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Project summary. Our idea relates to the field of video making, it is quite well-
developed in our time. We propose to pay attention to video editing with a large viewing
angle, and in particular with content in the format of virtual reality, correct placement of
cameras in studio conditions, lights, etc. Thanks to the implementation of this idea, this
format of video mastering should be more popularized.

In an experimental way, increase the interest of the public and improve the
efficiency of those already familiar with this field, with the help of theoretical videos on
the correct techniques or a technical description.

The main tasks of the project:

1. Technical analysis of VR technologies.

2. Review of physical phenomena in video recording.

3. Explanation of elementary concepts of video making.

Relevance of the idea. Mewadays, the idea is highly relevant, since VR gaming and
entertainment content in the format of 360 videos are just beginning to develop, and are
not yet widespread.

Project implementation plan

1. Mastering programs as Adobe Premiere Pro [2], Adobe After Effects, Final
Cut.

2. Search and processing of found information.

3. Preliminary registration.

4. Work with video technicians with professional equipment (Video cameras, Soft
boxes, Virtual Reality glasses, etc.).

5. Filming of video materials.

6. Editing and revision of previous material.

7. Summary and analysis of completed work [1].

The main idea is to create something like a video course or a video example of
the correct use of the editing functions in mastering programs for creating videos. As
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well as their filming itself and the correct placement and regulation of artificial light
sources. Creating the correct composition of a video clip, adjusting the color scheme,
correctly setting white tones, etc.

The architecture of the solution will consist of a step-by-step video recording of
the video material and its transformation into a so-called tutorial.

Include frames from behind the scenes and explanations in details, how to do
that’s right.

From the technical equipment, we will use a few video cameras to record the
process of work and placement of light equipment such as Soft boxes and other similar
stuff. Also, we will use a camera capable of shooting video files with a 360 and 180
degree panoramic view.

After that, we will process the filmed material in the «Adobe Premiere Pro»
program. Then we will use options like video editing (cropping, making transitions),
creation of the correct composition, stabilization of video frames, text animation, color
correction, frame overlay, etc.

After the editing stage is completed, various video effects created in the «Adobe
After Effects» environment may be added. It may also be necessary to work with
soundtracks, we will do this in the «Adobe Auditiony application. To be more exact, we
will modify the sound for the better quality, and work with tonalities. However, it can be
called more of a sound engineering work, but that won’t hurt.

This material will be useful not only for people who want to learn mastering, as
well as for videographers.

The course can be used even in the school program in informatics science lessons,
and it can also be used in universities during studying these programs.

Because, in our time, working with video is a very important skill that will come
in handy everywhere, starting with some family videos that can be edited more
compactly, ending with work even in the same advertising agency. When making
advertisements in video format or shooting holiday videos in people’s order, for
example weddings, and other festive events. Including the fact that we will have an
example of a video with a wide viewing angle. It can be used in the gaming field when
creating video games, and this technology can also be used when creating simple
entertaining video content.

Justification of the need to implement the project, perspective of the research

Foremost, creating content in the form of virtual reality will be an interesting
experience, and it is possible that students will be interested in modern and interestingly
designed educational material on the theme of video mastering.

Because virtual reality is a technology that allows viewers to be immersed
directly in the center of events.

Possible risks of our project: The difficulties in Ukraine due to the martial law
and possible periodic power cuts are an obstacle to the project implementation, and it is
not possible to use the latest equipment.

However, even under such conditions, our project was implemented on the basis
of the STEM Centre of TNPU.
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VY cyyacHoMy HU(GPOBOMY CBITI IIBHAKICTh, JHOCTYHHICTh Ta 3PYYHICTh CTaJIA
BUpIIIAJIBHUMU (PaKTOpaMu [JIs KOPUCTYBaudlB Be03aCTOCYHKIB. Y I[bOMY KOHTEKCTI
Progressive Web Applications (PWA) 3aiiMaroTh ocoOiauBe Micie, MNPOIMOHYHOUH
MOTY>KHI MOXJIMBOCTI I pO3pOOKH BEO3aCTOCYHKIB, $IKi 3a0€3MeuyloTh 3py4yHy Ta
MPOJAYKTUBHY pOOOTY KOPHCTYyBaua, HaBITh Y BIJICYTHOCTI IHTEPHET-3 € THAHHS.

PWA — 1ie cnemianbHuii TN BE03aCTOCYHKIB, SIKI MOEIHYIOTh Y €001 HalKkparii
XapaKTepUCTUKN BeOCAaWTIB Ta MOOUIBHUX JOAAaTKiB. BOHM MOXYTh MpaioBaTH Ha
pi3HuX MIaTdhopMax 1 MpUCTPOsiX Oe3 HeoOX1THOCTI BCTAHOBJICHHS Yepe3 CXOBHUIIA
JIOJIATKIB.

Texnonorii PWA HanaroTh MHUPOKUN CHEKTP MOXJIMBOCTEH AJisI pO3pOOKU BeO-
3aCTOCYHKIB, IO 3a0€3MeuyloThb BHCOKY HIPOAYKTHBHICTb, 3pYYHUN 1HTEpdeic
KOpUCTYBaua, MIATPUMKY odialiH-pexxuMy Ta 1HII (YHKIIOHAJIbHI mnepeBaru. BoHu
BUKOPHUCTOBYIOTh Cy4dacHI BeOCTaHAapTH, Takl sk Service Workers, Web App Manifest
Ta 1HII, JJI1 CTBOPEHHS JOAATKIB, K1 MOXYTbh MPAILIOBATH K HAaTUBHI 3aCTOCYHKH, ajie
30epiraroTh yci nepeBaru BeOTEXHOJIOT 1.

VY 1mpoMy JOCTIKEHHI PO3MISHYTO KIIFOUOBI acIeKTH TexHoorli Progressive Web
Applications st po3poOku Be03aCTOCYHKIB, a TaKOXX OINKWCAHO OCHOBHI KOHIIEMIIi,
TEeXHIYHI 3aco0M Ta METOIM PO3POOKH, SKI JTO3BOJSIOTH CTBOPIOBATH TIOTYXKHI,
e(eKTUBHI Ta BUCOKOIPOILYKTUBHI Be03aCTOCYHKH.

Po3poOka BeG3acTocyHkiB 3a jomomMororo TexHosorii PWA wmoxke craru
KJIFOYOBUM YMHHUKOM y TIOKPAIICHHI KOPUCTYBAIILKOTO JOCBITY, PO3IIUPEHH] ayTuTOPii
Ta miABUIIEHHI edekTuBHOCTI Oi3Hecy. ToMmy poO3yMmiHHS Ta BHKOPUCTAHHS IMX
TEXHOJIOT1M Ma€ BEJIMKE 3HAYEHHS JIJIsl CydacHUX BEOPO3pPOOHUKIB Ta O13HEC-JIIIEPIB.
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