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AHoTtauis. MeToro poboTn € BUCBIT/IEHHS €BOJIOUIT rpaghiyHoOI Bidyanizauii B Au-
3ariHi Bigeoirop XaHpy XaxiB y KOHTEKCTi pO3BUTKY TEXHOJIOrIN.

Meropgonoris. Po60Ta rpyHTYETLCS Ha CUCTEMHOMY M1iAX04i A0 aHanizy yHaa-
MeHTa/lbHUX MOJ10XKEHb Teopii Bizyanizauyil iHipopmaduii. [151 npoBeAeHHS AOC/IAXEHHS
3aCTOCOBaHO iCTOPUKO-NOPIBHSIJIbHUI, CTPYKTYPHO-KOMMO3ULiMHWUI Ta 06pa3Ho-CTU-
JIICTUYHUI aHaian, MeTo4 cucrtemaTu3ladii Ta Knacueikadii, Lo A03BOININ 1POaHasli-
3yBaTtn 0Cob/IMBOCTI pO3BUTKY Bi3yasi3alii Ta BriJiMB TEXHIYHUX 0BMEXEHb Ha KOMI'10-
TepHy rpagiky i cnocobwu ii peanizauii.

Pesynbtarn. Y poboTi Brepiue cuCTeMaTn30BaHO €Taruv pPO3BUTKY METOAIB
KoMMIoTepHOI Bi3yanizayii y Bigeoirpax >aHpy >axiB. BuaineHo Taki eBO/IOUIiiHI
TpaHcgopmayii irpoBoi Bisyasizauii: 1) cBiTsi0Ba Bi3yanizauis — 306pa>keHHs Ha ocC-
HOBI CBIT/I0BUX TOYOK Ha ekpaHi (1958); 2) TekcToBa Bi3yasii3alisi — TEKCTOBi CUMBOJIN
47151 popmMyBaHHSI 306paxkeHb (1973); 3) 2D-Bi3yanizalisi — BUKOPUCTaHHS MMiKCEIB
eKpaHy A8 Bi3yanidauii naouwmnHHnx 306paxeHs (1982); 4) 3D-Bi3yanizauis -
TpuBuMipHa rpagika 4ns nepeaadi nceBgoob6’eMHUX Ta peasniCTUYHUX 306paKeHb
(1992); 5) kombiHOBaHa rpagika — noEaHaHHS TPaanLUIRHUX Ta IHHOBaUilHNX me-
To4iB Bi3yanizauii (2000 i gotenep). OKpPeC/IeHO BrJINB TEXHIYHOro nNporpecy Ha
pPO3BUTOK KOMITIOTEPHOI rpagikn 1a ungppoBux METOAIB Bi3yasilalil.

HaykoBa HoBHn3Ha. HoBu3Ha poboTtu nosnsrae B Tomy, wo 6ysa0 Brieple cuc-
TeMaTtu30BaHO €BOJIOUINHI TpaHcopMaLii MeTogiB 306pa)xxeHHs1 y Bigeoirpax xaHpy
)KaxiB, 06rpyHTOBaHO BI/IMB PO3BUTKY TEXHOJIOFM Ha BUKOPUCTAHHS XYLOXHIiX 3a-
cobiB. Pe3ynbTatm poboTtu € nigrpyHTSIM A1 AOC/HIAXEHb, MOB'SI3aHUX i3 PO3BUTKOM
KOMMtIOTEPHOI rpaiku, Big€OKOMYHIKaLil Ta resfiMan3anHy.

MNMpaKTn4yHa 3HavyWicTb. [lpakTnyHe 3HaYEHHSI PE3Y/IbTATIiB € BaXX/IMBUM 47151
MPOEKTHOI AisI/IbHOCTI rpaikiB, iIOCTPaTopiB i revdiMan3ariHepiB, sIKi BUKOPUCTOBYIOTb
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pi3Hi criocobwu Bi3yasi3auii B NpoOeEKTax, yAOCKOHAa/IlOKTb €CTETUYHI BUMOIrM 3 METOH

3as1y4eHHSs 6ilbLIOi KiZIbKOCTIi rpaBLiB.

Knw4yoBi croBa: Bi3yanizauisi, rpagiyHnii amu3ariH, KoMmmn’totepHa rpagika,
XOpPOop, XaHp XaxiB, reimamn3anH, Bigeoirpn, An3aiH Bi3yaslbHUX KOMYHIKaLii, isto-
cTpauyisi, 3D -rpaghika, 2D -rpagpika, peTporpagika.

BCTYN

3a 4ac iCHyBaHHS >XaHp XaxiB — xXoppop
(aHrn. horror) - y Bigeoirpax nepexus 6araTto
3MiH, 0CO61MBO Bi3yanbHUX. XOPPOp YHiKanbHUM’
CBOEKD THYYKICTIO Ta abCTpakTHICTO, WO BiA-
KPMBA€E 3HA4YHWMA MpOCTip AN [OCNIAKEHHS
anbTepHATMBHMX igen. I3 po3BUTKOM KOMM'l0-
TepHOi rpadikn usa ranysb Nnpeacrasuia HoOBi Me-
TOoAM Bi3yanbHOI onosigi. CnoyaTky 3MiHM Gynu
CNPUYMHEHI TexHiYHUMKM obMexeHHaMU, ane
3 MOKPaLWEHHSAM KOHCOMen Ta MnepcoHanbHUX
KOMMN'toTepiB  po3pobHUKkM oTpumanu cBoboay
B AN3aMiHepCbKoMy BMBODI.

barato CY4YacCHuUX TBOPpIB, AK-0T
«Signalis» (2022), «Iron Lung» (2022) Ta
«Psychopomp» (2024), rpyHTYIOTbCS Ha Tex-
HiYyHMX abo Bi3yanbHUX BNACTUBOCTAX Kia-
CUMYHMX MeToAiB Bi3yanizauii, aki Habynn BuKoO-
pUCTaHHS B reriMaunsainHi. Baxxnneoro npobnemoto
B LUbOMY KOHTEKCTIi € Te, L0 K/1ACUYHi BapiaHTu Bi-
3yanizauii HegoCTaTHbO BUCBITNOKOTLCA PO3pP06-
HMKaMu B Cy4YaCHWUX MPOEKTaX, HaToMiCTb 6araTo
yBaru npuaingerbca peaniamy. ToMy BUHMKAE NO-
Tpeba HayKoBOro obrpyHTyBaHHS 0COG/MBOCTEMN
pPO3BUTKY PIi3HUX BUAIB KOMM'IOTEpPHOI rpadiku
B XXaHpi xoppop Ta ii BNAMBY Ha CNpURHATTS.
JocniixXeHHa Uboro npouecy € aKTyalbHUM,
OCKiflbKM BOHO BMUCTYMNA€E OCHOBOK AN MalbyTHiX
NMPOEKTIB Y Pi3HOMaHITHUX TBOPYUX rany3sx.

AHANI3 NONEPEAHIX AOCNIAXEHDb

Mpobnemy po3BMTKY rpadikun Ta An3anHep-
CbKMX MPUIMOMIB Y KOMMN'IOTEPHUX irpax 3arasom
pocnigxye A. MaaicoH (A. Madison) [12], 3Bep-
TaluM yBary Ha WX TeXHIYHOro po3BUTKY rpa-
dikn y Bigeoirpax. A. XoarcoH (D. Hodgson) [8]
onuncye po3pobrieHHs i pO3BMTOK Bigeoirop Ta ix
rpadikm Ha npuknaai NPOEKTIB KOMMaHii, B SAKin
BiH MpavutoBas, a TaKoX BM/JIMB PO3BUTKY TEXHO-
norin Ha po6oTy B Uil cdepi. 1o nUTaHHA NosBMK
nepLuoi KOMN'IOTEPHOI rpu 3BepTacTbca M. bennic
(M. Bellis) [2], OOKYMeHTYylUYM 0oco6nmnBOCTI Ti
cTBopeHHs. B. belioH (W. Beyon) [3], A. Kpoyen
(A. Krouwel) [8], A. 3anac (J. Zalas) [22],
X. MyHi (H. Mooney) [14] Ta iHwi aBTOpM [1; 5;
17; 21] aHani3yloTb OKpeMi peTpo-Xoppop irpu
Ta 0cobnBOCTI iX Bizyanizauii.

Bisyanizauia xoppopy BiApi3HAETLCA YHi-
KasbHUM MiAX0A0M, AIKWIA A03BONSErPaBLSIMBINIbHO
iHTepnpeTyBaTu nobaueHe [19]. BuMKOpUCTaHHS
pi3HMX BUAIB KOMN'IOTEPHOI  rpadiku, €Ki

3MiHIOBANUCA 3 YacoM, AEMOHCTPYIOTb TEXHIYHUM
Ta CTUNICTUYHUIA pIBHI PO3BUTKY METOAIB Bi3y-
anizauii y Bigeoirpax [20]. Y UbOMYy KOHTEKCTI
. MyteHpa (L. Mutenda) [15] Ta A. lNeTpaBuyk
(A. Petravchuk) [16] aHanisytoTb 0CO6AMBOCTI
po60Tu 3 2D-rpadikoto, Haronowywuun Ha ii yHi-
KanbHUX BNACTUBOCTAX. AHaNi3 TEXHONOTIN CTBO-
peHHS Ta BUKOpUCTaHHA nepuioi 3D-rpadiku [6],
a 3roaoM ctunizoBaHoi 3D-rpadikn [18] Ta Me-
TOAIB po3pobneHHs OKpeMux irop y BipTyanbHin
peanbHOCTi [11; 4] NOCTINHO 3HaXoAATbCA B NOSI
30py HayKoBLUIB Ta po3pobHUKIB Bigeoirop.

Yci ornaHyTi iHdopMaLinHi axepena Mic-
TATb dparMeHTapHy iHdopMauito npo po3-
BUTOK rpadiku Bigeoirop 3aranom Ta npuknaau
il BUKOPUCTaHHS B Pi3HUX irpax »aHpy Xoppop,
npote goternep He cHOPMOBAHO CUCTEMHOrO A0-
CNif>XXeHHa eTaniB iCTOPUYHOrO PO3BUTKY Bi-
3yanbHuUX 306paxeHb Yy KOMM'loTepHUX irpax

XXaHpy Xoppop.

META

MeTo poboTH € BUSIBNEHHSA €BOSIIOLIMHNX
TpaHcdhopMaLinl OCHOBHMX MeToAiB Bisyanisauil
B irpax >aHpy xoppop. 3aBAaHHSAMW poboTu €:
1) cuctemaTtnsysatn Ta knacudikysaTu MetToau
Bi3yanisauii 3 ypaxyBaHHAM TEXHOJOMYHUX i CO-
UianbHMX aKTopiB B iCTOPUYHOMY KOHTEKCTI;
2) OKpecC/nnTM Cy4acHi TeHAeHUii Ta noTeHuian
ONa iX noganbworo po3suTKy; 3) obrpyHTyBaTH
0cobNMBOCTI BUKOPUCTAHHSA MeToAiB Bisyanisauii
B Cy4acCHii irposin iHQyCTpii.

PE3VYJIbTATU TA IX OGrOBOPEHHSA

padika B KOMN'IOTEPHUX irpax po3BuBa-
nacsa nopsap i3 TeEXHIKO Ta TeXHOoNorigaMmm. Xoppop
BUAINABCA cepef HUX YHIKanbHUM CNPUNAHATTAM
306paxKeHHs, y CTBOPEHHI SIKOro BaXMBY pOSb
TaKOX Bifirpae iHTepnpeTauis COXeTy rpaBLeM.
Y 1960-x pokax umppoBsi gucnnei BUKOPUCTOBY-
BasINCSA nnwe Ans AeMOoHCTpauii umdpoBux i Tek-
CTOBUX AAHUX, a BidyanbHi CUMBOMN CKNaganncs
i3 3aCBiYEHMX TOYOK Ha Aucnnei, Wo Buainsano ix
Ha OHiI TEMHUX AINSHOK eKpaHy. Yneplie Bnac-
TUBICTb MiACBIYYBAHHA OKpPeMUX KoopAuHaT pe-
WIiTKN eKpaHa An4 Bisyanisauii KOCMiYHOro npo-
CTOpy Ta 06’eKkTiB y HbOMY Oyn0 3acTOCOBaHO
B rpi «Spacewar!» (1962) (puc. 1.1) [2]. Ane
[0 TMOBHOUIHHOT 3arajibHOAOCTYMNHOI peanizauil
uiei TexHonorii Ha noyaTtky 1960-x pokiB 6yno
e aaneko.
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lMeplwe BUKOPUCTAHHA LbOro MeToay Bidya-
ni3auii B xxaHpi xoppop 3'aBunocs B rpi «Haunted
House» (1972) [22] (puc. 1.2). I'padika byna 3a-
rHaHa B paMKW TEXHIYHUX OBMeXeHb, TOMY po3-
pobHUKM 06X0AMNUCA HakNafaHHSAM Ha eKpaH
NaacTUKoOBOI NaHeni y surnaai 6yavHky 3 Bi-
KHamu. Npa 6byna po3paxoBaHa Ha ABOX rpasLiB,
SKi KepyBanu NpoCTUMMU CBITIOBUMN TOUKAMKU Ha
€eKpaHi, BUKOHYOUN 3aBAaHHA, HanucaHi Ha na-
nepoBux KapTkax (6ynn B KOMMNNEKTi 3 rpoto).

HacTynHuM eTanoM Ppo3BUTKY Bi3yani-
3auii 3arasoM Ta B irpax XaHpy Xoppop 30KpeMa
CTasia TeKkcToBa Bi3yanilauia. BuasneHo aBa Ba-
piaHTW TeKCTOBOI Bi3yanizauii, Wo BUPI3HANUCSA
TexXHiYHUMU ocobnmsocTsaMu. lNepwiuM MeToaoM
€ BUKOPUCTAHHSA TEKCTY AJ19 OMUCY OTOYEHHS,
TO6TO nMOBHa BIACYTHICTb 306pa)keHHsA. Tak,
y rpi-xoppop «Hunt the Wumpus» (1973) [3]
(puc. 1.3) rpaBeub MaB TEKCTOBMI ONMC soKauii
Ta KOpPOTKY MigKa3Ky Npo Te, WO 3HaxoAuTbCA
B HACTYMHIN KiMHaTi. pyrnin metoa Bisyanisauii
OEMOHCTPYE BUKOPUCTAHHA TEKCTOBUX CUMBOJIB
K rpadivHNX eneMeHTiB M03aiku ANs YTBOPEHHS
306paxeHHs. Y rpi «Mystery house» (1980)
(puc. 1.4) oTo4YeHHs npeacTaBieHO B TEKCTOBIM
¢dopmi 3a 4ONOMOrow NiHiN, Nopy4y 3HaAXoAUTbCS
OnmMcC NOAiN Ta CTpiyka Ans BBOAY TEKCTOBOI KO-
MaHAau. B3aemogia 3 irpoBuM cepenosuueM Big-
6yBanacs yepes NoKpOKOBMW BBiZ TEKCTOBUX KO-
MaHA, a rpadika uboro nepiogy - nNpuUMITUBHa
2D-rpadika.

MpoTe Ha eTani popMyBaHHSA TEKCTOBOI Bi-
3yanisauii 3'aBNsTbCA NepLi NOoWyKN nepegadi
06’eMy 306pakeHHs. [yXe BaX/IMBUM Ta YHi-
KaJbHUM NPUKNaA0M TaKOro MeToay Bisyasnisauii
€ rpa «3D Monster maze» (1981) [9] (puc. 1.5).

Y Hil TEKCTOBI CMMBOIN BUKOPUCTaHI ansa rpyboro
306paxkeHHs foKkauii Ta TiHEeN, Wo CTBOPOBaso
into3ito 3D-npocTtopy. TaknMMm YMHOM, Us rpa Tex-
HIYHO cTana nepuwoto cnpoboto Bizyanisauii Tpu-
BUMipHOi rpadikn y Bigeoirpax xoppop.

Mopanbwunmn pO3BUTOK MOBHOUiHHOI
2D-Bi3yanisauii noB’dA3aHWi i3 BMKOPUCTaAHHAM
TEKCTOBMX CUMBOJIB, SKi AOMOBHIOBANUCA into-
CTpauisiMn. 3acTocyBaHHSA nikcenis Hagae€ 6inbLui
MOX/IMBOCTI ANs CTBOpeHHs obpasie Ta aeTani-
3auii inocTpauin. Lle AeMOHCTpYeETbCs, Hanpwu-
knaa, y rpi «Uninvited» (1986) (puc. 2.1), saka
BCE Lle Mana TeKCTOBY OCHOBY, ane BXe A0-
MOBHIOBAMACA [HTEPAKTUBHUMU iNOCTpaLUisgMu,
a TaKoX KapTow MpUMILLeHHs Ta Bi3yasnisauieto
BMIiCTY CYMKUW rONIOBHOIO repos.

Crapi KkoHconi Ta koMmn'toTepu He MOornam
wBmako o0bpobnatn Benuky KinbKicTb nikcenis
OlHOYACHO, WO 3aBaxano CTBOPEHHK PYXOMMUX
306paxeHb. HacnigkoM Lboro ctas po3BUTOK Mi-
HiManicTM4YHoOI nikcenbHOi rpadikm 3 akueHTOM
Ha AMHAMIYHOCTI, @ He Ha AeTanbHOCTI [17]. Y Hin
nikceni Ha ekpaHi BUKoOpucToByBanucs ansa dop-
MYBaHHSI OKPEMUX eJfIeMEHTIB OTOYEeHHS, npoTe
yepes obMexeHy KinbKicTb nikcenis 06’ektn Bu-
rnagann cxemaTtuyHo (puc. 1.2).

P03BUTOK TEXHONOriM 3yMOBMB HACTYMHUN
eTan CTaHOBJIEHHA Bi3yanbHOI CK/1af0BOI 4Ya-
CTUHW irOp-XOpop - MOXJ/MBICTb 306pa)keHHs
MOBHOLIHHO Bi3yasii3oBaHOro MNpoCToOpy Ha oc-
HoBi 2D-rpadikmn. OpHielo 3 nepwunx noAibHmx
xoppop-irop 6yna «Project Firestart» (1989)
[21] (puc. 2.2), B AKil rpaBeLb OTPMMaB NOBHUM
KOHTPOJIb Haj NepeMilleHHsAM Y AeTanbHo 306pa-
XXEHOMY iHTepaKTUBHOMY cepenoBuui. HacTtyrnHe
BOOCKOHAaNEeHHS LUi€l TexHonorii nos’asaHe i3

Puc. 1. CsitrioBa i TekcToBa rpagika y irpax xoppop: 1 — Spacewar! (1962),; 2 — Haunted house (1972);
3 - Hunt the Wumpus (1973); 4 — Mystery house (1980), 5 — 3D Monster maze (1981)
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Puc. 2. [lsoBumipHa rpagika B irpax xoppop: 1 — Uninvited (1986), 2 - Project Firestart (1989);
3 - I have no mouth but I must scream (1995).

2D-Bi3yanizauielo nepemiweHHd NepcoHaxiB
y 3D-npoctopi. 'padiyHe 306paxkeHHs goaaT-
KOBUX [aHUX CYNpoBOAXYBanocs MiHiManbHUM
BUKOPUCTAHHAM TeKCTy, WO JAO03BOJINIO pO3-
KpUTKM nepesarn Bi3dyanbHOi onosigi. TekcT
TakoX 6paB akTUBHY y4yacTb Yy po3pobneHHi au-
3alHy floKauil, CloXeTy Ta NepcoHaxiB.

Takuin nigxia A[o Bisyanisauii irposoro
NpOCTOPY OKpPEeCNMB HACTYMHU eTan pPO3BUTKY
KOMMN'tOTepHOI rpadikn, npeacTaBneHuit NpuMi-
TuBHoto 3D-Bi3yanizauieto abo ncesno-3D-Bi-
3yanisaui€lo, 9Ky TaKOX iHKOMW Ha3nBakTb
2,5D-rpadikoto [15]. MNepwmmn cnpobamu nces-
no-3D-Bi3yanisauii 6ynn npuknagn CTBOPEHHS
into3sii  3D-npocTtopy 4epe3 2D-306paxeHHs,
ino3ia 06’eMy pocsiranacsa depes 3MiHYy po3Mipy
Ta KOJIbOPY e/IEMEHTIB OTOYeHHSA. Lle ago3sonsano
rpasui 6a4ynTy nepecyBaHHs repos Big nepulol
ocobu y TpnBUMipHOMY NpocTopi. MpruynHo no-
Tpebu Takoi TexHonorii 6yna He3aaTHICTb TO-
royacHoi TexHiku Ao wWweuaKkoro obpobneHHs
3D-06'ekTiB Y peanbHOMYy 4vaci. Butokm Bisya-
nizauii 3 BMKOPUCTaAHHAM TEKCTOBUX CUMBOJIIB
cnocrtepiraemo we B rpi «3D Monster Maze»
(puc. 1.5), npoTe OAHI€0 3 NepLmnx Xoppop-irop

i3 rpadikoto, CTBOpEHOIO 3 nikcenis, ctana rpa-
xoppop «Catacomb 3-D» (puc. 3.4). Peanism
y NoAibHUX irpax gocaraecs 3a AONOMOrow Moje-
JIIOBaHHA NepcoHaxiB i3 NNacTMYHOro Mmartepiany
Ta noganbuwoi ix ¢oToobpobkn (Hanpuknaa,
y rpi «kDOOM» (1993) [13; 14]) (puc. 3.1-3).
TexHOMOorito MUHAHNX 3/1INKIB TAKOX BUKOPUCTO-
ByBanu y 3D-aHimauii no3a irposoto chepoto [6].

[Moka3oBO B/ACTUBICTIO irop  ernoxu
2,5D-rpadikn [15] € Benuki iHdopMaUinHi na-
Heni, AKi BizyanisyBasn CTaH irpoBOoro nepco-
Ha)xa, HasBHI npegMeTn Towo. AmXKe rpadika
noyatky 1990-x pokiB 3abesnedvyBanacs nik-
cenamu, a ui naHeni NpMxXoByBanu 3HA4YHY 4a-
CTUHY eKpaHy, ycyBatouun notpeby B 06pobneHHi
YaCTMHKM 306paXKeHHS, WO 3HUXYBAMO TEXHIYHE
HaBaHTaxeHHs. Ha Hux po3Miwysanu nopTpeT
rOJIOBHOMO repos 3 AeEMOHCTPALIiEd MOro eMouii.

TexHonoria 2,5D-Bi3yanizauii ctana oc-
HOBOK Ana creopeHHs 3D-rpadikm, a nos-
HouiHHa 3D-Bi3yanisauia y Bigeoirpax XaHpy
xoppop 3'aBunaca nvwe B 1992 poui [7]. Ti
6yno peanizoBaHo B KkKoMbiHauii 3D-06’ekTiB
3 2D-rpadikoto TOMy, WO TOro4yacHi komn’to-
Tepu Ta KoHconi 6ynn He3gaTHiI NpopaxoByBaTH

Puc. 3. TpuBumMipHa rpagika B irpax xoppop: 1-3 — 3D-cKynbnTuHr, poToobpobka Ta ungppoBe 306paKeHHs,
DOOM (1993); 4 — Catacomb 3D (1991); 5 - Alone in the Dark (1992); 6 - Half-Life (1998)
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BENIMKY KiNbKiCTb TPUBUMIPHUX MoAeneh oAHO-
YyacHo. lMepLoto y CBIiTi XOppop-rpoto, B AKiA BU-
KOpUCTaHO TpUBUMIpHY rpadiky, ctana «Alone
in the Dark» (1992) [1; 7] (puc. 3.5), noe Bu-
KOPUCTaHO MNOWNHHE 306paxeHHs (OoHY 3 Ha-
KNnageHUMM Ha Hboro ob6’ekTamu CTUNI30BaHUX
3D-nepcoHaxiB. Lle gano nowToBX OO0 aKTUB-
HOro BMKOPUCTaHHA cnpolleHoi 3D-Bisyanisauii,
Ae OoToueHHS Ta 06'eKTU NOBHICTIO cknajanucs i3
TPUBUMIpHUX MoAaenei. Yepes cBO NpocToTy Ta
MiHiManiaM Taka TexHosoria no3sonsana gaHTasii
rpaBus iHTepnpeTyBaTu APiGHI eneMeHTun, aKi He
MOrfnun Ha Tol 4ac 6yTu BizyanisoBaHUMU Xy[0X-
HiMK 3acobamu.

Po3pobHuku ctapux sigeoirop 6ynu 3my-
WeHi BMKOPWUCTOBYBaTWM B poJfi nokauin 3a-
KpuTe cepeposulle, Hanpuknag 6yaisnio, Ka-
TakoMbu, KOCMiyHi kopabni, rycto 3abyposaHi
MicTa, neyepu Ta iHWi. MpuymHo uboro byna
He34aTHICTb TOoro4acHoi TexHiku Bi3yanisy-
BaTW NpoOCTip Benukoi nsowi. lNokasosuMm npm-
K/agoM Takoi Bisyanisauii cepepoBuwa € rpa
«Half-Life» (1998) [8] (puc. 3.6), ae binbwicTb
noain sinbysanacsa B niaseMHin nabopaTopii
Ta nedyepax, a Haa3eMHi AinsHkW 306paxyBa-
JINCA B rOPUCTIN MiCLLEBOCTI, OTOYEHIN BUCOKUMU
KaHblOHaMu. pa xapakTepusysanacsa 6arato-
piBHEBMM cCepefoBMULLEM Ta BIACYTHICTIO KiHe-
MaTUYHUX BCTaBOK, YyCA iCTopia po3kpuBanacs
yepes ypuBKM Aianoris.

3 pO3BUTKOM TEXHIYHOrO 0b6nagHaHHS Bia-
KpMBasncsa HOBi MOXJ/IMBOCTI ANs Bizyanisauii. Yci
irpyn pyxanncs B HanpsiMKy MOCUSIEHHS peani3my,
Mporpec SKOro siCKpaBO MPOC/iAKOBYETbCA MiX
yacTMHaMK cepii irop «Resident Evil» (puc. 4).
MoTpibHO nigKpecnnTX BaXNMBY BIiAMIHHICTb -
TpaHcdopMalito cepeaoBuwa B 6inblw Bigkpute
Ta AeTtanizoBaHe. [JoBrmit 4ac peaniam 6yB CTaH-
AapToM Ans 6inblWOCTi Cy4yacHux irop.

Ha noudaTtky XXI cT. BXe He 6yno Heob-
XiAHOCTI Y (piHAHCYBaHHI BEeIMKMX KOMMaHin ans
CTBOpPEHHS Bigeoirop. Lle cnpnynHuMio po3BUTOK
XXaHPY iHAi-irop, SKi CTBOPIOIOTLCS HE3aNeXHUMMU
po3pobHMKamm abo HeEBEIMKMMUN KOMaHAaMuM po3-
pobHKKiB 6e3 NiATpMMKK Benukoro suaasus [9].

He3anexHicTb Bi4 iHaHCyBaHHS HaZa€ MOBHY
ceobony TBOpuUOro Bmbopy. [poTe Takuii Tun
MPOEKTY 4acCTO 3aJieXnUTb NNWe Bifg eHTy3iasmy
pO3pO6HMKIB i 3a3BMYal 34INCHIOETBCSA 6e3 oi-
HaHCOBOI NiATPMMKK. AK HacnigokK, Yepe3 diHaH-
CoBi 06MeXeHHs Ta BiACYTHICTb BUCOKUX BMMOT
Bi4 BUAABLS He3aseXHi po3pobHMKM He 3auikaB-
JNIeHi y CTBOpPEHHi BUKJ/IIOYHO pearsicTUYHOI rpa-
dikn i BubUpalTb BracHUIA CTUNb Bisyanisauii.
Hanpuknag, rpa «Signalis» (2022) (puc. 5.1)
KOMbBiHYe B C0b6i cTunisadito ctapux irop, Ha-
npuknaa «Resident Evil 1 (1996)» (puc. 4.1) Ta
«Project Firestart» (1989) (puc. 2.2), a Takox
eneMeHTn JnitepaTypHOi TBOpuYoCTi [oBapaa
JlaBkpadTa 3 BMKOPUCTAHHAM Cy4acHWUX Tex-
HonMorin Bi3yanizauii. [leski po3pobHUKM Ha-
[aloTb nepeBary 306paXKeHHK peanicTu4yHoi
rpadikm, 30kpeMa B rpi-xoppop «The Forest»
(2014) (pwuc. 5.5).

HuHi cepen iHAiI-po3p0obHMKIB € nony-
nsipHol rpadiika, cTunisoBaHa nig crapi Tvnu
3D-Bi3yanizauii. Takuii TMN HOCUTb Ha3BY «CTU-
nisoBaHuit nia psi» [18] a6o «Low-Poly». Moro
0CObG/MBICTIO € BUMKOPUCTAHHSA MepeBaXKHO Mi-
HiManiCTMYHOI CTUNICTUKWM  Bi3yanisauii, Tak
3BaHa peTporpadgika. TakuMum npuknagamum
€ xoppop-irpu «Iron Lung» (2022) (puc. 5.2) Ta
«Psychopomp» (2024) [5] (puc. 5.3), ski Bupi3-
HSAOTbCS MiHIManbHO KiNbKicTio 3D-Bi3yanisauii,
obMeXXeHOo ManiTpor KONIbOpiB, BEIUKUMU iH-
dopMauUinHUMM NaHENs MM Ha Kpasx eKpaHy
i 3HAYHNUM aKLEHTOM Ha 3BYKOBOMY OMOpPMIIEHHI
Ta TEKCTOBMX AaHuMX. Y 6inbll paHHiX irpax Bu-
CcokosikicHe 3BykoBe 0MhopMIieHHS 6yno BaXKo
peanizyBaTu 4yepe3 TeXHiYHi 0OMeXeHHs, npoTe
B LUbOMY BMMAAKYy CTUMICTUYHUIA BMGIp po3pob-
HWUKIB NOB'A3aHNUN BUKJIIOYHO 3 KOHLEMLIEWD rpun.

3BEpPHEHHS A0 KNAaCUYHUX MEeToAiB Bi3ya-
nizauii, ak-oT npuMiTnBHa 2D-Bi3yanisauia abo
ncesno-3D, cnocTtepiraemo y rpi «Faith: the
Unholy Trinity» (2017) (puc. 5.4). Y peskux
BaXJIMBUX MOMEHTaX BUKOPUCTOBYETbCA POTO-
CKOMHa aHiMaliss Ha OCHOBI 3anMcaHnx po3pob-
HMKOM Ta Moro koneramm Bigeo. OcobnumeicTb
BMKOPWUCTaHHA MiHIManiCTUYHUNX MeToAiB

Puc. 4. EBontovia peanictu4yHoi rpagikm B xoppop-irpax: 1 — Resident Evil 1 (1996); 2 - Resident Evil 4 (2005);
3 - Resident Evil 7 (2017)
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Puc. 5. Criocobu Bi3yanizauii 306paxeHHs B iHAi-irpax xaHpy xoppop: 1 - Signalis (2022); 2 - Iron Lung (2022),;
3 - Psychopomp (2024); 4 - Faith: the Unholy Trinity (2017); 5 - The Forest (2014)

Bi3yanizauii mongra€e B MOX/AMBOCTI YHiKasnb-
HOrO TMO€AHAHHSA BJACTUBOCTEN CMPUNHATTS
KJlaCMYHOI KOMN'loTepHOi rpadiku Ta nepesar
CYYacCHOI TeXHiKu, WO BiAKpMBAaE NpoCTip Ans
eKCnepuMeHTIB.

MepcnekTMBHMM HaNpsMOM MOA4asbLIOro
pPO3BUTKY € AOCAIAXKEHHSA NOTeHUiany irop y Bip-
TyanbHilA/AONOBHEHIM peanbHOCTI. Lle BiAHOCHO
HOBWM MeAiyM TBOPYOCTi, AKUN MAE HEPO3KPUTUNA
noteHuian [4]. Woro yHikanbHicTb nonsrae
B TOMYy, WO rpaBeub 3A4aTHUIA 6aunTu HaBKO-
JIMLWWHIA npocTip Big nepwoi ocobu, wWo nepea-
6ayae rnubwe 3aHypeHHs Yy BipTyanbHWIA CBIT.
lMosiBa 3HA4YHOI KiNbKOCTI LiKaBMX MPOEKTIB Mia-
KPEeCNIE aKTUBHUI pO3BUTOK Ui€i cchepun. Cepen
HMX Xxoppop-rpa «The Utility Room» (2023)
(puc. 6.1), B SAKil rpaBeub NOAOPOXKYE Cloppe-
aniCTU4HUM BeNeTeHCbKUM CBITOM, BigdyBakoumn
cebe noro uvactuHow. Y VR-irpax rpaseub ak-
TUBHO B3a€EMoAie 3 06'ekTamMu, 3aCTOCOBYHOUMU
TBOPYICTb ANA pO3B'I3aHHA KBECTIB Ta ronoBO-
nomok (Hanpwknag, y rpi «Half-life:Alyx» (2023)

(puc. 6.2) [11]. MOCTilAHI TEXHIYHI AOCATHEHHS
y cdepi koMmn'toTepHoi rpadikm Ta ekcnepwu-
MEHTU 3 HUMU I'PYHTYIOTbCA Ha aHanili BUTOKIB
CyYacCHUX AM3alHepPCbKMX NPUAOMIB.

BUCHOBKMU

Lincbpose 306parkeHHsT B Xopop-irpax mnpo-
MWI0 AOBrUiA WNAX 3MiH Ta PO3BUTKY, WO cdop-
MYBaBCSl Ha OCHOBI TiCHOI B3aeMofii TexXHoNoriy-
HOro Mporpecy Ta eKCrepuMMEHTANIbHOro MOLYKY
XYLOXHiX 3acobiB 306paxkeHHs. Y pe3ynbTaTi Ao-
CNig)XeHHs BUAINEHO N'ATb eTaniB eBOJOLLINHOI
TpaHcdopMauii irpoBoi Bisyanisauii: 1) ceiTnoBa
Bidyanisauis 1960-x pokiB (dpopmyBaHHA 306pa-
)KEHHSI Ha OCHOBI CBIT/IOBMX TOYOK); 2) TEKCTOBa
Bi3yaniszauia 1970-x pokiB (cTBOpeHHs 306pa-
XEHb i3 TeKCTOBMX cMMBOsiB); 3) 2D-Bisyanisauis
1980-x pokiB (Bi3yanisauis nAOWMHHUX 306pa-
XeHb i3 nikcenis); 4) 3D-Bi3yanizauia 1990-x pokis
(TpuBuMipHa rpadika ana nepegadi ncesno-
06’eEMHMX Ta peanicTMyHMX 306paxkeHb); 5) kom-
6iHoBaHa rpadika 2000-2020-x pokiB (cuHTE3

Puc. 6. BipTyasibHa peasibHiCTb y An3aiHi irop-xoppop: 1 — The Utility Room (2023); 2 - Half-life: Alyx (2023)
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TpaguUIMHMX Ta iHHOBaUIMHWX MeToAiB Bi3yani-
3auii, BWKOPUCTaAHHS BIipTyanbHOi peanbHOCTI).
MocniaoBHI 3MiHM B AM3aiHi irop »aHpy Xoppop
3acBigunMnn  eBoNOLII0  XYAO0XHIX 3acobis, wWwo
chopmMyBanu HanpyxeHy BisyanbHy MOBY CTpaxy.
Big ToukOBOI Ta nikcenbHOI CTUNICTUKKN A0 dhoTope-
aniaMy cy4yacHux nNpoekTiB BiagbyBanacs yHikanoHa
TpaHcdopMaLis eMouin CTpaxy B KOHTEKCTi po3-
BUTKY rpadiuyHmnx ¢opmM, 3D-MoaentoBaHHs, OCBIT-
JIeHHs Ta aHiMaduil.

Y niacyMmky noTpibHO nigkpecnutu, LWo
CUMHTE3 TEeXHONOrin Ta eCTeTUKU YTBOPIOE HOBI
piBHi eMOUiAHOro 3aHypeHHs. MeTtoau Bisyani-
3auii B irpax xaxiB saBnsaTb coboto ckaagHum
CUMBi03 XyA0XHbOrO CTU/, NMPOrPaMHUX MOX-
NINBOCTEN Ta NCUXOJIONiYHOro BMANBY Ha rpasus,
WO OKpec/nioe 3arasibHi TeHAeHUuii pO3BUTKY
reMMansanHy Ta Bi3yanbHOi KynbTypW.
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Skliarenko N., Horbachuk A., Romanyuk O., Bondarchuk Yu. Methods
of Image Visualisation in design of Computer Games in the Horror Genre:

Historical Aspect

Purpose. This study aims to trace the evolution of graphic visualisation in the
design of horror video games within the context of technological development.

Methodology. The research adopts a systematic approach to the analysis of
the core principles of information visualisation theory. It includes historical-compara-
tive, structural-compositional, and figurative-stylistic analyses, as well as methods of
systematisation and classification. These approaches facilitate an examination of the
development of visualisation techniques and the influence of technical constraints on
computer graphics and their implementation.

Results. This paper is the first to systematise the stages in the development
of visualisation methods in horror video games. The following evolutionary stages
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of game visualisation are identified: 1) Light-based visualisation — representation of
images using light dots on the screen (1958);2) Text-based visualisation — use of
text characters to form images (1973); 3) 2D visualisation - pixel-based rendering
of planar images (1982); 4) 3D visualisation — use of three-dimensional graphics to
create pseudo-volumetric and realistic images (1992); 5) Hybrid graphics — integra-
tion of traditional and innovative visualisation techniques (from 2022 to the present).
The study outlines how technological progress has influenced the development of
computer graphics and digital visualisation methods.

Scientific novelty. The novelty of this research lies in the first-ever systemati-
sation of the evolution of visualisation methods in horror video games, substantiating
the impact of technological advancements on these methods. The findings provide a
valuable foundation for further studies in computer graphics, video communication
development, and game design.

Practical relevance. The results have practical value for graphic designers,
illustrators, and game developers. They offer insights into various visualisation ap-
proaches and help enhance aesthetic standards to attract a wider audience.

Keywords: visualisation, graphic design, computer graphics, horror, horror
genre, game design, video games, visual communications design, illustration,
3D graphics, 2D graphics, retro graphics.
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