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=  Abstract

The purpose of the study is to characterise the development trends of modern design with the
identification of factors influencing their formation and the motivations of recent trends emergence.
An assessment of the design thinking value as the concept-methodological background of design
creativity is given. Research methods based on a system approach to the analysis of modern
design trends development. The elements of comparative, critical, historiographical and content
analysis, as well as the complex processes decomposition method, were used for assessment
of design thinking potential as a concept-methodological basis for design theory and practice,
identifying the main groups of factors influencing of trends formation and new directions of
design. The scientific novelty of the research consists of determining the trends of modern design
development taking into account social, utilitarian-technological and artistic-aesthetic factors. It
is proved that because of culture and technology elements synthesis, the emergence of new
features can be achieved, which, in combination with the social request of a new lifestyle, is
the motivating factor for the emergence of new directions of design creativity. Conclusions. It is
shown that the characteristics of the Fourth Industrial Revolution in modern design are reflected
in the form of trends of synthesis the technology, the arts, elements of ethno-culture and ecology.
The principle of differentiation of design creativity processes from other processes of activity is
proposed. It is shown that the influence of social factors to contemporary design development
trends manifests in the form of design “areas of action” expanding, the art-aesthetic factors
stimulate the trend of expanding designer’s imagination horizons, and utility-technological factors
of modern design gave a chance to realize the earlier “impossible” technological operations.
Analysis of design thinking potential as a conceptual and methodological basis of design creativity

showed the feasibility of using it to systematize the designing process.
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Introduction

In the context of the Fourth Industrial Revolution, the formation of both new life-
styles and lines of activity occurs within the broader socio-economic, geopolitical
and demographic drivers of development than was noted during the earlier stages
of industrial progress (The Fourth Industrial Revolution, 2016). The phenomenon of
expanding the range of drivers of development appears in multidisciplinary fields of
activity strongly.

These changes did not omit the design sector, which foundations multidiscipli-
nary, in combination with information technology, created a source base for the con-
vergence of design specializations and became a catalyst for the development of
new areas of design creativity in the digital environment. The automation of routine
operations has freed up the resources of designers for creativity with a return of inter-
est in the ethno-cultural heritage of peoples and with consideration to environmental
issues.

The relevance of the topic of the research is that over the last ten years, the
range of activities the design is relatable to has expanded that much that establishing
the boundaries of contemporary design has proven to be extremely difficult, even for
active participants in design.

In this situation, the definition issue, what is a contemporary design, becomes ex-
tremely relevant, because its solution answers the questions of what activities belong
with design and which are external to the sphere of design. It is also relevant to iden-
tify trends in the development of contemporary design with an analysis of the factors
influencing the emergence of new areas of design creativity because its understand-
ing is a key issue in managing the sustainable development of design of the future.

Practical interest is the answer to the question of how the so-called “design think-
ing” relates to traditional design, including the design thinking analysis in the role of
an effective conceptual and methodological basis of design creativity. It is also useful
to determine what design thinking tasks, processes, and projects are recommended
to use to enhance creative treatment and advance the performance.

The urgency of the problem of defining the boundaries of contemporary design
is confirmed by the intense flow of publications that address both the trends of tra-
ditional and alternative design trends (Turner, 2014; Szalapaj, 2005; Milk, 2016). In-
formation technology in the digital environment has provided new opportunities both
for designers and consumers of design products, and as the production of original
design ideas is more productive within digital technologies, the rush toward innova-
tion in design creativity is also transposed into the digital environment. A variety of
publications describes new opportunities for innovative digital technologies in the de-
sign, manufacture, and implementation of modern design products. Also of interest
to researchers are the processes of technology transfer to the digital space (Top 9 of
the best CAD fashion, 2017; Global Human Capital Trends, 2016; The Fourth Indus-
trial Revolution, 2016).

Design Failure Forecasts are published in 2007, but are still relevant today by
Tony Fry’s book “Design Futuring: Sustainability, Ethics, and New Practice” (Fry,
2007) and a report by leading New Generation Designer Neri Oxman, “Design at the
Intersection of Technology and Biology” (Oxman, 2017).
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Since the design style of problem solving has recently been used not only for
design but also for a wide range of activities, there is some interest in interpreting
design thinking as a universal conceptual and methodological platform for design
creativity and other creative processes. There are many publications that describe
examples of the impact of design thinking on enterprise competitiveness and pub-
lic sector management effectiveness (Brown & Katz, 2009; Global Human Capital
Trends, 2016; An Introduction to Design, 2017; Tenng, 2018; Liedtka, 2018). Many
publications are dedicated to the latest trends in design (Milk, 2016; Oxman, 2017;
Sculpteo, 2018; Meta, 2018). The development of both virtual and augmented reality
technologies has not only modernized the foundations of retail and marketing but
also significantly expanded the toolbox for “designer-user” interactive communication
and led to the emergence of new forms of virtual transactions and virtual channels of
implementation of design products.

The research materials analysis of contemporary design’s development trends
over the last decade allows for the conclusions that design as a type of activity and
the carrier of the concept of the effective problem solving approach is constantly in
the trend of the new millennium’s public streams. Design is developing intensively
and projecting influence on areas of activity that are other than the harmonization of
needs and the things’ enclosing of people with the environment. Its functions are ex-
panded by changing the object of harmonization from the environment to the outward
things (that is, the harmonization of people with the surrounding reality) by meeting
the current public needs. Yana Milev proposes a concept of design that goes beyond
pragmatic notions of consumerism functionality of the 1950s:

“It is necessary to open up this limited understanding of the design and to moti-
vate a design thinking that is pertinent to the social, political, ethnographic, ecolog-
ical, economic, urban, and spatial, as well as of the aesthetic, mediated, narrative,
and performative aspects of” (Milev, 2018).

In the book “Design Futuring: Sustainability, Ethics, and New Practice”, Fry of-
fers a complete reconceptualization of the design practice, starting from teaching the
basics of design to the perception of design both by the public and the designers,
from unsustainable design to sustainable design. Despite the variety of issues dis-
cussed by the authors in publications, most topics relate to problems and examples
of effective use of new technologies in marketing, retail and design products. The
publications miss the materials that reveal the range of trends in contemporary de-
sign. There are no results of the analysis of the factors influencing the emergence of
new areas of design creativity, as well as proposals for the principles of differentiating
processes that are design in the traditional sense from processes that are not design
creativity but use design thinking to improve their efficiency.

* The purpose of the article
The purpose of the article is to describe trends in contemporary design develop-
ment including the identification of factors influencing their formation. For the purpose
of detailed analysis of contemporary design’s features, the optional task is to identify
the motivating causes of the emergence of new directions of design and to analyse
the design thinking capabilities as the conceptual and methodological basis of design
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creativity. Due to the expansion of the scope of the design process principles, there
is a solved issue to find the differentiation criterion of traditional design creativity
from processes of another nature, which use design thinking to increase their own
efficiency and realization of creative potential.

Presentation of the main material

Considering design as a process of creating artefacts “for people”, one can im-
agine that the design activity consists of processes of artistic, aesthetic, utilitarian,
technological and social character. The factors of each group impose conflicting re-
quirements on the design process, so in the design process, one should compro-
mises on the aesthetic, utilitarian and social requirements to the design artefacts’
characteristics. Finding the optimal balance depends on the design task and is de-
termined by the specific conditions of the design project.

Taken as a whole in light of an “extended area of influence”, modern design is
based on a design approach to problem solving that can be applied to a wide range
of activities.

Principles of the design creativity’s disparity out of other types of processes.
Design artefacts in this study are artificially created visual images that are character-
ized by criteria, utilitarian, technological, social and artistic-aesthetic character, with
respect to the basic principles of composition (including the organization of space,
shape, volume, proportions, rhythm, colour, texture, and lines’ mobility).

Design processes, respectively, mean the processes of creating design artefacts
in the form of visual images, characterized by these three groups of criteria.

Non-design artefacts are objects that are not in the form of a visual image (for
example, software design) or for which artistic and aesthetic factors are not decisive
(eg, microchip design, genetic engineering design).

Non-design processes are regarded as the processes of artefacts creation that
are not design artefacts, that is, not represented by visual images, or which are visual
images for which the artistic and aesthetic properties of the artefact are not defined.

Traditional types of design creativity are design trends that aim to create design
artefacts that have passed the path of becoming and have a history of existence
based on the combination of the design approach principles with the principles of
creating visual images. Major groups, each of which includes functionally relevant
subgroups, represent traditional design types:

— industrial design;

— environmental design;

— graphic design;

— personal image design.

New types of the design mean the areas of design creativity, which were distin-
guished from the main groups in accordance with the new public needs and under
the influence of new technologies. Examples of new areas of design creativity are
web design, UX/UI design, Interaction Design, informative design, infographics, in-
structional design, AR/VR design.

Alternative types of design refer to the areas of design creativity, the purpose of
which is to create non-standard design artefacts or complex multiform (an example
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is eco-design, ethno-design, and art-design, performance and ceremony design).
Alternative ones can be attributed to the design of catwalk fashion shows, as these
activities combine the methods of modelling the artistic image of models with the de-
sign of the collection script, light, sound design and the design of the podium space,
where the performance is shown.

Based on the definition of design types, we can offer a criterion for differentiating
design creativity from non-design creativity and non-design processes, even if they
use the principles of design approach or design thinking. A unique feature of design
creativity is the aim to create a visual image for which the main criteria are artistic
and aesthetic factors. Arguing throughout the above definitions, we can assume
that those processes that are aimed at creating an artistic image with evaluation by
three groups of criteria and focusing on artistic and aesthetic properties are design
processes, others are not, even if they use design thinking as a design practice.

Social factors of modern design development trends. Globalization and mobile
access to content sharing have allowed for interdisciplinary technology transfer and
convergence of cultural elements of different types. As a result, a distinctive feature
of the Fourth Industrial Revolution was the creation of innovations based on the syn-
thesis of technology and the arts. The emergence of the results of the synthesis of
heterogeneous elements of culture has become a catalyst for the expansion of the
“areas of action” of a core aspect of the work and the launcher for new trends spring
in high-tech industries, business, and the arts.

In the modern sense, the design is considered not as a process of designing the
objects’ form, but as a process that creates a new way of life by organizing a common
“reasonable” space around it. In a more general sense, design is the solution to the
problem, the designer is the performer that solves the problem, and design thinking is
a method of solving problems that arise in the development of user-oriented services,
products and services (An Introduction to Design, 2017). Targets of a modern design
project are not products but needs.

The processes of transformation of economic and cultural life at the turn of the
century, although it promises the record pace of progress to society, precisely be-
cause of the high rate of change, are accompanied by the problems of “rapid growth”.
New technologies are changing the content of typical operations and business pro-
cesses through innovation. Because of the disruptive impact of innovation on tra-
ditional technologies and business processes, the risks of job cuts are increasing.
Another risk factor is the loss of relevance of activity areas that are not subject to
innovative transformation. Under the influence of disruptive technologies, processes
and industries approach the points of bifurcation, after which they either degrade or
begin to develop in a new way.

However, the evolutionary processes of contemporary design are not limited to
the emergence of new types of creativity. The effectiveness of the design approach,
which balances creative heuristic and formalized-algorithmic methods to achieve the
set tasks, became the reason for the transfer of problem-oriented design style at
the task of service development, and then the method of design project approach
was applied to solve business, process and team management issues. Today, this
approach has been extended to a wide range of tasks in the economic and social
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sectors. That is, the design is a problem solving approach that can be applied in the
private and public sectors to stimulate innovation in products, processes, services,
society, and politics as well.

The influence of social factors on the trends in the development of contemporary
design is manifested in the form of expanding the “action areas” of conventional
trends of design creativity. The motive for the tendency of expanding the “action are-
as” is the social demand to increase the efficiency of social and economic processes.
However, not all processes that use design thinking as a technique for managing
their own performance are design processes.

Another trend in the development of contemporary design is the emergence of
new areas of design creativity. The driving mechanism behind this trend is the de-
mand for new design products and services, which are being shaped by social de-
mand in a new digital lifestyle. Nevertheless, an optional condition for new areas of
design creativity is the emergence as a result of the synthesis of arts and technol-
ogies. The multidisciplinary design creates a productive “source base” for the con-
vergence and synthesis of the diverse fields of knowledge, technology, and activity.
The emergence of synthesis results has become a trigger for the emergence of new
areas of design creativity in the digital environment. An example of forming a new
kind of design creativity is the technology of augmented and virtual reality, which is
recognized by the art at its infancy (Milk, 2016) and which elements are actively used
to model prototypes and visualize figurative ideas of design decisions.

Impact factors of artistic-aesthetic and utilitarian-technological origins on tenden-
cies of contemporary design development. Design methods are able to transform in
accordance with changing environmental conditions due to the flexibility of algorithms
forming to solve problems, as well as the modernization and convergence of compe-
tences in synchrony with the emergence of new technologies. The development of
automated systems based on digital intelligence has provided a response to social
demands to individualization of the personal needs but the transformation of tech-
nological operations from standard to an individual approach has caused a heavy
increase of information flow needed to take into account to manage projects and
business processes. The “digital” revolution has handled the growing flow of infor-
mation through the development of computer processing of large data sets but has
transformed some of the traditional design and production processes. Integrated
social communications with the support of social science networks stimulated the
intensification of cross-disciplinary knowledge transfer. The results of the synthesis
of arts, technologies, media elements of fashion trends, elements of ethno-cultures
and ecological requirements have radically expanded the possibilities of visualization
and materialization of creative ideas of design decisions. Optional opportunities for
reaching the designer’s creative potential ensures the transfer of visual images to the
world of augmented and virtual reality. The combination of these tools has significant-
ly increased the level of utilitarian and technological parameters of design products.

“We live in a very special time in history, a rare time, a time when the confluence
of four fields is giving designers access to tools we’ve never had access to before.
These fields are computational design, allowing us to design complex forms with sim-
ple code; additive manufacturing, letting us produce parts by adding material rather
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than carving it out; materials engineering, which lets us design the behaviour of ma-
terials in high resolution; and synthetic biology, enabling us to design new biological
functionality by editing DNA. And at the intersection of these four fields, my team and
| create” (Oxman, 2017).

Thus, the factors of artistic and aesthetic origins through the synthesis of art and
using elements augmented and virtual reality have inspired the imagination to loom
trend in the process of building the innovative design solutions; and the utilitarian
factors have entailed trends of the implementation of the “impossible”, unachievable
earlier technological operations due to the merger of the various fields of knowledge,
technologies and arts. The implementation of these trends has provided the design-
ers’ access to new possibilities of visualization and materialization of imaginative
creative solutions.

Potential capacity analysis of the design thinking as a conceptual-methodologi-
cal base of design creativity. For a long time after its inception in the industrial serial
production, the design has been treated as a project of artistic and design activities of
the “unity of usability and beauty”. In the 80s of the last century, the design commu-
nity was dominated by the idea of a systemic technical approach to design activities
from the perspective of mass production, but gradually it came to an understanding
that design creativity is not limited to engineering design and that design processes
are distinctive stylistic feature of modern thinking. As a result, the idea of design
culture starts to be used actively in the new way of thinking and becomes the centre
of a new concept, in which the question of the primacy of function or form, use or
beauty change with the problems of determining the role of artistry in design culture
and design system in a culture, clarify the understanding of the nature of design
culture and its role in design. Design activity within the design culture is introduced
as of intellectual, informational, methodological and organizational levels of its im-
plementation. Design activity in the process of creating the image and shape of the
objects matters an integrating link in the research, design, technological works that
constitute, in general, on design culture.

The concept of design thinking originated in parallel with the development of
the design for reasons of design creativity. Many of the key concepts and aspects
of design thinking were found in studies conducted in different areas of design. But
gradually, the development of design culture and design thinking went their separate
ways. Design thinking was developed as the concept of solving user-oriented prob-
lems. During evolution, this concept was acting as a creative approach to solving the
problems of the user. Companies have realized the usefulness of embedding design
as a productive asset in all organizational policies and practices, and design thinking
was used to control the efficiency and innovativeness of the working groups and
organizations of various types. Further development of design thinking was carried
out in the environment of business processes managing as an effective means of
creative problem solving and consumer needs regardless of the development of tra-
ditional design. However, between design creativity and design thinking have much
in common in a systematic approach to solving design problems and algorithms of
creative problem solving. To analyse the relationship between design thinking and
design processes there is a comparative analysis of main stages (see table 1).

Hardabkhadze, I. Contemporary design. Synthesis of arts, technology, ethnoculture, and ecology 27



TEOPIA TA ICTOPIAA KYJIBTYPU

MuTaHHA KyABTYPOAOTiT
2019 « 35 » 21-33

ISSN 2410-1311 (Print)
ISSN 2616-4264 (Online)

28

Table 1.

Comparative analysis of design processes and design thinking

Design processes stage

The name of the stage

SWOT analysis of the need for
product creation

Harmonization of purpose

Design thinking stage

The name of the stage

Analysis of the situation
(inspiration)

Issues set (empathy)

Comparison results

The results of the comparative
analysis

Functionally similar in the
sense of creative source
search

Empathy must be added to the

and task with fashion trends design processes stage with

the target audience in mind

3.  Idea production Creative production of ideas

and solutions (ideation)

Functionally identical

Sketching, modelling and
prototyping (implementation)

Partially identical. The stage
of design thinking has no tools
to realize the compositional,
artistic and aesthetic
parameters of the visual
image

4.  Sketching an image idea

5.  Materialization
or 3D modelling of the image

6. Models presentation
with evaluation in the
demonstration process

Functionally identical

Design product life starts with the dilemma and the “social demand” analysis,
which in practice means the study of the needs and expectations of potential target
user groups, and harmonizing them with the trend of fashion. Because of awareness
of a problem situation, there is ideation, tasking, idea production and design task.

The emergence of the artefact idea as the basic core design of the concept takes
place in the creative innovation process where the idea of the design project turns
into innovative design solutions in the form of a virtual image of the artefact in the
mind of the designer.

In the next stage, a virtual image of a conceptual idea is visualized in the form of
a two-dimensional sketch in hard copy or in the form of virtual digital images, after
which a two-dimensional image of the design artefact is transformed into a three-
dimensional virtual and/or physical prototype of a design object. Lifecycle model of
the artefact includes the following steps:
swot analysis of the need to create products;
harmonization of goals and design tasks with fashion trends;
idea production;
sketching of image idea;
materialization or 3D-modelling of the image;
models presentation with evaluation in the process of demonstration.

Design thinking includes the following steps:
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analysis of the situation (inspiration);

problems formation (empathy);

— creative idea production and solutions (ideation);
sketching, modelling, and prototyping (implementation);
testing and evaluation.

The table shows that the stage of ideas production and testing and evaluation are
functionally identical. The SWOT analysis stage has similar functional content, but the
term “inspiration” best describes the selection process of the creative source. Stage of
harmonization of goals and design tasks with fashion trends requires the promotion of
treatments of empathy for better alignment of design intent with the user’s requirements.
The greatest differentiation was observed between the stages of sketching, modelling,
and prototyping. Tools for implementation of compositional and artistic-aesthetic
requirements to the image of the artistic image of the artefact should be included in the
process-specific design.

In general, the structure and capability of design-thinking techniques are consistent
with the goals and objectives of the design process. It is advisable to use design thinking
to systematize the process of design with the conditions of adding to the methods
specific requirements to the composite decision and forming the artistic and aesthetic
parameters of the image of the artefact.

The principles of differentiation of design creativity from processes of another type
are offered. A unique feature of design creativity is the creation of a visual image in the
design process, for which the main criteria are artistic and aesthetic factors.

Trends in the development of contemporary design are identified by three groups
of factors. The influence of social factors on the trends in contemporary design
development is manifested in the form of expanding the “areas of action” of traditional
areas of design creativity. It is shown that the emergence of the results of the synthesis
of arts and technologies is the driving force behind the emergence of new areas of
design creativity in the digital environment.

Artistic and aesthetic factors have stimulated the tendency to expand the horizons
of the fantasy of the designer due to the synthesis of arts and the use of elements of
augmented and virtual reality.

Utilitarian-technological factors due to the confluence of various spheres of
knowledge, technology, and the arts have led to the emergence of a tendency in
contemporary design to implement the “impossible” process operations that were
unachievable before.

Design thinking value analysis as conceptual and methodological backgrounds of
design creativity has shown the relevance of using it to systematize the design process.

* Conclusions
The research covers the most relevant issue of contemporary design. It was
indicated that the characteristic features of the Fourth Industrial Revolution as
a cross-disciplinary knowledge transfer by a synthesis of different cultural elements in
contemporary design are reflected in the form of realization of the earlier “impossible
solutions” because of the synthesis of technology, arts, elements of ethnic culture
and ecology.
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In terms of design artefact — non-design artefact, design process — non-design
process, traditional type of design creativity — new type of design creativity, alternative
type of design creativity, there is differentiation criteria to distinguish between the
design creativity and the design-art and non-design processes, even if the principles
of the design approach or design thinking are used. The fact of visual image creation
of the design artefact with the design process, for which the main criteria serve as
artistic and aesthetic factors, is chosen as a unique characteristic of the design
creativity.

Since globalization and mobile access to content share have created favourable
conditionsforthe cross-disciplinary transferoftechnologies and convergence of different
cultural elements, the creation of innovations based on the synthesis of technologies
and arts has become a distinctive feature of the Fourth Industrial Revolution, which is
especially evident in the development of the trends. The emergence of the synthesis
results of different cultural elements has become a catalyst for the expansion of the
“areas of action” of traditional trends of design creativity and the launcher for the
emergence of new trends in design, business, and art.

Trends of the design creativity development are considered taking in the light
of the influence of artistic, aesthetic, utilitarian, technological and social factors.
The influence of social factors on the trends of contemporary design development
is manifested in the form of expanding the “areas of action” of traditional trends
of design creativity. The society’s demand to increase the efficiency of social and
economic processes is an encouraging mechanism for expanding the “areas of
action”. The incentive mechanism for the emergence of new areas of design creativity
is the formation of society demands for new design products and services in a new
lifestyle within the digital environment. An optional condition for new areas of design
creativity is the emergence as a result of the synthesis of arts and technologies.

It has been shown that the artistic and aesthetic factors stimulated the tendency
to expand the horizons of fantasy due to the synthesis of arts and the use of elements
of augmented and virtual reality; and utilitarian and technological factors due to the
confluence of various spheres of knowledge, technology, and the arts caused the
emergence of the earlier “impossible” process operations.

According to the results of the comparative analysis of the design processes
and design thinking stages, it is seen that in general the structure and capacity of
design thinking techniques meet the goals and objectives of design processes. It
is advisable to use design thinking to systematize the design processes with the
conditions of adding to the methodology specific requirements to the composite
solution and forming the artistic and aesthetic parameters of the artefact image.

Open problems should be aimed for the development of conceptual and
methodological backgrounds of the theory and practice of design through the
convergence of strengths of design thinking and elements of design culture.
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AHoTauin

MeTa gocnigKeHHs1 — BUSIBNIEHHS TeHAEHLIN PO3BUTKY Cy4acHOro Av3aiiHy 3 BU3HAYEHHSM
(hakTopiB BMMUBY Ha iX (POPMYBaAHHS Ta CMOHYKaNbHUX NPUYMH 3aPOOXKEHHSI HOBUX HanpsiMKiB
An3anHy. HagaeTtbes ouiHka noTeHLiany BUKOPUCTaHHSA An3aH-MUCTIEHHS Y PO KOHLENTyarnbHO-
METOAOMOriYHOT OCHOBW Au3anH-TBopYocTi. MeTtoan AocnigXeHHsi OCHOBaHi Ha CUCTEMHOMY
nigxo4i 4o aHanidy TeHAEeHLiN po3BUTKY CyvacHOro ausanHy. [ing HagaHHsa OLUiHKM noTeHuiany
[OV3alH-MUCIIEHHS! Y POrli KOHLeNTyanbHO-MeTOA0MOorYHOT 6a3n Teopii Ta NpakTUKU Au3aiiHy,
BM3HAYEHHS OCHOBHUX rpyn pakTopiB BNMMBY Ha POPMYBaHHS TEHAEHLI Ta HOBMX HanpsMKiB
ON3aiH-TBOPYOCTi BMKOPWUCTAHO €neMeHTU MOPIBHAMBHOMO, KPUTUYHOrO, icTopiorpadiyHoro
Ta KOHTEHT-aHanidy, a TakoX MeTod [OeKOMMo3uuii cknagHux npoueciB. HaykoBa HOBM3Ha
OOCMiXEHHS nonsirae y BU3Ha4YeHHi TeHOeHLii po3BUTKY Cy4aCcHOro Au3aiiHy 3 ypaxyBaHHsIM
couianbHUX, YTURNITapHO-TEXHOMOMYHMX Ta XyAOXKHbO-eCTETUYHMX (pakTopiB. [doBegeHo, Lo
y pesynbraTi CUHTEe3y eNEMEHTIB KyNbTypU | TEXHOMOri Moxe OyTu [OCArHyTa eMEpPOKEHTHICTb,
AIka y CroryYeHHi i3 couianbHNUM 3aMOBMEHHAM HOBOTO CTUIIO XUTTS € CMOHYKarbHOK NPUYMHOK
3apOKEHHS1 HOBUX HanpsiIMKIB AW3anH-TBOPYOCTi. BucHoBku. MNokasaHo, WO XapaKTepHi pucu
YeTBepTOl iHAYCTpianbHOI peBontoLii y cyyacHoMy Au3aiHi BinobpaxatoTbes y (hopMi TEHOEHLN
CUHTE3Y TEXHOMOTIN, MUCTELITB, eNIEMEHTIB eTHOKYNbTYpU Ta ekonorii. 3anponoHOBaHO NpMHLMN
andepeHuiauii  An3arH-TBOPYOCTI Big MNPOLECIB iHWMX HanpsaMKiB AignbHocTi. [lokasaHo,
WO BNAMB coujanbHUX (PaKTOPIB Ha TeHAEHUii pO3BUTKY Cy4acHOro AuM3anHy MpOsIBNSETLCA
y hOpMi pOo3LUMPEHHS «30H Aii» AnsariHy, PakTopu Xy40XKHbO-eCTETUYHOT NPUPOAN CTUMYNIOTb
TEeHAEHLi0 PO3LLUMPEHHS FOPU3OHTIB haHTasii An3ariHepa, a akTopu YyTUNITapHO-TEXHOMOTYHOI
npupoanM CNPUYMHWMKM MOSIBY Yy Cy4vacHOMY [Au3aiviHi TeHAeHuil peanisauii He3aiiCHEeHHUX
paHille TexHOMOoriYHUxX onepawin AHania noTeHuiany AM3anH-MUCIIEHHS Y POni KOHLEeNTyarbHO-
METOAONMOrYHOT OCHOBW [OM3alH-TBOPYOCTiI MOKa3aB [AOUiMbHICTb MOr0 BUKOPUCTaHHA AONS
cucTeMaTum3adii npouecy An3anH-NpoeKTyBaHHS.

Knroyoei cnoea: Ou3aniH-TBOPMICTb, MPOEKTHa KynbTypa; AuM3arH-MUCIEHHS; dakTopu
BNUBY
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®*  AHHoOTauus

Llenb nccnepoBaHns — oxapakTepu3oBaTb TeHOEHLUMU pasBUTUSI COBPEMEHHOrO Au3aiiHa
C onpegeneHnem akTopoB, BAMSIOWMX Ha WX (opMUpoBaHWe W MNOByAUTENbHLIX MNPUYMH
3apoX4eHUsl HOBbIX HanpaBneHwui Am3aiiHa. [Jaetcs oueHka noTeHuMana WuCnonb3oBaHWst
[AU3aNH-MbILLMEHNS B POMM KOHLIENTYyanbHO-METOOOMOMMYECKON OCHOBbI AM3aliH-TBOPYECTBA.
MeToabl MccnegoBaHWsi OCHOBaHbl Ha CUCTEMHOM MOOXOAE K aHanu3y TeHOEHUMIA pasBuTus
COBpPEMEHHOr0 An3aiiHa. [Ins npegocTaBneHnst OUEHKM NoTeHUmMana An3aiH-mMblLlLneHust B ponu
KOHLenTyanbHO-MeTogonornyeckon 6assl TeOpumn U NPakTUKK An3aiiHa, onpeaeneHnst OCHOBHbIX
rpynn ¢akTopoB BMUSIHUS Ha OpMUpPOBaHUE TEHAEHLMA W HOBbIX HanpaBneHud Au3anH-
TBOpPYECTBA MCMONb30BaHbl 3MEMEHTblI CPAaBHUTENBHOMO, KPUTUYECKOro, MCTopuorpaguyeckoro
M KOHTEHT-aHanu3a, a Takke MeTod AEKOMMO3WLMKM CROXHbIX npoueccoB. HayyHas HoBu3Ha
nccnefoBaHUs 3akoyaeTcsl B OnpedeneHMn TeHOEeHUMU pas3BUTUSi COBPEMEHHOro Au3aiiHa
C Y4ETOM COLMAnbHbIX, yTUNUTaPHO-TEXHOMOMMYECKNX U XYA0XKECTBEHHO-3CTETUHECKMX (DAaKTOPOB.
[loka3aHo, YTO B pe3ynbTaTe CUHTE3a ANEMEHTOB KymNbTYPbl ¥ TEXHOMNOMMIA MOXET ObITb AOCTUTHYTa
9MEPAXKEHTHOCTb, KOTOpPasi B COMETaHMNM C COLMarbHbIM 3aKa3aoM HOBOTO CTWMSI XW3HW SBNSIETCS
noOyauTeNnbHOW MNPUYMHON 3apOXAEHWS HOBbIX HamnpaBneHun Au3aiiH-TBopyecTBa. BbiBoAbI.
MokasaHo, 4YTO XapakTepHble YepTbl YETBEPTON WHAYCTPUANbHON PEBOMIOLMN B COBPEMEHHOM
Au3aiiHe oTpaxatTcs B opMe TeHOEHUMA CUHTe3a TEXHOMOMMW, WCKYCCTB, 3N1eMEHTOB
STHOKYNbLTYPbI WM akonorun. [MpeanoxeH npuHUMn AuddepeHumaummn ausanH-TBopyecTsa OT
npoLeccoB Apyron cepbl AesTensHocTU. [NokasaHo, YTo BO3AenCTBUE coumanbHbIX (hakTopoB
Ha TEeHOEHUMW pasBUTUS COBPEMEHHOro Au3aliHa nposiBnsieTcs B hopMe paclUMpeHnst «30H
AevcTBuA» An3aiiHa, hakTopbl XyA0XKECTBEHHO-ICTETUYECKOM MPUPOALI CTUMYNMPYIOT TEHAEHLMIO
pacLmMpeHnsi ropu3oHTOB (haHTasuu AusaviHepa, a (akTopbl YTUAUTAPHO-TEXHOMNOMMYECKON
cnocobCcTBOBany NosIBNEHWIO B COBPEMEHHOM AM3aiiHe TEHAEHUMM peann3aunm HeBbINOMHUMbIX
paHee TeXHOMOrMYyeckMx onepauuin. AHanU3 noTeHUMana AU3alH-MbILWNEHUS B POMu
KOHLeNnTyanbHO-MeTO40MN0rMYeckon OCHOBbI [M3alH-TBOPYECTBa MokKasasn LenecoobpasHoCcTb
€ro 1CNonb30BaHUs A4S cucTeMaTusalmmn npouecca An3anH-npoekTMpoBaHus.

. Knroyeeble crioea: [M3aliH-TBOPYECTBO; NPOEKTHas KymnbTypa; [U3aiiH-MbILUNIEHME;
(haKTOpbI BIUAHMS
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