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AnoTauisa

MeTa ny6nikauii nonsrae y BCTaHOBMEHHI
CYKYMHOCTi BW3HAYHWKIB, O BMIMBAKOTb Ha
CTBOPEHHS XYAOXHbBOI CTUAICTUKM MabyTHIX
Bifjeoirop, AOCNIIXKEHHI CTYNeHs BMINBOBOCTI
KOXHOIO 3 HMX Ta OBYMOBIEHMX HUMW XYOOX-
HbO-06Pa3HNX BAACTUBOCTEN | XapaKTepHUX
CTUNICTUYHMX O3HaAK MepcoHaXxiB Ta fokaLiin
y Bigeoirpax. Metoam gocnigpkeHHs. 3aCTOCO-
BaHO eMMIpUYHUK, IHOYKTUBHUI Ta aHanitny-
HUI MeTOAM, WO NepeabavatoTb AOCTIAXKEHHS
BMNAMBY Cy4aCHMX rpadivyHmMX CTUAICTUYHUX
Tedil Ha cyyacHi Bigeoirpn. HaykoBa HoBU3Ha.
BcTaHoBMEHO, WO OCHOBHUMW BU3HAYHUKAMU
CyYacHMXx rpadivHMX CTUAICTUYHKX Tedii y Bi-
[eoirpax € TexHIYHi xapakTepucTuky, rpadid-
Hi HanalTyBaHHS Ta MPOCTOPOBa CTPYKTypa
KOMM'FOTEPHOI pw, LLIO, B CBOIO Yepry, BN/MBa-
FOTb Ha HapaTWBHY KOHLEMLitO, piBeHb AeTani-
3aLii 306paXkeHb, TEXHIKY MantoBaHHA Ta KOO~
PUCTUYHE BUPILLEHHA. B KOHTEKCTI OTPUMaHKX
pPesynbTaTiB PO3MAHYTO PIisHI TUMK iIrPOBUX
PYWIiB, rpadivyHMX HanawTyBaHb Ta BapiaTVBHI
MOXXJIMBOCTI OpraHisaLii NpoCTOPOBOI CTPYK-
Typu Ta MNpOeKUin y Bigeoirpax. BUCHOBKM.
Bineoirpy, Ak @opmMa MWUCTeLTBa, 3a3HatoTb
NOCTIRHWX TpaHcopMmalliil, 3yMOBAEHUX CUH-
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Abstract

The purpose of the publication is to es-
tablish a set of determinants that influence
the creation of the artistic style of future video
games, to study the degree of influence of each
of them and the creative and figurative proper-
ties and characteristic stylistic features of char-
acters and locations in video games caused by
them. Research methods. Empirical, inductive
and analytical methods were used to study the
influence of modern graphic style trends on
modern video games. Scientific novelty. It has
been established that the primary determinants
of modern graphic stylistic trends in video
games include technical specifications, graphic
settings, and the spatial structure of the game
environment. These factors influence narrative
design, the level of image detail, drawing tech-
niques, and colour schemes. Various game
engines, graphic settings, and methods of or-
ganising spatial structures and projections
in video games were examined in this context.
Conclusions. As an art form, video games
undergo constant transformations driven by
technological advancements and the evolving
aesthetic preferences of players and develop-
ers. A comprehensive understanding of all rel-
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TE30M 3MiH Yy TEXHONOTIAX Ta €BOJIHOLIEID ecTe-
TUYHMX LIHHOCTEN i CTUNICTUYHUX ynoaobaHb
K rpaBLiB, TaK i po3po6HUKIB Bigeoirop. OTxe,
[eTanisoBaHe BUWCBIT/IEHHS BCIEl CYKYMHOCTI
BM3HAYHWUKIB | YCBIAOMNEHHS IXHBOI BMIMBO-
BOCTi Ha CTWUAICTUYHI XapaKTepUCTUKIN NePCo-
HaXkiB Ta foKaLit Cnpusie YTBOPEHHKO CTUIIC-
TUYHOTO PO3MAITTA BILEOIrOP | YMOXINBIIHOE
Moro noganbluvii  BapiaTUBHUIA  PO3BUTOK.
BcTaHOBNEHO, WO Ha CTWUMICTUYHI XapakTepu-
CTUKM NEPCOHaXiB Ta SoKaui Hanbinbw no-
TY>XHO BMIMBAOTb CyYacHi rpadiyHi TexHonorir
Ta BMACTMBOCTI irpPOBMX PYLIiB. IHTErpyro4mCh
3 HapaTMBHOK KOHLENLIED, TEXHIKaMK Bidyarni-
3alil Ta KONIpPHOK NasniTpor rpu, Ui BU3HAYHN-
K 3a6e3ne4ytoTb YHIKanbHWUI Habip KONbopiB,
opM, TeKCTyp, BidyalbHUX Ta aHiMaLiHMX
edeKTiB, WO B CYKYNMHOCTI 3a6e3neyytoTb nes-
HY CTUNICTUYHY TeYito B KOMM'IOTEPHMX irpax.
Taki Tedil MOXXyTb peasnisyBaThCb Yy NMiKCENbHIN,
iNtO30PHO MAacKiii, HM3bKO abo BMCOKO MOJIi-
roHanbHi rpadiui, WO AO3BONAATbL CTBOPUTH
YHiKanbHy aTtMocdepy KOXHOI Fpy Ta O4ikyBaHi
E€MOLINHI BpaXKeHHs rpasLiB.

KntouoBi cnosa:

XYAOXHIN CTUNb, CTUNICTUYHA Tedid, XYAOX-
HbO-06pasHi 3acobu, HapaTUBHUI AN3aMH.

BeTyn 1]

evant determinants and their influence on the
stylistic features of characters and locations
contributes to creating stylistic diversity in vid-
eo games, enabling their further artistic devel-
opment. Modern graphic technologies and the
emergence of more powerful game engines
allow for creating visually realistic worlds with
high levels of detail. However, the most influ-
ential determinants shaping the game’s atmo-
sphere and emotional impact on players remain
the narrative design, visualisation techniques,
and the game’s colour palette, which create
a unique combination of colours, shapes, tex-
tures, and visual and animation effects charac-
teristic of each stylistic trend. Such trends can
be implemented in pixelated, illusory flat, low
or high polygonal graphics, which allow you to
create a unigue atmosphere for each game and
the expected emotional experience of players.

Keywords:
artistic style, stylistic trend, creative and figura-
tive tools, narrative design

3 pO3BUTKOM LIMMPOBUX TEXHONOTIN Bi3yanbHi MOXAMBOCTI Bi-
[E0Irop 3a3HatOTb ICTOTHWX 3MiH. [TOTpebun ayanTopil 3MiHKOTBCS,

i CydacHWIM rpaBeLb OYiKye Bifl irpOBOro NPOAYKTY He fnLe IHHOBa-
LIiIMHO TEXHIYHOrO BUKOHAHHSA, ane M rapMOHIMHOIro NOeAHaHHS Ha-
PaTUBHMX Ta CTUMICTUYHUX CKNAAHUKIB. AK peakLis Ha Taki 3MiHN,
3'ABNAETHCS BapiaTMBHNUIA CEKTP CTUNICTUYHNUX TeYil y Bigeoirpax,
O BMPISHAOTBCS XyAOXHbO-06PasHNMM 3acobamMmn Ta TEXHIYHN-

MW O3HaKaMMW.

[MpoTe, Monpu 3pocTatoydy pPosb CTUNICTUHHUX TEYIl, IXHI BU3HaY-
HUKW 3anuwatoTbCsa HEAOCTaTHLO AOCNIAKEHUMU. B KOHTEKCTI
LIBWKOI €BOMHOLIT Bi3yaslbHUX TEXHOSON caMe BU3HAYHUKK CTU-
NICTUYHMX Tedin JO3BONATb PO3POOHMKAM YiTKO CTPYKTypyBaTu
Bi3yasibHy MOBY rpy Ta CTBOPUTWN KOMIMIEKCHWIA NiAXi4 A0 AN3alHy
Bif€oirop 3 AOTPUMMaHHSAM NnepeadadeHmx CTUAICTUYHMX TEYINA.

MeTta n
BOCHI1)KEHHSA

MeTo A0CNiAXKEHHSI €BCTAHOBMIEHHA Ta CUCTeEMaTM3alis oc-
HOBHWX BU3HAYHMKIB, LLO BMNIMBAKOTb Ha XYAOXHIO CTI/U'I]CTVIKy Bige-
OiI'Op, aHania BMNanBy TEXHONOMYHMX XapPaKTePUCTUK Ta XYAOXXHbLO-

06pa3HMX BNAaCTUBOCTEN Ha AN3aliH, CHOXXET Ta aTMocdepy rpu.
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Metopgonoris
Ta aHani3
AXKepenbHoi
0asu

PesynbTaTtn
LBOCHI1)KeHHS

MeToL0Nori4HY OCHOBY AOCNIIXKEHHA CKI1aZlae rpyHTOBaHa npa-
ust M. CtokcTag (Stokstad, 2005), npuceadeHa icTopii MucTelTBa Ta
BUCBITNIEHHIO ETUMOJSIOTIT XYAOXHBOIO CTU/IKO Ta MOMO BUSHAYHMKIB.
[o yBaru Takox B3sT0 BUKnaau I lepbepta (Herbert, 1988), sikuii
JOCNiAKyBaB iMMPECIOHI3M Ta BifOGPaXKeHHs 3MiH Y MICbKOMY
(nobyToBOMY) Ta HayKoBOMY Mi3HaHHI, Ta K. MpiHGepra (Greenberg,
1961), AaKni po3rnaHyB MOLAEPHI3M Y KOHTEKCTI nepiofy ypbaHisa-
Uil Ta iHgycTpianisayil. 1o cknagy By3bKOOPIEHTOBAHMX HayKOBMX
npaub, NPUCBAYEHNX OKPEMUM CTUNICTUYHUM BUPILLEHHAM Y Bie-
oirpax, Hanexatb nyénikauii B. JoHosaHa (Donovan, 2010), skuit
[OCNIAXKYBaB BMANB TEXHIYHMX OBMEXKEHb PaHHiX BiAeoirop Ha CTU-
nicTuKy Ta 0co6aMBOCTI NikcenbHux irop, C. KnaitHa Ta iH. (Kline et
al., 2003), kit BkazaB Ha pofib OBMEXeHOI KOMbOPOBOT Nasnitpu
B CTBOPEHHI MiHIManicTU4HMX 306paxkeHb 3 6a30BUMM hopMamu.

MeTopn ocsiTneHHss HDR oTpumaB getanisoBaHuii BUKNag 'y go-
cnigpkenHi k. Bectnivra (Westling, 2019). Y Buknagax A. PonniHre
i E. Apamc (Rollings & Adams, 2003) 3HaxoaMMo BapTicHY iHbop-
MaUio WoAO0 BMIMBY rpadidHmx npouecopiB, 3D-momentoBaHHA
Ta aHiMaUiHWX TEXHOJIOTIN Ha MOABY HOBUX CTUMICTUYHUX TeYi
B IrpOBOMY CepejoBULL.

[. bypr Ta b. byeanek (Bourg & Bywalec, 2013) gocniannm oco-
6MBOCTI didNYHNX MoayniB irpoBux pyLwiis: Havok, Unreal Engine,
Unity Ta Game Maker. Ha cainti CRYENGINE BMCBIiTNeHO BNacTWBO-
cTi pywiss CRYENGINE Big komnaHii CRYTEK (Game design, 2023).
K. ToTTeH (Totten, 2014) nocniave xapakTepucTUKM HU3bKOMONIro-
HaslbHOI rpadikmM Ta PO3rIAHYB MIAHOBICTL Y BiAEOIrpax, AOBIBLUN,
O B HMX, NOAIBHO A0 KNACMYHOIO XKMBOMUCY, BUAINAOTLCS TpH
nnaHv: nepeaHii, cepefHin Ta 3aaHin. . Lenn (Schell, 2020) -
[OCNiAMB BNACTMBOCTI BUCOKOMOMiIroHanbHoi rpadiki Ta o6rpyH-
TyBaB BMMBOBICTb TakuMx 3aco6iB, K 3rnagyKyBaHHS Ta PO3MUTTS
306paxkeHb. P. KoHueBmny (Koncewicz, 2009) nposis aHanis pisHux
TUNIB NPOEKLiN: opTorpadivHol, akCOHOMETPUYHOI, MOXMOT Ta Nep-
CMNEKTUBHOI MPOEKLT. TEXHIYHI MOXMBOCTI CEN-LUENLNHTY OTPUMa-
N BUCBITNEHHS Y ny6nikadisx P. Jlyke (Luque, 2012).

OCHOBOMOJIOXHOKD 03HAKOK KOXHOMO TBOPYOrO MPOEKTY L0
o6'eiHye He NuLle Bi3yasbHi, ane I KoHLENTyanbHi, eMoLiiHi Ta
KYNbTYPHI acnekTw, € XYAOXHIN CTWib. Y KOMM'HOTEPHMX irpax
CTW/b CNpUAE PO3KPUTTIO TEMMU, iEl, HAPATUBHUX MIAXOAIB Ta iH-
LUMX 3MICTOBHUX CKJTAAHMKIB, Yepes aKi peUnnieHTN OTPUMYIOTD iH-
(bopMaLiro NMPO KOHKPETHY EMOXy, HANPSM Yu NePCoHaxiB. Baromui
BHECOK Y IOCNIAKEHHS CTUITIB MUCTELTBA 3p0buia aMmepmnKaHcbKa
MUCTeLTBO3HaBMUS Mepunin IxeiiH CtokcTaa (Stokstad, 2005),
AKa Yy CBOIM KHW3I NMPO iICTOPIKO MUCTELTBA 3a3HaYae, Lo CTU/b — Lie
CYKYMHICTb 6araTbOx BNMBIB Ta XapaKTEPUCTMK NEBHOI ICTOPUYHOT
enoxu. Ha gymky M. CtokcTag (Stokstad, 2005), cTuib y MUCTeLTBI
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(hOPMYETLCA 3aBASAKM B3AEMOAI TaKMX BU3HAYaSIbHUX YMHHUKIB,
AK enoxa, reorpadiyHunin perioH, ocobncTa MaHepa XyAoXKHWKa Ta
penpeseHTalis (30BHIWHIA BUIAsSA nidHaBaHoOro o6'ekTa). PeHe-
CaHC Bif3HAYMBCA BIAPOLXKEHHAM IHTEPECY A0 aHTUYHOI KySbTy-
puy, a 6apoko MifgKpecntoBaB ApamMaThaMm, Lo o06'eAHyBaB MUTLIB
HaBKOJIO CINIbHUX KYNbTYPHMX Ta hinocoMCbKMX LiHHOCTEN.

AK peakuia Ha MUCTeLbKi IHHOBALLl Ta PO3BUTOK COLIOKYbTYpP-
HOro CepefoBULLA, 3 HaCOM CTWi €BOMIOLIOHYBANM Ta Noyanm 3'a8-
NATUCH CTUAICTUYHI Tewil. X nosBa crpuana gudepeHLiroBaHHIo
KynbTYPHUX CMaKiB Ta ynogobaHb Ta 06'egHyBana MUTLIB HaBKOSO
CMiNbHUX I0EN, ECTETUYHUX NPUHLMMIB Ta XYAOXKHUK TEXHIK. Y MUCTE-
UTBI CTUNICTUYHI Tedil YacTo 6yBarOTb OOYMOBEHI MOSIBOKO CyCMifb-
HMX 260 NPOMECIAHNX PYXiB, KOXKEH 3 AKX Mae OpUTiHanbHNUIA CBITo-
FNs/ Ta peasni3yeTbCs Yepes cneumdidHi BidyanbHi XapakKTePUCTUKN.
Hanpuknag, 3a Buknagom I. lepbepTa, iMApPEeCioHiaM, Mg BNIMBOM
LUBUAKMX 3MIH Y MICbKOMY »KWTTi Ta HayKOBMX AOCAIHEHb, 30KpeEMa
B ranysi ONT1KK, NparHyBs BIATBOPUTU MUTTEBICTb, CBIT/IO Ta aTMOC-
tdepy (Herbert, 1988). MogepHiaM HaTOMICTb MparHyB BifdiiTv Big
TpaanLi i CTBOPUTH HOBI OPMM BUPaXKaHHS, akLEHTYroUM Ha ypba-
Hizauil Ta iHgycTpianisauil. MUCTeLbKi pyxu penpeseHTyBann Wnpo-
KNI CNEKTP PIBHOMAHITHUX CTUMICTUYHKX TeYil, 30KpemMa QyTyprsm,
€KCMPECIOHI3M YK croppeaniam. KoxHa 3 umx Tevii, Ha gymky K. [piH-
6epra, 3'ABAsnacb 3 METO BigobpaXkeHHs HOBOI anbTepHaTUBHOI
peanbHocTi (Greenberg, 1961). AGCTpaKUiOHI3M SK CTUICTUYHA Te-
4ia BUHWMK Yepe3 cnpoby BiAKMHYTK QirypaTUBHICTb i AeTanisallito,
XapaKTepHi ANs peaniamy, Ta 3BepHyTV yBary Ha obpasHi BNacTVBO-
CTi reOMeTPUYHNX DOPM, KONTbOPY i MPOCTOPY.

MpoTe y Bigeoirpax, 0COGNMBO Ha Pi3HMX eTanax iX CTBOPEHHS,
06pasHO-CTUAICTUYHI  BNAacTUBOCTI MPeACTaBAEHHsT MEePCOHaXiB
i NOKaLin 3anexanu He CTifIbKK Bif CBITOrNAAY Ta MUCTELbKMX YrOo-
J106aHb rpaBLiB Yn pO3POBHUKIB, CKiTbKI Bif TEXHIYHMX XapaKTepuc-
TUK MPUCTPOIB: PO3AiINbHOI 30aTHOCTI ekpaHy (3a3Bu4Yal obmexe-
Hoto 10 160x192 abo HaBiTb 64x64 NikceniB) i AOCTYMHOK NaM'ATTHO.
Ha gymky T. oHoBaHa (Donovan, 2010), came Ui BU3HaYHUKK 6e3-
nocepeiHbOo BMMBANM Ha CTW/b i BidyanbHy CKIAAHICTb Bigeoirop,
TOMY HarnepLi irpu 6ynu NikcenbHUMM: 3 hopMaMu, HaBNMXKEHUMU
[10 6a30BKX reoMeTpuuHnX diryp, Ta BiACYTHICTIO AeTaneit. Kpim
Toro, 3a BucHoBkamu C. KnaitHa Ta iH. (Kline et al., 2003), o6mexxe-
Ha KOMbOpOBa ManiTpa 3myllyBana po3pPOOHMKIB CTBOPHOBATK abo
ACKPABO KOHTPACTHI NepcoHaxi, abo, HaBMnaky, HLOAHCOBaHI Ta yno-
[liBHEH] 0 KOMOPUCTUYHOIO BUPILLIEHHS NIOKaLilA.

OKpecneHi TexHiYHi XxapakTepUCTUKN BIIMHYNN | HA HACTYMHWUIA
BM3HaAYHMK BIJOIrOp, a caMe Ha NMpOCTOPOBY CTPYKTYPY, O penpe-
3eHTYye NoKaLlil Ta 3aranbHy BidyallibHy opraHisaLito rpu. 3a NpocTo-
POBOK CTPYKTYPOID Irpy NOAINAOTECA Ha ABOBUMMIpHI (2D-irpu) Ta
TpuBUMIpHI (3D-irpu). 2D-irpy NpeacTaBnstoTb rpadiky Ta irposuii
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npoLec y BOX BUMipax: BCi 06'EKTIN Ta NepcoHaXki BigobpakatoTbCs
Yy WWPWHI Ta BWUCOTI, 6e3 rmnbunHN. Taki irpy MatoTb HUXKYI BUMOTM
[10 TEXHIYHMUX MPUCTPOIB, HE BMMaratoTb BUCOKOI AeTanisaLii 306pa-
XKeHb Ta NePeBaXXHO BMKOPUCTOBYIOTb CTaTUYHI IFPOBI CLIEHN.

HatomicTb, 3D-irpn onucytoTbCAa TpboOMa NMPOCTOPaMu: JOBXKMU-
HOO, LUIMPUHOO Ta BUCOTORD. BOHM NOTPEBYHOTb BUKOPUCTAHHS CUC-
TEMM YMOBHUX NMPOEKLM ANA AKICHOrO BiAOOPaXKEHHST TPUBUMIPHMX
06'eKTiB Ha ABOBVMIPHOMY €KpaHi rpaBust. BTiMm, i TPMBUMIPHI 06'ek-
TV Yy Bifeoirpax iCTOTHO BMPISHAIOTHCH 3a AKICTIO BIATBOPEHHS, LLO
TakoXX 3aMeXnTb Bif TEXHIYHMX MOTY>KHOCTEN MPUCTPOIB. Tak, i1k~
30PHO TPVBUMIPHI 306pakeHHA MOXKyTb 6yTv BIATBOPEHUMM 3a [0-
MOMOTOK HU3bKO ab0 BUCOKOMOSIrOHaNbHOI rpadiku. MoniroHansHa
rpadika B irpoBii iHAYCTpIi onvcye MeToa NobyAoBM TPUBUMIPHUX
06'€KTIB LLISAXOM BMKOPUCTAHHS 6araTOKyTHWKIB abo MOSIroHiB.
YyMm BinblLua KiNbKICTb MOMIFOHIB BUKOPUCTOBYETbCH A9 CTBOPEHHS
MoZeni, TUM BuLLa 1 AeTanisauis Ta nnaBHICTb. PiBeHb aeTanisauil
noniroHanbHoI rpadiku BNvBae Ha BidyasibHe CMPUAHATTS irPOBOMO
CepefioBuLLAa Ta NPOAYKTUBHICTb CUCTEMMU, HA AKIM NpaLtoe rpa.

[ocnipkyroun HM3bkonosniroHansHy rpadiky K. ToTTeH (Totten,
2014) xapakTepuaye i ik TaKy, O BUKOPUCTOBYE OOMEXEHY Kirb-
KiCTb 6araToKyTHUKIB 151 NO6YAOBU 306pakeHHs. Taki Bnactu-
BOCTi 300paxkeHb 6ynn BNpoBamykeHi B paHHiX 3D-irpax uepes
0BMEXEHI TEXHIYHI MOXMBOCTI KOMM'FOTEPHOro 061aAHaHHA Ta
penpes3eHTyBav HaCTYMHUA PIBEHb AKOCTI MICNA MIKCENbHUX 30-
6parkeHb. NepcoHaxi Ta nokaduii B HU3bKOMONIroHanbHi rpadidi
MatoTb YiTKi Kpal, CrpoLLleHi hopMM Ta MiHIManiCTU4HUI CTub. Ce-
peaHbononiroHanbHa rpadika 6anaHcye Mixk HU3bKMM Ta BUCOKUM
YMCIIOM MOITOHIB, MOEAHYHOUM AeTanisalito 3 MeHL BUMOIIMBUM
PEHAEPVHIOM — MPOLIECOM CTBOPEHHSA (iHANbHOMO 306paXkeHHs
Ha OCHOBI BOBMMIPHNX ab60 TPMBUMIPHUX AaHKX. HaToMiCTb BUCO-
KononiroHanbHa rpadika, 3a ceigueHHsm k. Lenn (Schell, 2020),
MICTUTb 3HAYHY KIiNbKICTb 6araTOKyTHUKIB, O3BONSHOUN CTBOPHO-
BaTW peanicCTUYHILWI Ta AeTanizoBaHilli MoOAEeN, peHAEePUTH CKIaaHI
TEKCTYPW, TiHI Ta CBIT/IO, WO CNpPUAE CTBOPEHHIO KiHEMaTorpadiy-
HoI rpadiky Ta peanicTUYHMX CepeaoBMULL,

PO3BWTOK TEXHOMOTI TaKOX BaroMo BIMIMHYB Ha HapaTUBHUN
OV3alH, Lo OTpMMaB MOXJIMBOCTI anentoBaTh Ak 4O OA4HOro 3 ic-
TOPUYHMX MepioAiB Ta €THOCIB HALLOI MIaHETH, Tak i BIATBOPHOBATH
PIBHOMaHITHI yABHI Ta (aHTazilHI CBITKW, O He MatoTb aHanoris
y iCTOpIl, NPMPOAHOMY Ta WTYYHOMY CepefoBULLI HALLIOT LiMBINi3aLil.
P03BWUTOK TEXHOSOTI 36araTnB HapaTuB irop, 03BONAYM FPaB-
LieBi LUBMAKO NepPeMilllyBaTUCh MiXK PiSHUMM NTOKaLiMK Ta CrpUSB
X 3HAYHOMY YPI3HOMAaHITHEHHIO B MeXax OAHIEl rpu, WO 3HA4YHO
NiABULWMNO PiBEHb yBarn Ta 3alikaB/ieHHs rpaBuiB. [1poTe came
TeXHIYHa CKIafoBa, BKyni 3 ynofobaHHsAMK rpaBUiB Ta po3pob-
HVKIiB, 3a6e3neyye BTiNIEHHSI HapaTVBHOMo AM3aiHy y BapiaTUBHI
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hopMM CTUNICTUYHOrO BiATBOPEHHS. Tak, Hanpwknag, fo6a cepef-
HbOBIYYA 3 1l TOTUYHOK apXiTEKTYPOIO Ta TbMAHUM OCBIT/IEHHAM
MOXe OyTW BTiNleHa K Yy NikcenbHi rpadiui, Tak i B aHiMaLiiHnX
ab60 KOMIKCOBWX i/TF030PHO ABOBUMIPHUX MEpCOHaxKax Ta oKaLlisix,
abo peanisoBaHa y HM3bKO YK BUCOKOMOSIroHanbHii rpadidi 3 6a-
>KaHVMM CTyMeHeM AeTanisaLlil nepcoHaXkiB Ta fiokauin.

3 PO3BUTKOM TEXHOSMOrIA Ta HAapaTUBHOIO AM3anHy BidyallbHi
MOXX/IMBOCTI BiZI€0Irop 3a3Hasm 3HaYHNX 3MiH, LLIO MPU3BENO A0 iH-
Terpauii rpadiku, CHOXKETY, NEPCOHaXKIB Ta MeXaHIK y eANHE LinicHe
cepeposue. A. Ponninre i E. Agamce (Rollings & Adams, 2003) go-
BeNW, LLIO 3aBASIKN BAOCKOHANEHHIO rpadivHmnx npoLliecopis, 3D-Mo-
[EetOBaHHA Ta aHiMaUiiHMX TeXHOMOrIN PO3POBHUKN OTpUManm
MOX/IMBICTb PO3BMBATUCH i BNPOBALXKYBATN PISHOMAHITHI XyLOX-
Hi Ta KynbTypHi HapaTuen. . LLenn (Schell, 2020) 3ayBaxkye, LLO,
Ha BiAMIHY Bi paHHIX irop, 06MeXeHNX anapaTHUMK pecypcamu,
CyYacHi Bifleoirpy BMKOPUCTOBYOTb AeTanisoBaHi TEKCTYpK, OCBIT-
JIEHHSA, aHiMaLito Ta KiHematorpadidHi NpuioMK ANA NMOCUIEHHS
IMEPCUBHOIO BMMBY Ha rpaBudA. 3aBAsSKN LbOMY AM3aiH Nnokauin
y Bifleoirpax 3 AOMOMIKHOIO efleMeHTY, L0 CMPUNMAaBCH BUKHOY-
HO AK (DOH, NEPETBOPUBCS Ha BAXK/IMBUI eNlEMEHT reiMMnneto, 3gat-
HWI NOCWKOBATY aTMOCdepy Ta 3aHyproBaTH rPaBLiB Yy CouialbHi
Npo6aeMn Ta KyNbTYpHI TEMU.

3AOiMCHIOUN BiNblL 3arnMbneHuit i AeTanisoBaHuin ornag Tex-
HOMOTI Ta NOTY)KHOCTEN KOMM'OTEPHMX MPOrpaM, MaemMo Harogy
KOHKPEeTWU3yBaTW LNy HM3KY BM3HAYHWKIB, LLO BMAMBAOTb Ha 06-
Pas3HO-CTUJICTUYHI BNACTMBOCTI NEPCOHaXKiB Ta nokauin. 1o Takmx
BM3HAYHWKIB HanexaTb: BUOIp irpOBOro pyllis, rpadidHi HanawTy-
BaHHS Ta MOX/IMBOCTI 06po6bkm 3D-rpadiku. [. bypr Ta b. byBanek
(Bourg & Bywalec, 2013) nosenu, Lo irpoBi pywlii — Lie UeHTpabHa
nporpamMHa YacTuHa 6yab-sKol Bigeoirpy, WO BiANOBIAae 3a yBeCh
TEXHIYHMI NpoLec po3pobkK Bigeorpu. Came irpoBuMiA pyLLin Haaae
yCi HEOOXiAHI IHCTPYMeHTH AN poboTn 3 rpadikoto, QismKoro, aHi-
MaLjiero, 3BYKOM, LUTYYHUM IHTENEKTOM Ta LO3BOJISE CTBOPHOBATU
IHTEPaKTUBHE ABOBVMIPHE UM TPUBUMIPHE BipTyasibHe cepeloBULLE.

OAHMM i3 KNOYOBMUX KOMMOHEHTIB iIrPOBOroO pyLLia € rpadidHnii
MOAY/SIb, AKWUN BU3HAYaE piBeHb AeTasizalil Ta peaniCTUYHOCTI 30-
6paxkeHb y rpi. 3rigHo 3 BucHoBkamu /1. bypr Ta b. byBanek (Bourg
& Bywalec, 2013) Taki pywwii sik Unreal Engine Ta Unity 3a6esnedy-
FOTb BMCOKWW piBEHb AeTanidauil 3aBAAKM MOTY>KHOMY peHaepy
Ta 06po6bUi BidyanbHUX ePeKTIB, TOAI AK MEHL NOTYXXHi pyLwii, Ha
KwTanT Gamemaker, 06MexyoTb MOXIMBOCTI BidyanbHOI AeTani-
3auil Ta BUKOPUCTaHHA CyHaCHNUX rpadidHmx TEXHONOTIN. Di3NyHMN
MOZY/b IFPOBOro PYLiA MOLAEMOE NOBEAIHKY MEPCOHAaXIB Ta irpo-
BMX OO'EKTIB, LLO AO3BOJISIE CTBOPHOBATU PeaniCTUYHY CUMYNALLILO
ANHaMiKkK pyxy. Hanpuknag, pywin Havok Hagae iHCTpyMeHTU ans
MOAEMOBAHHSA cKNaaHMX disndHmx edhekTiB — Big NafdiHHSA 06'eKTIB
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[0 cumynsauil noBeainkm piavH (Bourg & Bywalec, 2013). CryEngine
BUKOPUCTOBYE TEXHOSONIT CKENETHOI aHiMalLlil Ta npoLefypHOl aHi-
MaLlil, Wo HeobxigHi ANns 3abes3nedyeHHs BUCOKOI peanicTUYHOCTI
irop Bif nepLuoi abo TpeTbol ocobu (Game design, 2023).

MpadivHi HanawTyBaHHA, 0OYMOBEHI PO3MAHYTUMM PYLLISMMU,
BM3Ha4atoTb piBeHb AeTanisauii 06'ekTiB i TeKCTyp. BucokosiKicHi
HanawTyBaHHA [O3BOMAOTL BUMKOPUCTOBYBATWU XapakTepHy A4
(hoTOpPEeaniCTUYHMX CTWANIB TEXHOOTIiKO TPacyBaHHS, L0 3abe3neyye
peanicTMyHe OCBITNEHHS, TiHi | BiIO6paXKeHH:A TEKCTYpP Ha Pi3HMX MNo-
BEPXHAX. HaTOMICTb AN MEHLL PECYPCHOMICTKMX MIKCENbHWX, 11H0-
30PHO M1acKMx ab0 HU3bKOMONIrOHANbHMX 300PaXEHb Y BidyaslbHNX
CBITax KOMM'FOTEPHUX Irop, rpadidHi HanalwTyBaHHS pyLliiB 4O3BO-
NAKOTb 3HAYHO 3MEHLLNTW AeTani3alito. Y Takux irpax getanisadia
TEKCTYP MOoxKe 6YTH CMPOLLIEHOHD, @ OCBITAEHHST — KOHTPaCTHUM abo,
HaBMaKy, TbMSAHUM, IO MPU3BOAMTL A0 YTBOPEHHS CreundivHNX
CTUNICTUYHNX XapaKTEPUCTUK, yNodiBHEHMX [0 KOMIKCIB abo Myfb-
TMANiIKaUiiHMX enemeHTiB. Lle 3abeanevye nerkictb peHaepuHry
i JO3BOJIAIE CTBOPHOBATU irpy 3 MiHIMaNbHUMK pecypcamu.

HaToMicTb yTBOpPEHHS 6ifblL CKNaAHMX | peanicTUYHO ynodioHe-
HUX 306pakeHb BUMarae GinbLUOI MOTYXKHOCTI pecypciB. Tak, MOX-
nmBOCTI 06pobkm 3D-rpadikK, BiANoBIiAHO A0 AocnigkeHHs P KoH-
uesnd (Koncewicz, 2009), peanisytoTbCA 4Yepes BMPOBaXKEHHS
opTorpadivHoi, akCOHOMETPUYHOI, MOXMOI Ta NepCneKTUBHOI Npo-
ekLin. OpTorpadiyHa NPoeKLis BigobpaXkae 06'eKTU 6e3 NepcnekT-
BW, LLIO O3HA4ae, L0 BOHN HE 3MEHLLYKOTLCS Y PO3MIpPI 3 BIACTaHH!HO.
Bci oci (x, Y, ) MatoTb OAHAKOBI CMiBBIAHOLLEHHS, LLIO JO3BONAE 6aun-
TV 06'€EKTU B PeasibHUX PO3MIpax, He3anexHO Bif IXHbOro NMONOXKEH-
HA. Taknin BUA NPOEKLIT BUKOPUCTOBYE PIi3HI KYTW OrNsay Ta 4acto
3ycTpivaetbesa y 2D-irpax. AKCOHOMETPUYHI MPOEKLIT JO3BONATH
nokasaTu 06'eKTH Y TPbOX BMMIpax 0fHOYacHo. € Tpu BUAN aKCOHO-
METPUYHOI MPOEKLIl: I30METPUYHA, OAUMETPUYHA Ta TPUMETPUYHA.
B i3oMeTpuryHii NpoekLii B ycix Tpbox BUMipax (X, Y, z) MacLuTab oj-
HaKOBWI, @ KyTU Mi>K OCsiMU CTaHOBNATb 120 rpagycis. Y AMMETPUY-
Hil NpOeKLIl ABa BUMIpX MatOTb OAHAKOBWIA MacLUTab, a TPEeTik BU-
Mip CKOPOYYETHCS, CTBOPHOKOUM BIAYYTTA NMEPCnekTUBKU. HaToMiCTb
Y TOUMETPUYHIN MPOEKLT BCI TPM KYTW MiX OCAMM Pi3dHi, @ KOXKHa BiCb
CKOPO4YETbCA Ha Pi3HY BENNYMHY. KOoca MPOEKLis BUKOPUCTOBYE Ma-
panenbHi NpoOMeHi 3 AOBINbHUM MacLUTabyBaHHSAM PO3MIpIB Ta cro-
TBOPEHHAM MPOMOpLi. Xo4a Koca NPOoeKLia He BENbMW NOMynapHa
y Bifleoirpax, BoHa 4acTO BMKOPUCTOBYETHCS B HUX A/11 CTBOPEHHS
YHiKanbHMx BidyanbHWX edekTiB. [epcnekTMBHa NpoeKLia onvpa-
ETbCS Ha KOHUeNLito MOKYCHOI ToUKK, AocnigkeHo! P. KoHueBnyem
(Koncewicz, 2009). KyT i NONOXeHHs KaMepy He MatoTb 0COBIMBOMO
3HaYeHHs!, OCKINbKM BCS CLiEHA BIAAANAETBCA B MMOMHY, LLIO CXOXE
Ha BiJobpaXKeHHs Ha (hoToKamepax.
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Ha cTunicTuyHy Tedito BiZeorpm TakoXX BMIMBAE TMIAHOBICTb
JIoKaLil, TeXHIKa ManroBaHHA Ta Konip. 3a BucHoBKamK K. ToTTeH
(Totten, 2014), xynoxHst NNAHOBICTL Y Bifeoirpax Bifo6paykae cro-
Ci6 opraHisauil BisyanbHNX eNeMEeHTIB Ha eKpaHi, CTBOPIOE iMH03ik0
NPOCTOPY, MMBUHM Ta NEPCAEKTUBN. AK Y KIAaCUYHOMY XXMBOMWCI Ta
KiHO, Y Bieoirpax BUAiNsATb NePeaHiln nnaH, cepeaHii nnaH Ta 3a-
[Hi NnaH. MNepedHin nnaH 3a3Bmyai MiCTUTb FOIOBHI 06'€KTY, 3 AKN-
MUV B3aeMOLIE NePCOHaXX: MPeAMETU YL IHLI nepcoHaxi. CepeaHin
nnaH 3abe3nedye 3B'I30K MixX NnepefHiM Ta 3agHiM nnaHamu, NpoTe
4aCTO CKNIAfiaeTbCs 3 €1IEMEHTIB, WO AOMOBHIOKTL atMochepy Ta
BiABOJIIKAIOTb yBary Bif rONOBHUX CKIAAHWUKIB. 3aHin nnaH BiAno-
BiJae 3a CTBOpPEHHS aTMOCHEPHOrO CepeaoBuMLLa, PO3LLIMPHOOYN
BipTyanbHmii npocTip (Totten, 2014). B irpax 3 nikcenbHOo, M1acKoro
Ta HM3bKOMOMIroHaNbHOK rpadikor 3a3BuYal BMPOBaIKYETHCA
Kinbka 4iTKO AndepeHLinoBaHNX NNaHiB, ane B irpax 3 6ifbLu peaic-
TUYHOO rpadikoro NepeBaXkae 6araTonNaHoBICTb, LLO A03BOSSE BU-
KOPWCTOBYBATW KiflbKa LLapIiB Y CLEeH AN BiA0OpaXKeHHs CKNagHux
306paXKeHb i iN030PHO-MPOCTOPOBMX 3B'A3KIB MiXK HUMMU.

HacTynHUM BU3HAYHWKOM, WO BMMBAE Ha CTUNICTUYHI BNa-
CTUBOCTI NEPCOHaXIB i SIokalin y Bigeoirpax, € TeXHIK1 MantoBaH-
HA. OCHOBHMMW TEXHIKaMW MastoBaHHS, LLO BUKOPUCTOBYHOTLCH
B OM3aiiHi Bifeoirop, € cityacte TOHYBaHHS, AUTEPUHT, PO3MUTTS,
3rnafkyBaHHsa, Metoq ocBiTneHHs HDR Ta uen-wenamHr. Cityac-
Te TOHYBaHHSA — Lie TEXHIKA, e XYAOXKHWK CTBOPIOE Bi3yasbHy Tek-
CTYpY, PO3TaLLOBYHOUN NapanenbHi abo nepexpecHi NiHii ans cTeo-
PEHHA PI3HWUX rpafaLin TiHi Ta ceiTna. Lig TexHika 3acTocoByeTbCH
y umdpoBiit rpadiui Ta B 2D-irpax. 3a AONOMOror ANTEPUHTY IMITY-
€TbCA 6iNbLU LMPOKMIA Aiana3oH KObOPIB, HiXK AOCTYNHWIA y nani-
TP, LWIAXOM YepryBaHHSA MIKCENiB Pi3HUX KOMbOPIB. Y MiKCENbHIN
rpadiui AUTEPUHI YaCTO BMKOPUCTOBYETLCA AN 3raKyBaHHS
nepexodiB MiX KofibOpaMu, CTBOPKOE iNFO3ik0 MOCTYMNOBOI 3MiHU
Konbopy abo TiHi (The captivating art, 2024). . Wenn (Schell,
2020) 3ayBaykye, LLIO 3r1adyKyBaHHA 3MeHLLYe nikcenisalito Ha Aai-
aroHanbHKX NiHIAX, WO 3'ABNSHOTbCS Yepe3 0OMEXEHHST AUCTIEB
y BifloB6paXkeHHi MiKceniB, a POSMUTTA 3MEHLLYE YiTKICTb KOHTYpPIB
Ta feTanein o6'ekTiB ANs CTBOPEHHSA edeKTy rMnbrHN abo HOoKycCy.
MeTog ocBiTeHHA HDR, NOBHOKO MIpOKO OMUCaHUI Y OOCHIAKEHHI
. Bectninra (Westling, 2019), no3Bonsie 4OCATTU ACKPABILLIOro
OCBIT/IEHHSA | 6INbLIOFO KOHTPACTY MiXX TEMHUMM Ta CBITAUMK 06-
NacTAMK, WO 0CO6MBO eDEKTUMBHO ANS CUMYNALT NPUPOAHOro
OCBIT/IEHHA Ta 3aCTOCOBYETLCA A1 OTPUMAHHA pPeaniCTUYHO yno-
JiGHEHMX MepcoHaXiB i nokauiin. BogHoyac cen-wenguHr, focni-
mkennin P Nyke (Luque, 2012), Hapae 3D-rpadiui BUrnsa aHimadi
ab0 KOMIKiB, CTBOPEHMX 3a JONOMOrO aBTOPCHKOI «pyYHOI» rpa-
iK1 3a paxyHOK MiHIMIZauil rpafauii TiHi Ta BUKOPUCTAHHA KOH-
TYPHUX JTIHIN.
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HaykoBa
HOBM3Ha Ta
npaKTUYHa
3HAYMMICTb
LOCHi1)KeHHS

BucHoBKMU .ﬂ

HacTynHMM BU3HAYHMKOM, LLO TaKOX 3aNeXnTb Bi NOTY>KHOC-
TeW | TEXHIYHMX XapaKTeEPUCTUK NPUCTPOIB 4N Tpu, € Konip. Konip
6e3nocepeaHbO BMIMBAE Ha eMOLiMHE CIPUIMHATTS rpaBuUs Ta aT-
Mocdepy Biaeorpu. Konip BUKOPUCTOBYETHCS AN BIATBOPEHHS Ha-
CTPOHO, BU3HAYEHHS Yacy 406K, YMOB OCBIT/IEHHS Ta BifOOpaXkeHHs
XapakTepy cepeloBuLLa i nepcoHaxiB. Pi3Hi CTURNICTUYHI Tedil BU-
KOPWCTOBYHOTb KOMIp 51K 3aci6 ANA akUeHTYBaHHSA yBaru Ha Xymox-
HiX 0bpasax Ta AOCArHEHHI HEOHXIAHOrO MCUXOMOrIYHOIO eheKTy.
Hanpuknag, y »axax, noctanokaninTuyHuX irpax Ta irpax 3 BigTBO-
PEHHSIM FOTUYHOT CTUICTUKM AOMiHYHOTb TEMHI, XON0AHI TOHM (CUHI,
YOpHiI, Cipi, 6arpsiHo-4epBOHI), a y haHTaCTUYHNX Ta heHTEeINHNX
irpax — Ginbll HacK4eHi abo KoHTpacTHI konbopw (Vizentsolutions,
2025). Pi3Hi cTUnicTUYHI Tedil Biieoirop MatoTb CBOI XapakTepHi KO-
NbOPOBI NaniTpw, AKi 4acTo MOXYTb BYyTW 0BYMOBNEHNMM O3HAKa-
MW NEeBHOI enoxm abo ecTETUYHUM 6a4eHHSIM PO3POBHMKIB.

BCTaHOBMEHO, WO BU3HAYANIbHUMMN DaKTOPaMK Cy4acHUX rpa-
DIYHMX CTUNICTUYHNUX TEYIN y Bieoirpax € HasBHI TEXHIYHI Xapak-
TEPUCTUKM MPUCTPOIB, SAKI, IHTEMPYOYMCH i3 HAPaTMBHOK KOHLien-
Liet0, BMIMBAKOTb Ha CUCTEMY XY[AOXKHbO-OBPAa3HMX 3acobiB, A0
cknafly Kol BXOAATb: CTYMiHb y3aranbHeHHS 300PaXKeHHS], KOo-
PUCTUYHI YIpyMyBaHHA, TEKCTYPW, BidyalbHi Ta aHiMaUinHI eekTu.
CaMe TexHIYHi XxapaKTepuCTMKM O03BOAAIOTL 3abe3nedyBaTh 3Ha-
YHe CTUNICTUYHE YPIBHOMaHITHEHHS | piBeHb AeTanisalil nepCcoHa-
XKIB Ta Nnokauii, BNIMBaKTb Ha SAKICTb Bi3yaslbHOMO BIATBOPEHHA
TEXHIKM MasltoBaHHS Ta Ha KiNbKICTb | AKiCHe BiATBOPEHHSA BiATIHKIB
Ta MaKcuMasbHe 36aradyeHHs KONopucTUYHO! nanitpu. BusieneHo,
LLO BMOIP CTUNICTUKM 4151 MaOYTHIX BIAEOIrOp 3HA4YHOR MipOHO 3a-
NEXUTb By TEXHIYHUX XapaKTePUCTUK: iIrPOBOrO PYLLIF, HanalTy-
BaHb rpadiky Ta NPOCTOPOBOI CTPYKTYpPU IFPOBOro CepefoBuLa.
3 MeTor AndepPEHLiItOBaHHA TEXHIYHUX XapaKTeEPUCTUK NPUCTPOIB
POSMAAHYTO PI3HI TUMAM IrPOBMX PYLLIIB, NapamMeTpu rpadidHux Ha-
naLuTyBaHb, MPOCTOPOBY OpraHi3aLito Ta BUAM MPOEKLIN, WO BUKO-
PUCTOBYHOTBHCHA B Cy4aCHWX Bifleoirpax.

Tak, Anst peanisauii Bifgeoirop is nikcenbHoro rpadikoro goctaT-
HbO rpadidyHoro pylia Gamemaker. YnpoBag»KeHHA HWU3bKOMONI-
roHanbHOI rpadiky Ta OTPUMaHHS iNHO30PHO-TPUBMMIPHNUX 300pa-
XKEHb YMOXIMBKOKOTLCA 3aBAAKM pyLito Unity 3 MiHIManbHUMM
HanawTyBaHHAMK rpadikn. BrucokononiroHansHa rpadika Ta pea-
NICTUYHI | rinep-peanicTUYHI 306pakeHHA NOTPebytoTb HAABHOCTI
CUNbHIWKMX irpoBuMx pywiiB — Unreal Engine 5, CryEngine Ta Unity.

PO3BWTOK CTMAICTUYHMX Teuiln y Bigeoirpax BiaGyBaeTbes Nig
BM/IMBOM ICTOPUHHMX YMOB | OXOMJIKOE He fnLLE BidyasibHi, ane M KOoH-
LenTyanbHi, TEXHIYHI, EMOLLIMHI Ta KyJIbTYPHI aCNeKTW, MOB'A3aHi MixX
co6oto. CyyacHi CTUAICTUYHI Tedil Biieoirop € pesynbTaToM eBOSHOLLT
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ICTOPUYHMX XYOOXHIX PyXiB, rpadiky Ta TEXHOMOrIN. PO3BUTOK CTU-
NICTUYHMX TeYild y Bieoirpax AeMOHCTPYE NOCTYNOBY €BOMHOLIKO Bif
MPOCTMX, TEXHIYHO OBMEXKEHMX BidyalbHMX pillleHb 4O BiATBOPEHHS
CKaOHNX MUCTELbKMX KOHUENLIM Ta rineppeaniaMy y dhaHTasinHmx
NpoeKTax. Ha mo4aTKoBMX eTanax PO3BUTKY KOMITIOTEPHUX Tex-
HOMOTi An3aiH Bigeoirop 6yB 06MEXEHWA HU3bKOKD PO3[iNbHOD
3[1aTHICTIO eKpaHIiB Ta NaM’'ATTHO MPOLIECOPIB, OfHAaK, i3 PO3BUTKOM
anapaTHOro 3abesnevyeHHs Ta NOSIBOK HOBMX rPadivHMX TEXHOMOTIN
Bifeoirpy OTpUMann MOXMBICTb BIATBOPHOBATU 3HAYHO CKIaHILLI
iael, a BiATaK i 6inbll AeTanisoBaHy rpadiky.

Hapasi rofloBHUMM BU3HAYHMKAMMK, LLO BMIMBAKOTL Ha CTBO-
PEHHS CTUMICTUYHOI Tedil ANs ManbyTHbOI Bideorpun, Hacamnepeq
€ HadABHI TeXHIYHI MapaMeTpu, Lo, B CBOKO Yepry, BMMBalOTb Ha
06pa3sHi BNAaCTUBOCTI MEPCOHaXKIB i nokaLil, i, SK peaynbTaT, Ha
HapaTMBHY KOHUEMUItO Ta cucTeMy XYyAOXHIX 06pasiB, IO OXO-
NKOKOTb TakKi CKNaAHWKM AK CTYMiHb y3arasbHeHHs 306paXkeHb,
KOJSIOPUCTUYHI aKLEHTW, TEKCTYPW, BidyasibHi Ta aHiMaUiHi ebekTu.
TexHi4Hi XxapaKTepUCTMKM, 30Kpema BMOIp irpOBOro pyLuis, rpadivHi
HanalwTyBaHHS Ta MOXMBOCTI 06po6bku 2D Ta 3D rpadiku icTOTHO
BM/IMBAOTb Ha CTWUAICTUKY Bigeoirop. [padidyHnii Moaynb irpoBO-
rO PyLUiA KOHTPOSOE AeTanisalito Ta peaniCTUYHICTb 306parkeHb,
a QIsNYHNIA MOLY/Tb MOAENOE ANHAMIKY PYXY A1 CTBOPEHHA pea-
TICTUYHMX DI3UYHMX CUMYAALIN.

TexHi4Hi napamMeTpu TakoxX 06YMOBAIOKOTL BMOIP MPOCTOPOBOI
CTPYKTYPW Bifeorpu, WO iCTOTHO BMJIMBAE Ha 1 BidyanbHy opraHi-
3aLito, BM3HaYaoumM ABOBUMIpHICTb (2D) abo TpuBMMIpHICTb (3D).
MoniroHanbHa AeTanisalis BNAMBAE Ha CAPUMHATTS rpadikn Ta
MPOAYKTUBHICTb CUCTEMMU, Ha AKIA Npautoe rpa. HWU3bKONoMiro-
HanbHi MOAENi XapaKTePU3YHOTbCS OOMEXEHOK KiNbKICTHO MNoni-
FOHIB, CepeAHbONOMiroHanbHi NOEAHYOTL AeTani3alirto 3 MeHL
BUMOMMBUM PEHAEPUHIOM, TOAI IK BMCOKOMONiroHanbHa rpadika
3abesneyye peanicTMYHy AeTanisallito, TEKCTYpW, TiHi Ta CBIT/OBI
edekTn. N5 peanicTUYHOro BiAo6paXKeHHs 06'€KTIB BUKOPUCTOBY-
FOTbCS PI3HI TUMK NPOEKLi: opTorpadivyHa, akCOHOMETPUYHA, KOca
Ta nepcrexkTBHa. CTUNICTUYHA TeYiF TaKOXX BU3HAYAETHCA XYL0OXK-
HBbOKO MIAHOBICTHO, TEXHIKOK MasltoBaHHA Ta KOMIbOPOBOD ramMoto.
OpraHisayia Bi3yasbHMX €/1eMEHTIB JIOKaLid 3 IX po3nogifioM Ha
nepenHin, cepefHin Ta 3afiHi NaaHy CTBOPHOE /1030 MPOCTOPY Ta
YMOXIIMBITFOE MaHINyntoBaHHA yBarow rpasLs.

HacTynH1MM 3a BNAMBOBICTHO BU3HAYHUKOM CTUIICTUYHMX XapaK-
TEPUCTUK Y BIEOIrpax € TeXHIKM MatoBaHHA Ta KoboporpadiyHe
BupiWeHHA. Cepen TEXHIK MantoBaHHA BUAINMMO: CiTHacTe TOHY-
BaHHS, OUTEPUHT, PO3MUTTS, 3rNa>KyBaHHs, METOA OCBIT/IEHHS Ta
Len-wenamHr. KoxkHa TexHika Mae CBO€E 3HaYeHHA AN BidyasbHOI
€CTETUKM TpU | CpUsAE CTUNICTUYHIN AndepeHuialil Ta yTBOPEHHIO
3HAYHOI KiIbKOCTI BapiaTUBHUX CTWTICTUYHMX TEYiN Yy KOMM'IoTep-
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HUX irpax. Konip eBaxMB1UM IHCTPYMEHTOM EMOLLIMHOrO BIJIMBY Ha
rpaBLst Ta CTBOPEHHS aTMocdepn y rpi. Bubip konbopy i 3aranbHol
KOMOPWCTUYHOI FaMu BU3HAYae HacTpii, Yac 06U, YMOBW OCBITNEH-
HA Ta XapakTep cepefoBuLa i NEPCOHaxIB. bBiblWiCTb CTUAICTUY-
HWX Tedill MatoTb CBOI XapaKTepHi KOMbOPOBI NaniTpy, AKi Bino6pa-
»KatoTb ECTETUYHI ynoao6aHHSA PO3POOHMKIB, TEXHOMOTiYHI TeHAEHLT
B iHOYCTpIl a60 NoB'sI3aHi 3 MEBHOO KY/bTYPHORD EMOXOHO.
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