOM pealbHOCTH (HOBBIE BO3-
MO>KHOCTH U BBI30BHI II(ppoBoH 3roxu). Mocksa: Craryt, 2017. 216 c.

8. Aomynnuna O. U. [IpaBoBbic acMEKThl CO3JaHUsI U UCIIOIb30BaHUS
CJIOHBIX 00BEKTOB MHTEIUIEKTYyaJIbHBIX MIPaB B BUPTyalbHOH PEalbHOCTH.
Axmyanvhole npobnemst poccutickozo npasa. 2017. Ne 9. C. 147-152.

REFERENCES

1. Klementyeva, N. V. (2018). Informatsionnyye tekhnologii v sovremennom
muzeynom prostranstve. Nauchnoye obozreniye - Scientific Review, 1, I-8. URL:
https://cyberleninka.ru/article/v/informatsionnye-tehnologii-v-sovremennom-
muzeynom-prostranstve [in Russian].

2. Manfred Shpittser. (2015). Antimozg: tsifrovyye tekhnologii i mozg. AST.
URL: http://www.al24.ru/wp-content/uploads/2013/12/%D0%BC%D0%B0%D
0%BD _1.pdf [in Russian].

3. Kotenko, E. S. (2011). Virtualnost kak priznak multimediynogo produkta:
metodologicheskiy analiz. Aktualnyye problemy rossiyskogo prava - Actual
problems of Russian law, 3, 138—147. URL: https://cyberleninka.ru/article/n/
virtualnost-kak-priznak-multimediynogo-produkta-metodologicheskiy-analiz/
viewer [in Russian].

4. Savintseva, L. A. (2005). Avtorskoye pravo na muzykalnyye proizvedeniya
v Rossiyskoy Federatsii i Velikobritanii. Extended abstract of candidates thesis.
Moskva [in Russian].

5. Bezmyatennyy, D. V., Pliyeva, S. E. (2014). Nekotoryye problemy
pravovogo rezhima obyektov multimedia. Molodoy uchenyy - Young scientist, 5,
347-349 [in Russian].

6. Kotenko, E. S. (2013). Ponyatiye i priznaki multimediynogo produkta. Lex
russica, 6, 601—-615 [in Russian].

151



7. Entin, V. L. (2017). Avtorskoye pravo v virtualnoy realnosti (novyye
vozmozhnosti i vyzovy tsifrovoy epokhi). Moskva: Statut [in Russian].

8. Abdullina, E. I. (2017). Pravovyye aspekty sozdaniya i ispolzovaniya
slozhnykh obyektov intellektualnykh prav v virtualnoy realnosti. Aktualnyye
problemy rossiyskogo prava - Actual problems of Russian law, 9, 147—152 [in
Russian].

Paninceka Banepisa OsexcanapiBaa
O0OKMOp IOPUOUYHUX HAVK, npogecop,
3a6idyeay nabopamopii npobiem npasoeozo ma opeanizayitinozo 3abes-
neyents OisnbHOCMI Minicmepcmea Jepicagiozo HayKo80-00CaAi0H020
incmumymy Minicmepcmea enympiwinix cnpag Yxpainu
ORCID: 0000-0002-2210-5933

KPUIITOBAJIIOTA:
CYYACHI IIAXOAU 1O BUSHAYEHHSA
®IHAHCOBO-ITPABOBOI ITIPUPOIU

Y HaykoBi#f poOoTi MMO3Ha4YeHO CydyacHi IEBHI MiIXOIU JO BH3HAUCHHS (i-
HAHCOBO-NPABOBOI MPUPOAM KpUNTOBATIOTH. [TiIKpeceHo: Ko KpUITOBAIIO-
TH — L€ eJIEeKTPOHHI I'POILi, TO ITOJAJBIINI PO3BUTOK IIPABOBOTO 3a0e3MeYeHHS
00iry eJIeKTpOHHUX T'poIIeii Mae BPaxoByBaTH W 0COOIMBOCTI KPHUIITOBAIIOT Ta
ix 00iry sik crienrivHOrO BUIY TAKHX IPOLICH; SKIIO KPUIITOBATIOTH PO3IJIsiia-
TH K TPOLIOBUII Cyporar, To HeoOXiHO 3a00pOHUTH X 00Ir 3 METOI YHHKHEH-
HSl HETaTHBHUX HACII/IKiB BUKOPUCTAHHS TAKOTO CypOTary.

Koio4oBi ci10Ba: KpUNTOBAJIIOTA, TPOIIIi, EIEKTPOHHI I'POIL, TPOIIOBHUIL Cy-
porar.

Ryadinska Valeriia
Doctor of Juridical Sciences, Full Professor,

Head of the Research Laboratory for Legal and Organizational Support
of the Ministry of the State Research Institute of the Ministry of Internal
Affairs of Ukraine
ORCID: 0000-0002-2210-5933

152



