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The purpose of the study is to determine the relationship between design-thinking and
traditional design creativity with the analysis of design thinking evolution in the discourse
of project culture under the influence of industrialization, as well as to identify the
peculiarities of Metcalfe’s law implementation from the perspective of design creativeness.
The research methodology is based on a system approach to determining the influencing
factors of digital methods of virtual objects modeling to the generation and materialization
of designer’s decisions. The genesis of project culture and the evolution of design thinking
were analyzed on the basis of historiographical analysis, the definition of the interrelation
of design thinking and traditional design was implemented using comparative analysis,
critical analysis was used to study the conditions of Metcalfe’s law observance in the
discourse of design creativity. Scientific novelty. The feasibility of using design thinking
as a mediator of the design creativity concepts implementation was substantiated. It was
shown that under the influence of digitalization the digital phase of project culture was
formed, and design thinking was transformed into digital design thinking. In the process of
research, it was revealed that in the discourse of design creativity Metcalfe’s law remains in
force for a limited number of recipients, which estimates of several dozens. The enhancing
of the “utility” of network communications can be achieved by thematic selection of creative
sources and filtering them according to the level of information uniqueness. Conclusions.
In the course of industrial revolutions, the design goal remained unchanged, and the
response to changing environmental conditions was transition of project culture in the
digital phase. Design thinking on the platform of digital project culture transformed into
digital design thinking with the expansion of the sphere of influence on social processes
and concentration on individual needs of a person. Design thinking adaptation and digital
competencies update are necessary for each of the areas of design to guarantee sustainable
development of design on the platform of digital project culture.

Keywords: industrialization; project culture; design thinking; digital design; augmented
reality; digital competencies.

Introduction

Analysis of society development over the past century shows that all signifi-
cant social transformations took place under the influence of industrialization.
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Today, information technology has penetrated into all spheres of life, which
has forced society members to adapt to innovations, including lifestyle,
communication style and means of interaction. The phenomenon of “rapid
growth” has generated new concepts and terminology base. The following
concepts have emerged and are actively used in design activities through
digitalization: digital design, digital project culture, raster/vector graphics,
pixelation, 3D modeling, additive technologies for material design of artifacts,
visualization of virtual designer ideas, animation of images and augmentation
of reality. Among the newest terms that are in line with design, there is the
concept of so-called ”design-thinking”, which is used to refer to an effective
method for solving a wide range of human problems (The Stanford d.school,
2017). This term, albeit based on the concept of “design”, originated in the
business process management environment as an effective means of creative
solution of consumer problems and needs, regardless of traditional design
creativity. However, there is a lot in common between design creativity and
design thinking in the context of creative problem solving algorithm.

In the theory and practice of design, digitalization of project culture
actualizes a number of issues:

- Will new technologies be able to overcome their own potential of
disruptive influence on the development of design and radically change the
project culture of the future?

- How are the terminologically similar phenomena of design-creativity
and design-thinking related?

- Can design thinking as an effective tool for solving a wide range of
human problems play the role of a conceptual and methodological basis of
design creativity in a digital environment?

Since design thinking and design creativity are based on the creative
processes of generating ideas, it is expedient to analyze the possibility of using
design thinking as a mediator for the implementation of design concepts in
design practice. Therefore, the study of the ways of transforming design
thinking under the influence of industrialization as a significant component of
project culture is a topical problem, which aims to predict the key factors in the
design development of the future.

Currently the world is experiencing a period of turbulent digitalization and
as a result the tendencies of technologies and processes transfer in the digital
environment attract attention of many researchers and consulting agencies.
It is evidenced by the activity of publications in professional publications
and reports of authoritative sources (Deloitte’s Human Capital 2016; World
Economic Forum 2016).

Since competition requires an accelerated generation of original design
ideas, many of which can only be realized through digital technology, the
pursuit of innovation in design-creativity is also transposed into the digital
environment. Many publications are devoted to the description of new
possibilities of innovative digital technologies in the design, manufacture and
implementation of modern design products (Maeda J., 2016; Sculpteo, 2017).

From the point of view of assessment of the potential of design thinking
application as the conceptual and methodological basis of design creativity, it
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should be noted that the project style of problem solving is effective not only
for design, but also for a wide range of activities. There are many publications
that describe examples of the impact of design thinking on enterprise
competitiveness and the efficiency of governance in the public sector. Design
was named the top trend in the report “Global Human Capital Trends 2016”
in Deloitte University Press (Deloitte’s Human Capital, 2016). The indicative
role of design is described in the document of the Committee of the European
Commission, entitled “Design as the Engine of Innovation Activity Targeted at
People” (Commission of the European Communities, 2009).

Many publications are devoted to increasing the expressiveness of design
images in their visualization processes using virtual and augmented reality
technologies. Analysis of the materials of publications, exhibitions, descriptions
of concrete implementations of technologies, reports at TED conferences
(Technology, Entertainment, Design) gives grounds to conclude that VR, AR
and Al technologies are successfully mastered by advanced designer brands, but
mainly in the direction of business processes digitalization, fashion retail and
communications “client-virtual store”. The development of virtual/augmented
reality technologies has greatly expanded the retail and marketing tools and
generated new forms of virtual transactions and virtual stores where the buyer
can test all the features of the design product, as well as try some things with
the tactile sensation (TED Talk, 2016; Gerber Technology, 2018).

The analysis confirmed great attention of researchers to the problems
of design development in the digital environment, but most publications are
devoted to separate problems and examples of effective application of new
technologies in marketing, retail and designing of design products. Reports
and publications on the results of the design thinking potential analysis
as a conceptual and methodological basis of design creativity, as well as the
evolution of design thinking in the discourse of project culture during the
industrial revolution have not been found.

The purpose of the article

The purpose of the research is to analyze the interconnection of design
thinking and traditional design creativity, as well as the evolution of design
thinking as an effective style of activity in the discourse of project culture,
identifying the impact factors of industrialization on the conceptual
foundations, design tools and basic competencies of design creativity.

Achieving this goal requires consideration of the peculiarities of project
culture genesis from its inception to the present state characterized by the
transition to the digital project culture phase. The evolution of design creativity
is determined on the basis of historiographical analysis of design methods
transformation from copying sketches manually to digital design technologies
and techniques.

In parallel with the analysis of project culture genesis, the evolution of
design-thinking in a digital environment is researched. Analysis of “analog”
design thinking transformation in digital thinking is carried out on the basis

55



TEOPIA TAICTOPIM KVYJIIBTYPU
ISSN 2410-1915 (Print) « KyabpTypa i MyucTenTBO Y cydyacHOMY CBiTi. Burt. 20 « ISSN 2616-423X (Online)

of a systematic approach to determining the factors of digitalization impact
on the design thinking ideation stage, comparing this stage with the stage of
design decisions generating in the discourse of project culture.

The task of analyzing the influence of network communications on
pre-project analysis in the context of the initial design information search
for the initial phases of the design project and design thinking is also set.
Possibilities of design information components extraction are investigated on
the basis the network communications potential “utility” analysis in accordance
with Metcalfe’s law.

The results of design thinking transformation analysis in the digital
environment and the basic competences on which it is based, are the basis of
the search for the ways of adapting the designers of the new generation to work
in the conditions of digitalization.

Presentation of the main material

In the first decade of the XXI century due to the rapid introduction
of information technologies there appeared some risks of their disruptive
influence on the sustainable development of various activities, which brought
individual branches closer to the points of bifurcation. Innovative technologies
put some traditional professions under the threat of degradation, which can
only be confronted by a fundamental restructuring of technology and the tasks
of the activity. In design, new technologies have expanded the range of design-
creativity and “scope” of technological operations, but led to the convergence
of related specializations and demanded to master new competencies.

Historically, design was formed as a mass design industry at the same
time with the industrial economy formation, and at the initial stage it was
associated with design bureaus, manual drawings and tracing. The second
industrial revolution in the middle of the XX century formed the industrial
mass production economy when the idea of project activity dominated in the
design environment in terms of mass production, but gradually there came
the understanding that project culture was not limited to technical projecting,
and that projectivity was a determining element of contemporary thinking. As
a basis for design thinking, projectivity is one of the most important typological
features of modern culture related to human creativity, in particular it creates
a common conceptual basis both for traditional design creativity and design
thinking.

In the 1980s, the idea of project culture began to be actively used in a new
style of thinking and became the center of a new conceptualization that
transposed the theory of design into a new dimension. The question of the
primacy of function or form, benefit or beauty is replaced with the problems
of determining the role of high artistic value in project culture and projectivity
in artistic culture. Issues of clarification of the project culture nature and its
role in design are made actual. At the next stage of social development, the
trends of individualization, generation of personal needs and acceleration of
consumption change the understanding of the role of design in the designing,
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production and presentation of design products on the market. Instead of mass
production there comes flexible production of small series, whose products are
more precisely focused on the demand of narrow target groups.

The process of forming the concept of project culture is based on the
peculiarities of human consciousness not to divide life into productive and
creative activity, but to strive for the unity of expedient and meaningful being
in beauty. Therefore, the design begins to function fully on the platform of
project culture.

In parallel with modern design formation in the new millennium the concept
of design thinking was formed. It is a method of developing a wide range of
products and services with an emphasis on human problems and needs. In the
course of evolution, this concept began to play the role of a creative approach
to solving user problems.

Since the engine of design is a social order for harmonization of the
man with the environment, formed under the influence of human needs and
fashion trends; its practice is based on the integration of artistic and aesthetic,
formalized and algorithmic processes. Such an interpretation is consistent
with the modern concepts of project culture and design-thinking, and also
correlates with the notions of the role of design and design-thinking in project
culture. In the modern understanding, design is not seen as a process of
designing the appearance of objects, but as a process that creates a new way of
life of a person by organizing a common “intelligent” space around. In a more
general understanding, design is the solution to a problem, the designer is the
subject that solves the problem, and design thinking is a method for solving
problems that arise in the development of user-oriented services, products, and
services (The Stanford d.school, 2017). Objects of a modern design project are
not products, but needs. Design is an approach to problem solving that can be
applied in the private and public sectors to stimulate innovation in products,
processes, services, society and even politics development (Interaction design
foundation, 2016).

According to modern concepts, design is the basic component of project
culture that represents a specific type of culture based on a combination of
artistic and aesthetic creativity and formalized design techniques. Design
activity plays the role of integrating part of artistic and figurative ideas,
research, project, design, technological works, forming a single project culture.

The conceptual basis of design creativity and a significant component of
project culture is the style of thinking, which is based on projectivity. This
style of thinking has a common basis with design thinking. Design-thinking
and design-creativity are based on the harmonious combination of processes
of figurative heuristic and formalized algorithmic nature, their main stages are
functionally similar, and they are based on the creative process of generating
ideas. It is expedient to analyze the possibility of using design thinking in
modern theory and practice of design as an effective system-heuristic thinking
style in the discourse of project culture.

New forms of business running have generated a sharp increase in the flow
of information that is required for accounting and management of business
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processes. The third industrial “computer or digital” revolution created the
prerequisites for computer processing of large amounts of data and automation
of routine operations, which stimulates the development of information
technology in business and production on the platform of digitization.

The design refers to professions creative solutions of which are difficult to
automate. But automated systems based on artificial intelligence can effectively
perform routine, some structural and technological operations during the
design project. Due to fundamental innovation, design can be transformed in
accordance with changing conditions and requirements of the environment
with the compensation of changes and design conditions due to the flexibility
of forming methods, algorithms and design tools, as well as modernization
and convergence of competencies synchronously with the advent of new
technologies.

Integrated social communications in combination with three-dimensional
visualization algorithms, additive material materialization technologies and
interactive image-forming techniques in the virtual reality space have provided
new opportunities for both designers and consumers of design products. New
features require designers of a new generation, synchronous expansion of
their competencies, which is possible, simultaneously with the transfer of both
design thinking and project culture in the digital environment.

The results of design-thinking transformation analysis under the influence
of industrialization indicate its transition, together with the project culture
into a new, digital, phase. A number of questions arises: why do you need
digitalization?; what does it give to design creativity?; why are the methods
and algorithms of digital design different from analog design methods?; with
what criteria does digital project culture and design-thinking outperform the
traditional prototypes?

Digitalization is necessary because modern computers can work only
with the finite amount of information presented in digital form, which
corresponds to the information redundancy reduction of functions or processes
representation. At the heart of this proposition is the theorem of responses, the
essence of which in the representation of functions with a limited spectrum
sequence of values of its responses, measured with a frequency exceeding
the double boundary frequency of this function spectrum. The notion of
“digitalization” has progressed during the industrial revolutions. At the start
of informatization, it was associated with analog-digital signal conversion, in
the transition period to the Fourth Industrial Revolution, it actually merged
with the notion of informatization, which covered all spheres of society. The
conceptual foundations of design creativity evolved during the industrialization
from ensuring the unity of purpose, utility and beauty in mass production to
targeted design, individualization and ecologization based on the synthesis
of bio nano-information technologies achievements. “There is a new era in
design, a new era in creativity that will take away from the design inspired by
the nature, to the nature, inspired by design” (Oxman, 2016).

Analysis of the design creativity evolution during the periods of
industrialization shows that the emergence of new technological opportunities
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in the field of processing, synthesis and reproduction of images stimulates
the development of new design tools. Those design-project operations that
were subject to automation were absorbed by new tools as components of
more common processes. In order to prevent deactivation of competencies
in a particular direction of design-activities, the designer needs to
synchronize with the advancements in technology and master the expanded
set of competencies, including new competencies that have emerged due to
convergence of specializations and automation of routine operations. In the
context of digitalization the new generation of designers must have basic,
everyday, economic and social digital competencies and innovations in the
field of project-designing. That is, the emergence of new technologies expands
the toolkit of design creativity and modernizes the basic set of competencies,
and the designer design style is transposed from an analog plane to digital
space. Design thinking in the course of industrial revolutions has transformed
into digital design thinking, project culture in digital project culture on which
digital design is based. The digital project culture has also spawned new areas
of design creativity — web design, interfaces design and computer gaming.

Digital design thinking has a number of advantages over traditional
design thinking. In the design-creative discourse these benefits consist of
increased flexibility in project result management and data capture capabilities
throughout the project in real-time mode. This refers to the process of
interviewing potential users, collecting statistics, analyzing trends, prototypes,
testing the results and scaling the project at each stage (Tenng Helge, 2018).

As a rule, catalysts of generating relevant competencies during industrial
transformations were disruptive technologies that required an updated
integrated approach todesign creativity. Virtual technology (VR) and augmented
(AR) reality are the potential sources of influence on the transformation
of design thinking. They greatly expand possibilities and expressiveness of
traditional methods of visualizing design solutions, show potential prospects
for the development of new design trends and fashion industry. At the same
time, these technologies bear the risk of disruptive influence on traditional
design-design techniques.

The mechanism of augmented and virtual reality influence on the
technologies of design-creativity can be explained by their ability to change
the consciousness of the individual with the effect of stimulating the creative
generation of images. In the space of augmented reality, the recipient undergoes
a transformation of consciousness from passive perception of the environment
to active generation of a media environment in which innovative images of
design objects emerge spontaneously. A synergistic effect is achieved as a result
of synthesis of the image of a real prototype with a digital model of the virtual
primary source. At the stage of the design product image formation, the impact
of VR / AR technologies on design thinking is to expand the boundaries of
figurative ideas generating.

Network communication, which is one of the most productive channels for
obtaining information in modern society, has another potential impact on the
design style of design creativity. The network effect of the interaction between

59



TEOPIA TAICTOPIM KVYJIIBTYPU
ISSN 2410-1915 (Print) « KyabpTypa i MyucTenTBO Y cydyacHOMY CBiTi. Burt. 20 « ISSN 2616-423X (Online)

the individual and the users of the network (recipients of communications) is
described by Metcalfe’s law: if a contact with one recipient can bring a person one
unit of useful information, then with the increase in the number of contacts on
the network, the usefulness of information increases in proportion to the square
of the number of recipients - the participants of network communications.

Since designers need information about general tendencies, trends in this
direction, prototypes and creative sources in order to achieve the relevance of
the solution and give it novelty in the process of designing solutions search,
the designer is looking for useful information in various sources, in particular
in social local and global networks. In the networks, the designer defines
a group of “useful” sources for further work. If the number of sources does
not exceed several dozens, the law is followed under the condition of 100%
information uniqueness of the sources. Since the recipients of the network are
able to exchange information “everyone with each” with the establishment
of an arbitrary number of other sessions, the uniqueness of information
of each recipient may be reduced. Given the correlation between sources of
information and constraints in the number of objects with which a person can
work in parallel, the number of sources in which the information usefulness
grows proportionately to the square of the number of recipient-participants in
communications is limited to several dozen. Then the dependence gradually
approaches the fixed level of the information usefulness.

To increase the maximum level of useful information to which Metcalfe’s
law is applied, the designer needs targeted selection of subjects of network
communications by thematic orientation and filtration based on the level
of uniqueness of their information with the use of technology of “big data”
processing for structuring.

Artificial machine intelligence copes with these tasks (except for selection)
more efficiently than a person. Modern technologies “big data” and “data mining”
are intended for the search and processing of useful information in a multitude
of unstructured data and can be used to search for primary sources, elements
of media trends and prototypes of design solutions. Using the possibility of
the powerful machine intelligence influence on the human mind in the context
of stimulating imagery and creativity of design thinking and getting rid of
routine operations such as processing unstructured data promises to produce
fruitful results in the absence of inhibition of the imagination of the author —
the generator of ideas. This possibility demonstrates yet another peculiarity
of the digital project culture — the ability to synthesize human and machine
intelligence with a synergistic effect in the process of generating images in an
environment of augmented reality.

It is proved that in the course of digital and under the influence of the
tendencies of the fourth industrial revolutions, the harmonization of project
culture with the digital environment is underway. As a result, the digital
phase of the project culture is formed, and design thinking is transposed into
digital design-thinking. For sustainable development of design and preventing
the devaluation of the axiological guidelines of design art on the platform of
digital project culture, adaptation of design thinking and updating of digital
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competencies in each of the design directions is required. It has been found
that in the discourse of design creativity Metcalfe’s law acts on a limited
number of network recipients, whose number is estimated by several dozen.
The enhancing of the “utility” of network communications can be achieved by
thematic selection of creative sources and filtering them according to the level
of information uniqueness using the technology of “big data” processing for
their structuring.

Conclusions

Since its inception, design has undergone an evolutionary path from
copying manual sketches and drawing-boards to digital design, automation of
routine operations, synthesis of human and artificial intelligence, cloud storage
technologies, processing and extraction (mining) of information. Its toolkit
has expanded considerably thanks to the additive technologies of prototype
materialization, visualization and modeling of design artifacts in the space
of augmented reality achieved through the synthesis of technologies and arts
based on the digital project culture.

Since design is aimed at harmonizing the person with the surrounding
reality, its goals have not changed during the industrial revolutions and have
shown invariance with respect to the changes in the technologies of design
artifacts creation. Design thinking has constantly expanded the coverage area
with an emphasis on the person with their needs and expectations, which is in
harmony with its use as an effective conceptual and methodological platform
for design creativity. Evolution changed design objects from products to needs,
analog concepts, design algorithms and digital tools, as well as expanded design
products visualization and provided additional on-line product sales channels
to the end user.

A new approach to design projecting was formed in the ecosystem
“Citizens - Society” taking into account the cultural and historical context,
the ethnosphere, ecology and individual human needs. The development of
design using design-thinking as a conceptual and methodological base is aimed
at harmonizing the relations of “man - society”, “man - nature” and “man -
everyday life” with the functions of a buffer link under the conditions of sharp
changes of the environment by creating artifacts “for a person”.

Under the influence of industrialization, project culture was transposed
into the digital phase, and design-thinking was transposed from its analog
form into digital design thinking, which has several advantages over the analog
one. For sustainable development of design in a digital environment, project
culture reengineering and its transformation synchronously with design-
thinking into the digital phase and updating of digital competencies in each
of the design directions is required. The main directions that can help the new
generation designers to adapt to working under the conditions of digitalization
are mastering (towards disruptive technologies in design-practice and design-
education) the up-to-date complex of digital competencies and project tools
innovations.
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Further research should be directed to finding ways to develop design
in the post-digital period under the conditions of the fourth industrial
revolution.
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TPAHCOOPMAIIIA IU3AWH-MUCIEHHS HA TUVIAT®OPMI _I__lI/I(DPOBO'I'
IMPOEKTHOI KVJIBTYPU IIIJI BINIMBOM IHAYCTPIAJII3AIIII

Tapma6xanse IpuHa AHaTomiiBHA

Llouenm,

ORCID: 0000-0002-8899-3267, irene.gard@meta.ua,
Kuiscokutl HayioHanvHUll yHigepcumem KyJaiemypu i Mucmeyms,
Kuis, Ykpaina

MeTa JOCTIKEeHHS — PO3IJISIL B3a€EMO3B’SI3KY OM3aiH-MUCIEHHS i TpagulliiiHoi
I13aliHepChKOi TBOPUYOCTI 3 aHAJi30M eBOJIOLi1 M3aiiH-MUCAEHHS B IUCKYPCi MPOEKTHOi
KYJIbTYPU IIiJi BIUIMBOM iHIyCTpiaji3allii, a TaKoK BUSIBJIEHHSI OCOOIMBOCTEN TOTPUMAaHHS
3akoHy MeTkasda y pakypci Au3aitH-TBOpUOCTi. MeTomosorist JOCTiIKeHHS I'PYHTYIOThCS Ha
CUCTEeMHOMY MiJIXO/li A0 BU3HAUYeHHS (DaKTOPiB BIVIMBY I[U(DPOBUX METOiB MOAETIOBAHHS
BipTyabHMX OO’€KTiB Ha TreHepalilo i MaTepiamisalilo [guU3aiiHEePCbKUX pillleHb.
TeHe3uC MPOEKTHOI KYJbTYpM Ta €BOJIOLISI OM3aifH-MUCIEHHS IpoaHasli3oBaHi Ha 6asi
icropiorpadiyHoro aHamisy; BU3HAUEHHS B3a€MO3B’SI3KY IM3aiiH-MUCIEHHS i TPaauliiiHOrO
Iu3ajiHy peani3oBaHO 3 BUKOPUCTAHHSIM IOPIBHSUTbHOTO aHali3y; KPUTMUHMII aHami3
3aCTOCOBAHMIA /IS MOCTiIKeHHST yMOB OTPMMAaHHS 3aKOHY MeTkasida B IMCKYpCi Iu3aitH-
TBOpuocTi. HaykoBa HoBM3HA. OGIPyHTOBAHA IOIUIbHICTH BUKOPUCTAHHS M3aliH-MVUCIEHH]
SIK MeJliaTopa peasisallii KOHIEIIi y Au3aiiH-TBOPYOCTi. 3’5SICOBAHO, IO ITiJi BIUIMBOM
inpopmarusanii popmyerbes 1mdpoBa Gasza MPOEKTHOI KyIbTypH, a AU3aH-MUCIEHHS
TPAHCIIOHYEThCS Y UM(POBe AM3aiiH-MUCIEHHS. BuUsBIeHO, 10 B AUCKYPCi Au3aitH-
TBOPYOCTi 3aKOH MeTKajda aie Ha 00MeXKeHiit MHOKVHI PEIIUIIi€HTIB MePEXi, UMCeTbHiCTh
SIKUX OLIHIOETBHCS KiTbKOMa JeCsITKaMU. 3pOCTaHHS «KKOPUCHOCTi» MepeXXeBUX KOMYyHiKalliii
MOYKHA JTOCSITTU IJITXOM TeMAaTUYHOI CeeKIlii MepeXXeBuX TBOpUMX JIkepen Ta (inbrpariii
3a piBHEM YHiKa/lbHOCTI iXHbOI iHhopMmariii. BucHoBku. B xozi iHmycTpiabHUX peBOIONii
MeTa Au3aliHy 3aauilanacs He3MiHHOW, a BiAIOBiIb Ha 3MiHY YMOB HaBKOJUIIHBOTO
cepemoBUIIA MTOJISITasIa B TIePeX0/Ii MPOEKTHOI KyIbTypy B UG POBY ¢a3y. [In3aiiH-MUCTIeHHS
Ha twiatdopmi 1MdPoBOI MPOEKTHOI KyAbTypu TpaHcHOpMyBanocs B UudpoBe OU3aiTH-
MUCIEHHS 3 PO3IMMPEHHSIM cepy BIUIMBY HA COLiabHI MTPOLIeCH Ta KOHLIEHTPAIli€0 Ha
iHgMBimyanbHi moTpe6u MonuHi. I cTasoro po3BUTKY AM3aiHy Ha miatdopmi mudposoi
MIPOEKTHOI Ky/IbTYpY HeOOXigHa afamTallis Au3aiiH-MUCIEHHS Ta aKTyasli3alis nuppoBux
KOMIIeTeHIIiif B KOKHOMY 3 HaIpsIMiB AM3aiiHy.

Kniouosi cnosa: ingycrpiamizariisi; mpoekTHA KyIbTypa; AuU3aiiH-MUCIEHHS ; TU(DPOBUii
NU3aiiH; ayrMeHTallis peaJbHOCTi; IU(POBi KOMITETEHIIIi.
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TPAHC®OPMALIVS TU3AIH-MBIIUIEHUS HA TUIAT®OPME
LIMI®POBOI ITPOEKTHOM KYJIBTYPHI IO]], BIVSTHUEM
VHIYCTPUAJIV3ALIN

T'appma6xanse VpuHa AHaTO/IbeBHA

Llouenm,

ORCID: 0000-0002-8899-3267, irene.gard@meta.ua,
Kuesckuti HayuoHanbHolll yHUBEpCcUMem KyJasmypol U UCKYcCma,
Kues, Ykpauna

llenp  wmccnemoBaHusi — — pacCMOTpPeHME  B3aMMOCBSI3M  AM3aiiH-MbIIUIEHUS
U TPAAMUIIMOHHOTO AM3aifHEPCKOTO TBOPUYECTBA C AaHAJIM30M 3SBOMIOUUM U3AiH-
MBILIIEHNSI B IUCKYPCE MTPOEKTHOI KyAbTYPbI IO, BAUSIHUEM WHAYCTPUATU3AINN, & TAKKe
BbISIBJIEHVE OCOOEHHOCTe eiicTBuUsl 3akoHa MeTrkanda B pakypce AM3aiiH-TBOPYECTBA.
MeTomoIoTHs MCCIeIOBaHNSI OCHOBAaHA Ha CCTEMHOM IOJIXOZe K OTIpeie/IeHI0 (PaKTOPOB
BAUSHUST UM(PPOBBIX METOJOB MOAEIMPOBAHMS BUPTYATbHBIX 0OBEKTOB HA reHepaluio
Y MaTepUaNn3auuio qMU3aiiHePCKUX pellleHn . [eHe3Mc TPOeKTHO KYIbTYPbI U SBOTIOIIVS
IU3alH-MBbIIIJIEHUsT TIPOaHAMM3VPOBaHbl Ha 06ase wucTopuorpadmMyeckoro aHaam3a;
ompejiesieHNe B3aMMOCBSI3Y qU3aMH-MbIIUIEHUS U TPAAUIIMOHHOTO AM3aiiHa peain30BaHO
C VCMONb30BaHMEM CPABHUTEIBHOTO aHAINM3d; KPUTUYECKUIT aHAIMU3 TPUMEHEeH [JIsi
UCCIeIOBaHMS YCIIOBUIA COOMIONEeHsT 3aKkoHa MeTKasnda B AUCKYpCe AM3aiiH-TBOPYECTBA.
Hayunast HoBu3Ha. O60CHOBaHA 11€71€CO06PA3HOCTDh UCITONb30BAHMS MU3aIH-MbIIIIEHUS
KaK MenymaTopa peanu3aluy KOHUEMUIWI B IKU3aifH-TBOpPUECTBe. BBISICHEHO, UTO IO,
BAMSHMEM WHpopMaTusanuu Qopmupyercss umudpoBast ¢dasza MPOEKTHON KyIbTYPBI,
a An3aiiH-MbIlIUIeHVe TPAHCIIOHUPYETCs B IIM(GPOBOe MMU3aiH-MbIIIJIEHME. BpISIBJIEHO, UTO
B AVICKYpCe TM3aifH-TBOPUECTBA 3aKOH MeTkasia AeiicTByeT Ha OTPaHUMYEHHOM MHOKECTBe
PELIUITUEHTOB CETH, YNCJIIEHHOCTh KOTOPBIX OLIEHMBAETCS HECKOIBKUMMU JiecsiTkKamu. Pocta
«TTOJIE3HOCTM» CETEBBIX KOMMYHMKALIVI MOKHO JOCTUYD ITyTEM 11€JIeBOT CeJIeKIIUY CeTEeBBIX
TBOPYECKUX MCTOYHUKOB I10 TEMATUUYECKOI HATIPABIEHHOCTU U QWIbTpAIMK 110 YPOBHIO
YHUKQJIBHOCTU UX MH(OpManuu. BeiBogpl. B Xome MHAYCTPUATbHBIX PEBOMIOLINIA 11€Th
IM3aliHa OCTaBalach HEM3MEHHO, a OTBET Ha M3MEHEHMe YCIOBUII OKPYKAIOMIEl CPelbl
COCTOSJT B TIepexofie MPOEKTHON KyabTypbl B IudpoByo (asy. du3aiiH-MbllUIeHNEe Ha
maTdopme MdPOBOI TPOEKTHOI KYJIbTYPhI TPAHCHOPMUPOBATIOCH B IM(POBOE NU3aiTH-
MBILIIEHMS C paciiupeHyrem chepbl BIUSHNS Ha COIMATIbHbIE MTPOIIECChI M KOHIIEHTpaIMei
Ha VMHIMBUAYAJIbHbIE MMOTPEOHOCTM uenoBeka. [Isl YCTONYMBOTO pa3BUTUSI Au3aliHA Ha
maTdopme 1ndpPoBOIi TPOEKTHOI KyIbTYPbl HEOOXOAVIMA afaT Tallysl AV3aiiH-MbIIUIEHUST
U aKTyaau3aius IuQpPOBbIX KOMITETEHIINIT B KQXKJOM 13 HAIPaBJIeHUII Au3aiiHa.

Kniouesbie cnosa: mMHOyCTpuanmu3auus; MPOEKTHAs KyJAbTypa; IU3aifH-MBbIILIEHKE;
undpoBOIt M13aiiH; ayrMeHTaIMs PeabHOCTY; IIU(DPOBbIe KOMIIETEHIIUM.
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