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AHoTauis. CraTtTio rpucBsIHEHO poJli, Micly Ta 0CO6/MBOCTSM rpagiyHoro Au-
3ariHy B pakypci BigeoirpoBoi iHAyCTpii. Mu B HaLoMy AOCHIAXEHHI eKCriKyBaiu, Lo
B KOHTEKCTI refiMiHr-KyibTypu rpagiyHuil au3sanH mae 6e3sid cgpep crieyianizadii: iH-
Tepgevicu, rCTpalii, CTBOPEHHS NepPCOHaxiB Ta Bi3yasizauil CBiTy rpy TOLYO.

Mera. Y cBOii HayKoBii po3BigLi MW HaMarasavcsi rpe3eHTyBatn creynpiky
poJii rpagiyHmnx An3anHepiB B irpoBiv iHAYCTPIi Ta ix BAinB Ha (opMyBaHHS iMigXy
revdMKybTypu.

Meropgosnoria. Y HayKoBil po3Biflli 3aCTOCOBaHO Taki MeToAn aHasidy: KoMii-
JIEKCHMI, AeMapKalis, rNopiBHSIHHS Ta y3araslbHEHHS, SIKi 3Ha4HO 4OMoMOrsin B rpo-
yeci ekcrinikauii pyHaAaMeHTasibHUX AE@iHILIN TeMU [AOCIAXKEHHS MiCUsi Ta posli rpa-
QiyHOro An3anHy y BiAeoirpoBii Ky/abTypi.

Pe3ynbrarn. ABTOpYU AOC/IAKEHHS MIAKPEC/INAM, O Y TBOPYOMY [MPOLIECI CTBO-
PEHHSI BiJEOIrOp 3Ha4YeHHS rpa@iyHoro Am3aniHy HEMOXX/IMBO MNepeoLiHTU. ABTOpU A0-
C/IAXKEHHS HaMarasiucsi rpoaHaslisyBatu 6aratorpaHHuii BHECOK rpagiyHoro AuvanHy
B irpoBuii npoLec Ta 3aKkUeHTyBaTu LOAO KOro BrUIMBY Ha 3aHypeHHsl rpaBusi B reviM-
rpoLec, MoKpaLLeHHs OroBiai ¢ 3arasibHui ycrix rpu. My Hamarasancsi NpoiuItoCTpyBaTv 0C-
HOBHI HaripsiMu pob0oTu, siKi MICTSITb CTBOPEHHSI Bi3yasibHOI KOHLENLi, An3ariH iHTepgercy
KopuCTyBauya, rpaiyHi eneMeHTV B rpi, a Takoxx 6peHANHI | MapKETUHIOBI Matepiasiv.

HaykoBa HOBM3Ha r10/151rae B TOMY, L0, ypPaxoByrO4YU Masiof0C/igXeHICTb Liel
TeMU, MU BriepLUe MPOBEIN KOMIIEKCHE AOCIIAXEHHS poJli Ta micys rpagidyHoro au-
3akiHy B paKypci Ky/bTypu FrefiMIHry.

lMpakTnyHa 3HaYyWicTb. 3aBAskun baratorpaHHOCTI nigxoAy CTatTs nig-
KPEeCJIH€E BUPILLasibHy pOJib rpagiyHoro gn3ariHy y oopMyBaHHi eCTETUYHOI npmuBabin-
BOCTi, QYHKLIOHa/IbHOCTI Ta TOBapHOIro BUI/isSiAy Big€Oirop, K/t04OBOIro 3Ha4ye€HHS Bi-
3yasizadii BieoirpoOBmux €JIEMEHTIB Y KOHTEKCTi BUMOI Ta TPEHAIB CyHacCHOIro reiMiHry.
Anxke BAano npogymaHa rpacgpika cripaB/isi€ no3auTUBHE NepPLUE BPAXEHHSI Ta CTBOPIOE
BiaAnoBigHy atMocgepy A5 irpoBOro rnpouecy. Lle niaKpectoe BaxnBiCcTb NpioputTety
rpagidyHoro BAOCKOHAasI€HHS 4151 3aX0r/MBOro 4oCBigy.

Y BuCHOBKax AOCigXXEHHS MigCyMOBYEMO, LLO NMPOAYyMaHui 1a rnpogeciviHo Big-
TBOPEHWI rpaiyHnil an3ariH Mae BaroMe 3Ha4dYeHHS A715 YTPUMaHHS Ta 3a/lyYEeHHSs
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rpaBuiB, a rnoraHa rpagika 4acto npu3BOANTb [0 HEratuBHUX BPa>k€Hb Ta 34aTHa
3ry6HO BriIMHYTW Ha 3arasibHe CrpuiHSTTS PiBHS rpy. Pe3yibTatv nigKpeciroTbs He-
06XigHicTb criBrnpayi Mix rpaivyHumMm gusariHepamm 7a po3pobHuKamu irop As15 cTBO-
PEHHS npuBabnBux i BidyasibHO 3axonanBuUX irPOBUX BPaxeHb, rapaHTytoyu, Lo BCi
e/IeEMEHTU — Bif NMEPCOHaXIB i cepegoBuLLa 40 iHTEPEENCY KOPUCTYBayda — rnpawLrorTh

pa3om as15 6e3nepebiiiHoro 4ocBigy rpaBLs.

Knr4yoBi cnoBa: revimiHr-kyabTypa, rpa@iyHui ansaiH, MUCTeyTBO, Bigeoirpu,

Bi3yal/lbHUI AN3akiH, AN3aiH iHTepgericy.

BCTYN

Yac He CTOiTb Ha Micui. Peanii TpeHnais Ta
BUKJINKIB SIBULL KYJIbTYPU METaMOAEPHY ANKTYIOTb
HOBi YMOBM LLOAO TBOPYMX 3a4yMIB Y paKypcCi MUC-
TeuTBa renMiHry. Bigeoirpu, ski ctatoTb agegani
NOMyNAPHILMMAN 3 PO3BUTKOM TEXHOJIOFiN, CTanm
BaX/IMBMMW TOBapaMu 3aBASKM iHTerpauii MmcTe-
uTBa, AW3aliHy, HAYKOBO-TEXHIYHUX i MapKeTUH-
roBux crpaTterin. Came rpadiyHui An3anH Bigirpae
dyHAaMeHTanbHy ponb Yy Ui iHTerpauii, Bnaun-
BalOUYM Ha 3aHYPEHHS rpaBus, MOKpalleHHS orno-
BiAi Ta 3aranbHui ycnix rpu [6]. Hawa HaykoBa
po3BigKa HaMaraeTbCs MpOoINCTPYyBaTU SK rpa-
diYHUI An3aiH OXOMIOE BCi Bi3yanbHi KOHUENL,i,
iHTepdenc KkopuctyBaya, rpadivyHi eneMeHTn B rpi
Ta dipmosi Matepiann. MpadidHi ansariHepu cnis-
npauTb i3 pi3HMMKU ranyssmu: Tunorpadika,
doTorpadis Ta intocTpauis, CBOEK Yeproto, po3po-
6nstoum BCe - Bif Bi3yasibHOI iAEHTUYHOCTI 40 Map-
KeTUHrosMx Mmatepianis. OAHMM 3 aKTyaslbHUX MO-
MEHTIB Y HaLUiin CTaTTi € eKCriKyBaHHS BaXJIMBOI,
ane, Ha Xanb, IHKONW HeaooLiIHeHOi poni rpadiy-
HOro AM3anHepa B reMMKynbTypi. AfXe B pakypci
MapKeTUHIry rpadiyHuii aM3aliH NpuBepTac yBary
irpoBoi AemMorpadii Ta CTBOPHOE OYiKyBaHHS. Y Cy-
YaCHUX BITYM3HAHUX HAYKOBWUX pO3BIAOK 3ragy-
€TbCSA, WO «...6@3a 3HaHb rpadiyHOro AusariHy
[A€ 3MOry NepeMKHYTUCS Ha HOBI FOPU30HTU TBOP-
YocCTi i Bi3yanisauii irop...» [4, c. 23].

AHANI3 NONEPEOQHIX AOCNIOXXEHDb

Ha eTtani ¢dopMyBaHHS axepenbHoi 6a3n ao-
CNifyKeHHs 3aCTOCOBYBaNNCA MeToan poboTu 3 Ha-
YKOBMMW, AOCNIAHULBKUMKM MaTepianammn (Teope-
TUYHUI aHani3 HayKoBOI NiTepaTypHOi CNaLnHK,
dopmMyBaHHs 6ibniorpadii Towo). MeTofonorivyHy
OCHOBY HalUOi pO3BiAKM CTaHOBATb $SK 3apy-
B6KHI  foCnigKeHHs, MpucBAYeHi ekcnnikauii Ta
3MICTYy MOHATb «rpadivyHuii An3anH» Ta <«Bigeo-
irpoBa Ky/fibTypa» B KOHTEKCTi MUCTELITBO3HaBCTBA
n kyneTyponorii (Tomac Aperep «Ictopisa komn'to-
TepHoro wMucteursa»; Mepi Keo «[lpadiuHui
CTunb y Bigeoirpax»; Mepi BiHknep «Lllo Take
Pixel Art?»), Tak i po3pobKM BITUM3HAHUX Hay-
koBLUiB (IpuHa lMpoaaH «TOTOXHICTb NOHATL «ali-
AeHTuka» Ta «dipMOBUMIA CTUNb» Yy rpadiyHOMy
AuvzariHi»;  CeiTnaHa [MintoriHa «BukopucTaHHs

AV3aHEePCbKUX TEXHONOrn y rernMiHaycTpii»,
AKa 3aKkueHTyBana 6esnocepeHbO Ha CKIaA-
HUKY Hawoi npobnemu, a came WOAO Micusa Au-
3aiHEepCbKOro MUCTEUTBa B KOHTEKCTi rerMiHay-
cTpii). MNepcnekTnBn poni Ta Micus rpadiyHoro
Auv3aliHy Yy Bigeoirposii KynbTypi Bigobpasu-
nunca B nybnikauii €sreHii fonoByaHcbkoi «ETanu
i meToAn po3pobku Au3anH-rpadikm Mo6iNbHUX
irpoBMx goaaTkiB». TakoX BaroMow /151 HALWOoro
pocnipxeHHs 6yna npausa [. Kaneui ta T. Tene,
sKi 06rpyHTYyBanu KOHLENT BaXIMBOI poni rpa-
¢divyHOro ausarHy B npoueci CTBOPEHHS BAanmX
reMMnpoEKTIB. SK AO4aTKOBE AXepeno, Wo po3-
LINPIOE NpeaMETHY cdepy AOCNIIKEHHS, BUKO-
pUCTaHO MaTepiannM HU3KKU LiKaBUX Ta 3HayyLnx
nybnikauin y pakypci Hawoi npobnematumkm, sKi,
CBOEO 4eproto, npunigHiManu 3asicy metadi3nku
AV3aliHy B KYNbTypi reriMiHry.

META

MeTa cratTi - BIgNOBICTM Ha dQyHAaMeH-
TaNbHe 3anuTaHHAa AOCNIOXEHHSA Npo Te, K rpa-
diyHMn an3ariH BNAMBAE Ha 3aslyYeHHS rpasuiB
i 3aHypeHHs Yy Bigeoirpun. Y npoueci Hawmx Ha-
YKOBUX LWYyKaHb MW HaMaranucs ekcrnikysaTu
3B’A30K MiX AM3alHOM iHTepdency Ta 3asjoBone-
HICTIO rpasuiB y Bigeoirpax. BogHo4yac Mn MaeMo
Ha MeTi nigKpecanTn ponb rpadgiyHoOro AmM3anHy
B 6peHanHry Ta MapKeTUHry BiAeOoirpoBOi Ky/b-
TYpW; AOCNIANTUN, K €BONIOLIS TEXHONOTIN 34aTHA
BMIMHYTM Ha Ppo3BUTOK rpadivyHOro AusanHy
B KY/IbTYPi FenMiHry.

PE3YJIbTATU TA OBIrOBOPEHHSA

IngycTtpia Bigeoirop, €xka WBWAKO 3poO-
CTa€, pO3BMBAETLCS Ta Malxe AOMIHYE B CEKTOPI
po3Bar, BMX0OAMTb B abCONIOTHO HOBWUI BUMIp nig
BMJIMBOM TEXHOOTIN, BUKTUKIB | TPEHAIB KyIbTypH
cborogeHHs. MonuT Ta pO3BUTOK CBITY rerMiHry
MPUBEPHY/IN yBary He fuvwe eHTy3iacTiB irpoBoi
KynbTypu, a h 6araTboX AOCNIAHUKIB BEKTOPIB AN-
3arHy 6e3nocepeHbo K CYHaCHOro KysbTYpPHOro
SABMLLA, WO MPU3BENO A0 BiAKPUTTS (aKynbTeTIB
B YHiBepcuTeTax Ta nybnikauii pisHOMaHITHMX Ha-
YKOBMX PpO3BigoK. OaHak cepen TaKol KifbKOCTI
nonioHiaMy iHdopMauii po3yMiHHA poni  An-
3alHY Y BiAeOoirpoBin KynbTypi TpaHCHOPMYETbLCS,
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i rpadiYHUIn AM3aiiH, MOr0 3HAYYLLICTb Y FenMiHry
6e3nocepenHbO pO3rNSAAETLCA AOCUTb HEOAHO-
3Ha4Ho [10]. Lle pocnigxeHHs npoBeAeHo, LWo6
Ha Tni iHdopMauii Woao nNpouecy NpoeKTyBaHHS
KOMM'IOTEPHUX BIiAEOIrOp BWU3HAUUTM 3aBAAHHSA
rpadivyHoro aMsarHepa Ta NiAKpecanTn Moro Bax-
NMBICTb Y TBOPEHHI BiAeoirpoBoi KyneTypu [7].

Mn po3yMieMO, LLO MUCTEUTBO rpadiyHoro
Au3aliHy nocifae Baxnuee Micue y (OpMyBaHHI
Bi3yanbHOro JOCBi4y IHTEpakTUBHMUX OMoBigewn
B renMMKynbTypi. Y HawoMmy BuNaakKy Mucre-
LUTBO rpadiyHoro AnsamHy — ue cnocibé nepenaTtu
noasMm igei, ecteTmyHy iHdopMauitlo y BUrnagi xy-
DOXHiX obpasziB [3]. XyaoxHi obpa3su 3adinatoTb
YYTTEBI KaHanu cnpumnHATTSA iHdopMaUii, 3aBAsSKK
YoMy Ui igel po3yMiloTb 3HAYHO rnublie, HixX 3a
npsiMoi BepbanbHOI Nepepadi. Tak, MiLHO NPOHU-
Karouu y CBIOOMICTb, Ui igel BnavBakTb Ha CBi-
TOrna4 NtoAen, 3MyWwylTb X OCMUCAUTU HU3KY
peyei MNO-HOBOMY, CTUMYIOKTb (OPMYBAHHS
CKNagHiWoi KapTuHW cBiTy. Ona BnAMBY Ha no-
YyTTS M eMouiil MUTLI 3aCTOCOBYIOTb TakK 3BaHi BU-
pa3Hi 3acobu. Hanpuknag, y My3uui Lie 3BYKOBUMA
psa4, Y Xusonuci — 306paxxeHnin Ha NoNoTHI obpas,
y KiHemaTorpadi — ckpinneHa CoXeToM nocnifos-
HiCTb 06pasiB Ta 3BYKiB. Y KOMM'IOTEPHIN rpi Ha
pofnb Takoro BWpasHoro 3acoby npeTteHAyE cam
irpOBMIN CBIT, TaK 3BaHUN reMMnIen, SKUN NOEAHYE
30BHiLWHI SKOCTi, TO6TO rpadiky Ta 3BYK, i3 BHy-
TPILWHIMKN — CIOXKETOM Ta irpoBOIO0 MexaHikotw [15].
MwucteuTBo, SK ranysb JIIOACLKOI KyNbTypu, npu-
MHATO JeMapKyBaTM Ha BWCOKe Ta npuknagHe
MUCTELUTBO, Y HaloMy BUNaaKy — AusanH. MNeplue,
SIK yBaXkanocsi, CTBOPIOE peasnbHiCTb, abo X 06-
pa3un peanbHOCTI. lNpuKnagHe MUCTELTBO CTBOPIOE
cami popMn peanbHUX peden, Npu LbOMYy npar-
Hyun pobuTtn Ui hopMm sSIKOMOra MalcTepHile.
Y Auv3anHi NpiopUTETHOK BBaXXaETbCA Manmcrep-
HiCTb, CBOEYACHICTb, BiANOBIAHICTb TpeHAaM Ta BU-
K/IMKaM; 3ayBaXKYETbCS CTU/Ib M 06’EKTUBHI SIKOCTI
AM3anHepPCbKNX ToBapiB. BiAMIHHICTb MiXXK BUCOKUM
MUCTELTBOM i AM3aMHOM MNoNsra€e B TOMy, WO AuU-
3alH nparHe 3pobuTn pedi, AKi NOTPiOHI B camil
peasibHOCTi, CTBOPIOE OTOYEHHS peasibHOCTi, Toai
SIK MUCTELTBO 0bpano ans cebe iHWWIM Wwnsax i 3po-
6110 CBOEK TEMOK HEMPOSICHEHICTb, aBTOHOMHICTb
obpasiB i, AK HacnigokK, He3gaTHICTb UMX obpasis
afeKBaTHO BigTBOptOBaTU AilcHicTb [17]. Came
KOHCTPYIOBAHHSA XyZAO0XHiX 06pas3iB ctano npea-
METOM XYyAOXHbOI pednekcii He3anexHo Big Toro,
HacKinbku Ui 06pa3u 34aTHi BiATBOpOBaTM peanb-
HiCTb. TOMY KON MUCTELTBO BUKOPUCTOBYE CaMi
0bpasun peanbHOCTI, BOHO 3a3BMYai HaNeXmTb A0
HUX 3 KPUTUYHUX, OEKOHCTPYKTUBICTCbKMX MO-
3uuin. Meta umx obpasiB - BiA «@daHTaCTUYHUX>,
«HepeanicTUyHnx» 4yepes CroppeanicCTudHi ax Ao
abCTpakTHUX - TemMaTu3yBaTu PO3PUB MiX MUC-
TeuTBOM Ta peasnbHicTio [1]. Tox, npunycTuMmo,

¢deHoMeH KOMMN'IOTEPHOr0  BiAEOreMMiHry npe-
TEHAYE Ha CTaTyC HEOMUCTeUTBa, MOPOAXEHOro
umdposizoBaHot ernoxoto [8]. CnouaTky BapTo
BU3HauMTMCH, WO 6e3nocepeaHbo Yy Bigeoirpax
MOXXHA OTOTOXHWTU 3 MUCTELTBOM? MeHi 6auntbcs
K MiHIMyM Tpu HanpsaMu Ans MipKyBaHHS Npo Xy-
OOXHI SIKOCTI Bigeoirop: mo-neplue, KoMn'toTepHa
Bifeorpa MoXe Crnornagatnca K CroXusadew,
TaK i JOCMIAHMKOM sK TBOpYUMIA 06'ekT, Bilyani-
30BaHMM rpadikoto, aHiMaui€lo, NporpaMHoO Me-
XaHIKOI, MPOrpaMHUMM Kogamu Towo. TobTo TyT
MW PO3rNsAaTMMEMO 30BHIiWHK (opMy KoMM'to-
TEepHOI Bigeoirpy Ta HaMaraTMMeMOCs 3pO3YyMITU
CTYMiHb XYBOXHOCTI Ui€i dopmn. lMo-gpyre, cTy-
MiHb XYZAOXHOCTI MOXHa crnpobyBaTu BigwWyKaTu
B remmnnei, TobTo caMm npouec rpyu MoXHa Crnpo-
6yBaTn PO3MSAHYTUM SIK BEAEHHS MEBHOI XyAOX-
HbOI AisnbHOCTI. TyT HeobxigHO po3ibpaTucs, Ha-
CKiNIbKWM TaKi Cy4acHi NOHATTSA, K IHTEPAKTUBHICTb,
iMepcmnBHICTb, MOXYTb BYTU BUKOPUCTaHi aBTOPOM,
XYLO0XHUKOM AN1S1 CTBOPEHHS BflaCHE XYA0XHiX 06-
pasiB. HeobxigHO 3p03yMiTK, UM CYMICHI Xy[O0XHIN
obpa3 i KOMMN'loTEPHA rpa, YM € MiCLUEe XYAOXHIM
obpasam y Bigeoirpax? I no-TpeTe, Bigeorpa Moxe
6yTn po3rnsHyTa SK €eKcrnepuMeHTasbHa ¢dopMa
CTBOPEHHS SIKOrOCb HOBOMO MMUCTeuTBa MakbyT-
HbOIO, SIKE Le He BUPOOUIO CBOKD XYA0XHIO MOBY,
ane nparHe uboro. CnoyaTKy po3rnsHeMo Bige-
orpy sik 06’eKT, 5K KOHKPETHUI MPOAYKT, eKCrJli-
KOBaHM Moro TBopusiMm. Po3rnag BisyanbHOro ta
rpadivyHoro obopMneHHs KOMN'IOTEPHNX Bigeoirop
(mani = KBI) Ik MucTeuTBa B KJIACMYHOMY MOro
TAyMadeHHi MoXe MiaaaTmcs Kputuui. Y Kpawomy
pasi TyT MOXHa roBOPUTM MPO MAWCTEPHICTb Au-
3arHepiB rpadikm [11]. Mpadika - e cBoepigHa
byaiBenbHa MaTtepis BipTyasbHMX CBITiB MUCTeLTBa
rerMiHry. Ane ans rpasus 6yab-sike 306paxeHHs
B rpi — Le Hacamnepea ob’ekT ans B3aeMogii, a He
Bi3yanbHWI XyAOXHiN 0bpa3 ansa rmmbokoro emo-
LiMHO-eCTETUYHOIrO0 MPOHUKHEHHS. Irpn CTBOpPEHI
ansa Toro, wob rpatm B HUX. byab-sika nwoauvHa,
sIKa Xou pa3 rpana y Bigeorpy, 3Ha€, Wo B Npoueci
rpy OTpPUMYBaTW 3340BOJIEHHS Bi4 CMOrnsiAaHHA
TEeKCTyp Ta rpadikm pocutb npobnemMaTnyHo,
OCKiNIbKM BCK yBary HeobXiAHO KOHUEHTpyBaTu
Ha BJIAaCHUX AisX, HA KOOpAMHaUii A Ta Ha AMHa-
Miui camoi rpu [19]. IHakwe rpaseLb NPOCTO Npo-
rpae, i npouec rpu ans Hboro 6yae 3akiH4yeHo. ba
binbLue, K NoKasye A0CBiA, YyaoBa SAKiCcTb 306pa-
XKEHHS Ta UikaBui revMnnen He 3aeBxau 6e3no-
cepefHbO NoB’sa3aHi Mix coboto [14]. Tak, Hanpu-
Knag, € AyXe 3aXOonmBi irpu 3 AocuTb cnabkotro
rpadikoro. Tak camMo CKIaAHO 3apaxyBaTu 40 MUC-
TeuTBa MaWcCTepHe BOJOAIHHS TEXHIKOK mnporpa-
MyBaHHS po3pobHuKiB KBI Ta AOCKOHanCTb Tex-
HIYHOrO BUKOHAHHS MPOrpamMHOro Koay rermMnieto.
[iNcHO, Ha CbOroAHILWHIN AeHb iHAYCTpis KOMN'to-
TEPHUX irop — LUe BWCOKOTEXHOMOrMYHUI Ta
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npauesaTpaTHUi npouec. 3BWYaANHO, iaeanbHe
HanaroaykeHHs, 6e3noraHHMIn 6anaHc HeobXiaHMX
KOMMOHEHTIB, KpalHsA JeTanisauis W onpauto-
BaHHS TOHKOLLiB KOHKPETHOI Bieorpu — TeX CBOE-
piiHa ManCTepHICTb. Lis cBoro poay MamcTepHicTb
MOXe pOo3rnsaaTucs fivile gK TexHiyHa MaincTep-
HicTb, | 6e3nocepeaHbO A0 XYAOXHbOI LIHHOCTI
KOMM'IOTEPHOI Mpy Le HaBpsad UM MOXHa 3apaxy-
BaTW. Y KOMM'IOTEPHUX irpax Ay>Xe LUMPOKUIA npo-
CTip 4NS CaMOBUPAXXEHHS, TBOPUYOCTI pO3pOBHUKIB.
KoMn'toTepHi irpy MNoeaHytoTb y cobi enemMeHTH
3 6aratboxX BMAIB MUCTEUTB: niTepatypu, My-
3UKKN, CKYNbATYPU, TaKOX KOMM'IOTEpPHY rpadiky,
aHiMmauito Ta iHwe [16]. EdekTHi Biaeoponmkm
y Bigeorpi Half-Life — npuknag pexwucepcbkoro,
KiHemaTorpadiyHoro MUCTeUTBa, 3irpaHoro
3D-mogenamu; uikasi ctoxeTtn B RPG-irpax — nite-
paTypHa TBOPYICTb, eKpaHi3oBaHa B rpi Tak camo,
K y TeaTpi abo kiHo. MpoTe 3micT y KBI dhparmeHTiB
Pi3HNX BMAIB MUCTELTB aBTOMaTU4YHO pobuUTb MUC-
TeuTBoM camy rpy (rermMnnen), BOHM MNPOCTO ic-
HYIOTb napanenbHo. «Cneundika KoOMN'toTEPHOI
rpy K BUAY MUCTELTBA MOMISAra€e B TOMy, LLO yepe3
BipTyanbHWI KepoBaHWIM NepcoHax rnsaad bepe
yyacTb Y ApaMaTUYHIi Ail, WO NeXUTb B OCHOBI
rpu, i TUM CaMUM XyOO0XHbO OCBOME CBIT» [9]. Ak
NPUKIaAM Takoro «XyAO0XHbOrO OCBOEHHS» CBITY
HaBOAATbCA Taki MNonynapHi Bigeoirpun, gk Max
Payne, The Chronicles of Riddick. YBaxa€eTbcs,
O OCHOBHMMW XYAOXHbO-BMPasHMMK 3acobamm
KOMMN'IOTEPHUX BiAEOIrop € IHTEPaKTMBHICTb (MOX-
NMBICTb Ii3NYHO B3aEMOAISATM rpaBLUsiM MK coboto
Ta 3 KOMM'IOTEPHOK NpOrpamMoro) Ta iMMepCUBHICTb
(34aTHICTb reMMiHry 3aHyproBaTW rpaBus Yy BipTy-
anbHWI CBIT). AKWO roBopuTW NpPO rerMMnpoayKT
K MUCTELTBO B paKypci rpadivyHOro An3amHy, He-
06XxiaHO, WOo6 rpaBeLb He «TOHYB» Y MepCOoHaXxi,
a noBepHyBca A0 06'ekTmBaLii, TMM camMuMM BiA-
HOBMBLUM MO3MLIt0, WO Aa€ 3Mory 6aunTtu i cTBO-
ptoBaTW UiNicCHUIA obpa3 repos 6e3 npuMBHECEHHS
aBTOpPCbKOi cyb’ekTmBHOCTI [20]. BonogiHHS Ha-
BMYKAMU TBOPYOrOo MMUCNEHHS, CMIIKYBaHHA Ta
30aTHICTIO BUpillyBaTK TBOPYi nMpobnemu € Bax-
AmMBUMKU. EdeKTMBHMIA rpadiyHniA aM3aiH 3HAYHO
MoKpaLLy€E HaBirauinHi acnekTn rpu, pobnsum
MEHI0, MIKTOrpaMm Ta eneMeHTU KepyBaHHS iHTY-
ITMBHO 3pO3yMiIMMK Ta NPUEMHUMU. IrpoBa ecTe-
TUKA € BUPAXEHHSAM IpU, IO NEPEXMBAETLCA AK
eMolisi, 3a40BOJIEHHS, HafaHHSA dopmu. [paBLi
3ac/yroBytoTb Ha MJaBHUM irpoBUIA AOCBIA, MO3-
6aBneHun 3arBMX BUTPAT Yacy Ha po3WndpoBKY
onepauiiHoi MexaHiku. ToX po3po6HUKK irop 3My-
WeHi BiggaBaT nepeBary OpMyJsItOBaHHIO NIErKO
OPIEHTOBAHUX 11 €CTETUYHO NMPUEMHUX iHTEpPdhENCIB
rpu. LWo6 ctatv MUCTeuTBOM, SIBULLEM XYLOXHIM,
KOMM'lOTEPHA rpa MOBMHHA MaTW MMOOKUIA 3MICT,
a He NpocTo edeKTHY rpadiky Ta 3BYK. XyOOXHS
LUiHHICTb Bigeorpy MoXe nondratv B TOMYy, LWO

3aKfialeH1li aBTOPOM 3MICT MOBWMHEH BMpaXaTucs
yepes HOBATOPCbKY ii hopMy - rpadiky, 3ByK, Me-
XaHiKy rpu TOLLO.

AHaniayroum KOHUEMuilo Au3arHy y Bige-
OIrpoBi  KynbTypi, Micue rpadiyHoro ausarHy
MOXKe 0broBoprOBaTUCS B YOTUPbOX OCHOBHMUX pYy-
6puKax: Au3aiH Bi3yanbHOI KOHUenUii, An3anH
iHTepdency, AOMOMiKHI rpadivyHi enemeHTH Ta
CTBOpPEHHS1 (PipMOBOro CTWt0. IHaKwe Kaxyuw,
6peHAVHr i 3anyck rpu. Ha npuknagi ycniwHux
OV3aliHiB Bigeoirop, siKi MPUHOCATb BUCOKiI Mpu-
6yTKM Ha PUHKY, CTaloTb (PIpMOBUMW Ta 4ui eH-
Ty3iaCTM 3 HeTepniHHSAM 4eKkakTb HOBOI Bepcii,
OUIHEHO BHECOK eneMeHTiB rpadivyHoro ausariHy
B KJIOUOBWI yCriX rpu. 'eMMamnsanHep Bianosigae
3a 36epe)KeHHs1 HeE3MiIHHOI OCHOBHOI KOHLENL,i rpn
B YyCix cdepax...[2; c. 210]. MpadiyHi x amsa-
MHepu nigxoasTb A0 PO3PO6KM irop 3 eKCrnepTHUM
nornsaaoM Ha 3060B’A3aHHS, NMepeniyeHi B Lux 4o-
TUPbOX MYHKTaX, BUKOPUCTOBYOUM CBOI 3HAHHS,
HaBUUKN Ta AyMKU, W06 He SiMwe BUKOPUCTOBY-
BaTW CBOK TBOPYICTb, @ M AeTanbHO OUiHIOBaTU
KOXHY npobnemy.

Y TBOpYOMY MpouecCi AM3aliHy KOXHa Ae-
Tasib TBOPiIHHS MA€E CBOIO KJIKOYOBY POJib 33414 3a-
rasibHOi SIKOCTi NPOAYKTY. Big av3ainHy BisyanbHOI
KOHUenuii 3arasioM Ao 6yAb-SKOro HEBESMKOro
rpadiyHOro enemeHTa poO3PaxoOBYETbCS BCe3a-
rasibHUA KOHUENT rpu, wWob He TinbKu npusep-
HYTW yBary CroXwuBa4ya Ha KOHKYPEHTHOMY PUHKY
reiMMiHayCTpii, a 1 AONOMOIrTK FpaBLEBI KepyBaTu
BCiM rermMmnneem. Po3pobHMKK BigeoirpoBoi iHAY-
CTpii MOBMHHI iHBECTYBaTK B KBanidikoBaHUX rpa-
dhivHMX ansarHepis, Wo6 cTBOptoBaTU NpnBabanBsi
Tpennepn Ta 3axonjunBUA BMICT, 3abe3neyeHHs
MOMITHOCTi Ha HAaCMYEHOMY PUHKY. padiuHmn an-
3aliH € He NiLLIE HeBIA EMHOI0 YaCTMHOK MapKeTUH-
roBOi CTpaTerii rpu, a h N€BOBOI YAaCTKOH TUX KJTHO-
YOBMX MOMEHTIB, LLO BMINBAKOTb Ha MOTEHUIAHWI
ycnix abo > nposan rpu. ®aktop, KU pobutb
saBuLe rpadiyHOro AnsariHy BaXK/IMBMM CbOrOAHI,
nonsira€ came B LIbOMY; MOro 34aTHOCTI BUpPO6naTu
pauioHanbHi Ta eCTeTUYHI pileHHs npobnem, wo
B ManbyTHbOMY Bifirpa€ KO4OoBYy posb B NOnys-
pu3auii NpOAYKTY KyNnbTypWU FENMIHry.

BVUCHOBKMU

Jocnipxyoun  ycnilwHi - AnM3aiH-NPOEKTU
B paKypcCi MuCTeuTBa remMiHry, sKi 3aincHuAm
CTPMBOK Yy KOHTEKCTi CMPOMOXHOCTI BCTOSITM Ha Cy-
YaCHOMY BUMOI/IMBOMY PUHKY, MPUHECTTM BUCOKNI
diHaHcoBMin nNpubyToK, cTann 6peHaom i 3ibpanu
3axonieHnx nocniAoBHMKIB, MM MOXEMO TiAHO OLi-
HUTM BaroMmii BHECOK poni rpadiyHoOro AmsamHy
B reMMKynbTypi. padivHi aAn3anHepu NpmMBHOCATb
EeKCMepTHMA NOrnsA Ha Ui acnekTu, BUKOPUCTO-
BYIOUM KpEaTMBHICTb Ta HaBW4KW, CBOI 3HAHHH,
Wwob ouiHMTM Ta BAOCKOHANUTU KOXHY AeTalb.
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IxHs TBOpYA AiANbHICTb NONArac He NnLLEe B OKY/1b-
TYPEHHI «06ropTkuM» Ta MPUBEPHEHHI YyBaru;
iieTbCcs nNpo AJonomory rpasuesi Ta 3abesne-
UYeHHS pauioHaNbHUX Ta eCTETUYHUX pilleHb Npo-
bneMm. SAKicHM renMnnen irop BUPI3HATb iX Ui-
NiCHUIM Niagxia A0 Au3anHy, HIbW CTBOPEHUI OAHIE
pYKOI, BiA AM3ailHY NepCcoHaxiB A0 AM3alHy ce-
pefoBuLLA, Bi4 /IOroTuna A0 pekaMHOro njiakara,
BiA Tunorpadiku A0 iHTepdenCcHUX pileHb. Llen
Y3ropKeHu niaxia € BIAMIHHOIO puco rpadiy-
HOro Au3ariHy §K siBMLLA CbOroAEeHHS, L0, CBOEID
Ueprow, 30CcepeXyETbCA Ha pilleHHAX, AKi Bigno-
BidaloTb 3arasbHii CTPYKTypi Ta dinocodii Kox-
HOrO MPOEKTY. Y LUbOMY CBIiT/li BaXXJIMBO NigKpec-
ANTK, WO CUNbHI eneMeHTn rpadiyHoro AuMsamHy
B 6peHANHry Ta MapKeTUHry 3Ha4YHO NOKpaLLyTh
BUAMMICTb | NpuBabnmneicTb Bigeoirop. Aoxe came
6peHa TpaKTYETbCA «06AMYYSM» KOMMaHii B o4ax
knieHTa [5]. TexHoMoriyHmMin nporpec cnpusiB CTBO-
peHHIo 6inbll CKNagHMX i BisyanlbHO pa3toymx rpa-
divyHMX AM3alHiB y Bigeoirpax, 3arasoM nokpa-
LLYIOUM 3aranbHUin 4OCBIA remmnieto.

MpadiyHmMin  am3anH Bigirpae dyHAaMeH-
TanbHy pofib Yy npoueci po3pobkn Bigeoirop.
[un3aliH BiAaeoirpoBoi iHAYCTPIi 3arasoM € pesyb-
TaToOM CniNbHOI poboTM KOMaHA eKcnepTiB, a rpa-
divHi gmsariHepu 6e3nocepenHbO — BaXMBa Ya-
CTUHA UMX CNifIbHUX 3yCWfb. TBOPYMA BHECOK
rpadiyHMX An3anHEepIB € XUTTEBO BAXJ/IMBUM AN
¢opMyBaHHS Bi3yasibHUX Ta IHTEPaAKTUBHUX ac-
NnekTiB Bigeoirop, 3abesneyyoum He TiNbku 3any-
YeHHS rpaBLUiB, a ¥ rMnMboke 3aHypeHHS B irpoBuUi
[ocBia. ManbyTHi HayKoBi AOCAIAXEHHS B LMX
chepax MOXYTb AaTM UiHHY iHdopMauito LWwoao
TpaHCchOpMaLUinHMX acnekTiB poni  rpadivyHoro
Ov3anHy B po3pobui  rerMiHroBOi  Ky/sbTypwu.
30CepeaXyroumcb Ha HEOKYNbTYPHUX TpeHAdax Ta
BUKJIMKaX, HOBITHIX TEXHOJIOTiSIX, MCUXONOrYHOMY
BMN/IMBI M €TUYHMX MiIPKYBaHHSAX, HayKOBLIi MOXYTb
3p0bUTM BHECOK Y PO3BUTOK rasy3i; po3WMpuUTh
NO3UTUBHWI BNIMB rpadivyHOro AmM3arHy B irpoBii
iHOYCTpii Ta 3a ii MexaMu, CTBOpoUM bBinbll iH-
HOBAUIMHMI, IHKIO3UBHWUI i 3aXONAMBUIN iIFPOBUIA
[OCBiA.
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Melnychuk M., Shadyuk T., Sarnavska O. The art of graphic design from
the perspective of game culture branding

The article is devoted to the role, place and features of graphic design in
the perspective of the video game industry. In our research, we explained that
in the context of gaming culture, graphic design has many areas of specializa-
tion: interfaces, illustrations, character creation and visualization of the game

world, etc.
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Purpose. In our scientific research, we tried to present the specifics of the role
of graphic designers in the gaming industry and their influence on the formation of
the image of game culture.

Methodology. In our scientific research, the following methods of analysis
were applied: complex analysis, demarcation, comparison and generalization, which
significantly helped in the process of explicating the fundamental definitions of the
research topic of the place and role of graphic design in video game culture.

Results. The authors of the study emphasized that the importance of graphic
design in the creative process of creating video games cannot be overestimated. The
authors of the study tried to analyze the multifaceted contribution of graphic design
to the gameplay, and to emphasize its impact on the player’s immersion in the game
process, improving the narrative, and the overall success of the game. We tried to
illustrate the main areas of work, which include the creation of a visual concept, user
interface design, graphic elements in the game, as well as branding and marketing
materials.

The scientific novelty lies in the fact that, given the lack of research on this
topic, we first conducted a comprehensive study of the role and place of graphic de-
sign in the perspective of gaming culture.

Practical relevance. Thanks to the multifaceted approach, this article empha-
sizes the crucial role of graphic design in shaping the aesthetic appeal, functionality
and product appearance of video games,; the key importance of visualizing video
game elements in the context of the requirements and trends of modern gaming.
After all, well-thought-out graphics make a positive first impression and create an
appropriate atmosphere for the gameplay. This highlights the importance of prior-
itizing graphical improvements for an immersive experience.

Our research concludes that thoughtful and professionally rendered graphic de-
sign is essential for player retention and engagement, and poor graphics often lead
to negative impressions and can have a detrimental effect on the overall perception
of the game. The study also highlights the importance of interface concept and de-
sign in influencing purchase decisions and improving image quality and immersion.
In addition, brand identity and advertising are important factors in game popularity
and reach. The results highlight the need for collaboration between graphic designers
and game developers to create engaging and visually engaging gaming experiences,
ensuring that all elements—-from characters and environments to the user interface-
work together for a seamless player experience.

Keywords: gaming culture, graphic design, art, video games, visual design, in-
terface design.
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