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AnoTauisa

Meta pocnigxeHHa. CTatTd npuCBs-
4YeHa BWABMIEHHIO Ta cucTematmsauii  xy-
OOXHBO-CTUNICTUYHUX — 3acaf  NiKCenb-apTy
B AM3aliHi KOMM'FOTEPHMX IFOp AK CaMOCTIMHOIO
HanpsMKy Bidyanisauil an3anH-cuctem. Meto-
AN JochnifpKeHHs. B1KOPUCTaHO iICTOpUKO-NO-
PIBHANBHWUIA MeTOA AN PO3KPUTTA AMHAMIKK
3MiH Bi3yafibHOI MOBW MiJ BMIMBOM TEXHIYHUX
(haKTopiB; MUCTELTBO3HABYMI aHania —aAns Bu-
3HAYEHHS KJTFOYOBUX CTUNICTUYHUX MPUAOMIB
Bidyanisauil; Ky/JbTypOnoriYHMn nigxig — 44
iHTepnpeTaLii GeHOMEHY eCTETUKM OOMEXeHb
Y KOHTEKCTI UM(MPOBOT KyIbTYpK, 30Kpema Mik-
cenb-apty. HaykoBa HoBU3Ha. HaykoBa HOBW-
3Ha OfepXKaHWX pes3ynbTaTiB Mofsrae B CUC-
TemMaTmsalil  XyAOXHbO-CTUAICTUYHMX 3acaj
niKcenb-apTy AK LiSIICHOI eCTETUYHOI CUCTEMMU
B AM3aiHi KOMM'IOTEpHMX irop. Yneplue 3anpo-
MOHOBAHO MOHATTS «rpamaTiKa nikcenb-apTy»,
AKMM TMO3HAYeHO CYKYMHICTb YHIBepcasibHUX
BidyanbHWUX MpaBui, Lo 3abesnedytoTb YmTa-
6eNbHICTb, BMPa3HICTb i LiNICHICTb iIrpoBOro
06pa3sy HesanexHo Bif TexHIYHO! nnaThopMu.
Y3aranbHeHO KJIHOYOBI MPUHUMMN CTUNICTUKN
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Abstract

The purpose of the research. The article is
devoted to identifying and systematising the ar-
tistic and stylistic principles of pixel art in com-
puter game design as an independent direction
in the visualisation of design systems. Research
methods. A historical-comparative method was
used to reveal the dynamics of changes in vi-
sual language under the influence of technical
factors; art analysis was used to identify key
stylistic techniques of visualisation; a cultur-
al studies approach was used to interpret the
phenomenon of the aesthetics of limitations in
the context of digital culture, in particular pixel
art. Scientific novelty. The scientific novelty of
the results obtained lies in the systematisation
of the artistic and stylistic foundations of pixel
art as a holistic aesthetic system in computer
game design. For the first time, the concept of
‘pixel art grammar’ is proposed, which denotes
a set of universal visual rules that ensure the
readability, expressiveness, and integrity of the
game image regardless of the technical plat-
form. The key principles of pixel art stylistics are
summarised in relation to historical hardware
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nikcenb-apTy y 3B'A3KY 3 iCTOPUYHMMM anaparT-
HVMU OBMEXKEHHSMM Ta Cy4aCHUMM NpaKTMKa-
MW IHO-An3aiHy. [ikcenb-apT OCMUCNEHO AK
CBIZIOMY XYAOXHIO CTpaTerito B ecTeTuLi 06-

MEXeHb, L0 BWU3HA4Yae xapakTep KOMYyHikaLil

Mi>XX rpoto Ta rpaBueM. BucHoBku. [1poBefe-
He [OCNIIXKEHHS 3acBIA4YMNO, WO MiKcenb-apT,
C(OPMOBAHUI TEXHIYHMMWU YMOBaMM pPaHHIX
nnatdopm (NES, Game Boy, SNES), TpaHchop-
MYBaBCSi B CAMOLOCTATHIO XYAOXHIO CUCTEMY
cy4acHoro remmamsaHy. OCHOBHI  MPUHLUN-
Ny — obMexXeHi NaniTpy, Yitka Knactepuaallis,
CEeNEKTUBHUIM KOHTYP, AM3epuHr | TanioBa
CTPyKTypa — 3abe3ne4vytoTb MOedHaHHS eKo-
HOMIl 3aco6iB i3 BMCOKOK BMpasHicTHo. KoH-
LenT «rpamMaTuku Mikcenb-apTy» Jae 3MOory

OMUCyBaTW Len Hampsam AK MOBY Bi3yanbHO!

KOMVYHIKalil Ta MpodyKTUBHY TBOpPYY CTpate-
riro. CucTeMaTn3oBaHi MOMOXEHHA MOXYTb
CnyryBaTM MeTOLOSMOrYHOK 6a3or Ans Ha-
BYasbHWUX KypCiB i3 LM(OPOBOro MucTeLTBa Ta
iHOI-reMAn3aiHy, a TakoX OCHOBOH Mofasb-
WX gocnimkerb y chepi UX-an3aiHy i umd-
POBOI KYSIbTYPU.

KniouoBi cnoea:
nikcenb-apT, XYAOXHiA CTUb, KOMM'HOTEPHI
irpu, iIHAi-eCcTeTVKa, Nanitpa, aHiMallis, An3aiH.

BeTyn 1]

limitations and contemporary indie design prac-
tices. Pixel art is understood as a conscious ar-
tistic strategy in the aesthetics of limitations,
which determines the nature of communication
between the game and the player. Conclusions.
The study revealed that pixel art, shaped by the
technical limitations of early platforms (such as
the NES, Game Boy, and SNES), has evolved into
a self-sufficient artistic system within modern
game design. The basic principles — limited pal-
ettes, apparent clustering, selective contouring,
dithering, and tile structure — ensure a combina-
tion of economy of means and high expressive-
ness. The concept of ‘pixel art grammar’ allows
us to describe this direction as a language of vi-
sual communication and a productive creative
strategy. The systematic provisions can serve
as a methodological basis for training courses
in digital art and indie game design, as well as
a foundation for further research in the fields of
UX design and digital culture.

Keywords:
pixel art, artistic style, computer games, indie
aesthetics, palette, animation, design.

MNikcenb-apT nocigae ocobnvBe Micle Yy BisyabHid KyabTypi
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KOMM'FOTEpHYX irop. Moro nossa 6yna 6e3nocepefHbo 3yMoBJe-
Ha TEXHIYHUMMN OOMEXKEHHAMM PaHHIX KOHCOMEN Ta NepcoHanbHMX
KOMM'FOTEPIB, [1e anapaTHi PeCypcy He AaBasii 3MOry CTBOPHOBATU
cknagHy rpadiky. KoeH nikcenb CTaBaB CBOEPIAHMM «Ma3KOM»
LUMMPOBOIro XXMBOMUCY, HAINTEHUM BITACHOK CEMaHTUYHORK BaroHo.

3 4acoM TexHiYHi Gap’epn 3HWKAN, OAHaK Mikcenb-apT 36epir
aKTYyanbHICTb | NEPETBOPUBCA Ha CBIAOMY ECTETUYHY MPaKTUKY.
Y cyyacHuUX iHAi-irpax nikcenb-apT BUKOHYE HE NULLE OeKOPaTUBHY
DYHKLIHO, ane i CTae MapKepoM aBTEHTUYHOCTI M XY[JOXHbBO! LLW-
POCTI. Lle (heHOMeH MOXKHa po3rnsaaTn Sk MUCTELTBO, LLO BUPO-
CTae i3 caMux 06MeXeHb — eCTeTuMKY, e TeXHIYHI pamMKuK NepeTBo-
PHOFOTHCS Ha OXKEPESO TBOPYOI BUPA3HOCTI.

CyyacHi npuknaan — BiA MiHIManiCTU4HMX nnathopmMepiB a0
cknagHux RPG, cTBOpeHNX Ha 06MexeHMX ABMxKKax Tuny PICO-8 —
OEMOHCTPYHOTL XXUTTE3[ATHICTb LbOro niaxoay. MNikcenb-apT 34aT-
HWIN NOEeAHYBATW BMCOKY YnMTabenbHICTb 06pasy, yHikanbHy emo-
LinHy aTMocdepy Ta eeKTUBHICTb y BUPOBHMYMX NMpoLiecax. Came
TOMY AOCHIAXEHHS XYAOXHbO-CTUMICTUYHUX 3acaf MiKCenb-apTy



ISSN 2617-7951 (Print)
ISSN 2617-880X (Online)

Jemiypr: igei, TexHonorii, nepcnekTuem gusanHy 2025 Tom 8 N2 2
Demiurge: ideas, technologies, perspectives of design 2025 Vol.8 No 2

Meta
LBOCHif1)KeHHS

Metopgonoris
Ta aHani3
JoKepenbHoI
0a3u

HabyBae 0CO6/MBOI aKTyanbHOCTI He fuLLIE A8 MUCTELTBO3HAB-
CTBa, ane 1N Ang NpakTUKK renMan3santy, e KpUTUYHO BaxKIMBUM
CTae 6anaHc MiXK XyAOXKHbOK BMPA3HICTHO Ta (yHKLIOHaNbHICTHO
irpOBOro AOCBIAY.

MeTa focnigxKeHHA Nonsarae y BUBYEHHI XYAOXHbO-CTUMICTUY-
HWX 3acaf nikcenb-apTy AK OKPEMOro HanpAMKy Bidyanisauil au-
3alH-CMCTEM KOMM'HOTEPHMX irOp, @ TaKoX BM3HA4YeHHi Moro poni
y GOPMYyBaHHI Cy4acHO! eCTETUKM IHTEPAKTUBHUX Mejia.

Y LIbOMY KOHTEKCTI BaXJ/IMBO MPOCTEXUTW ICTOPUYHI 1 TEXHIYHI
nepeayMoBM BUHUKHEHHS MiKCeNb-apTy, LLO NMOB'A3aHi 3 PO3BUTKOM
irpoBmx Nnatdopm i rpadivHnx TexHonorin. Okpemy yeary npuaine-
HO PO3KPUTTHO KySIbTYPONOriYHMX OCOBAMBOCTEN MNiKCENb-apTy K
€CTETMKN 0OMEXEHD, L0 B Cy4acHOMY reiiMam3aiHi nepeTBopto-
€TbCA Ha CBIAOMY XYAOXHKO CTPATETHO.

Bax MMM 3aBOaHHAM € TakoX aHania BMKOPUCTAHHS LIbOro
CTWIHO B CyYacHMX irpax ak npuknaay TpaHchopMmallii peTpo-ecTe-
TUKW B HOBMX TEXHOJIOTYHMX YMOBaxX Ta BM3HAYEHHS NEePCneKTuB
3aCTOCYBaHHA MiKCeNb-apTy Y BidyanbHMX KOMYHIKaLisX, L1dPOoBIn
KYNbTYpi Ta KpeaTUBHUX IHOYCTPIAX.

Y cTaTTi 3aCTOCOBAHO iICTOPUKO-MIOPIBHANBHNIN, MUCTELTBO3-
HaBYMI Ta KyNbTYPOSOTiYHNA METOAN AOCNIAXKEHHA. ICTOPUKO-MO-
PIBHANBHUIA METO[ [I03BOJIMB MPOCTEXUTU ANHAMIKY MiKCenb-apTy
Bil paHHix 8- i 16-6iTHMX KOHCONEN A0 CyvacHUX LMMPOBUX cepea-
OBWLL, LLIO PO3KPUIO AMHAMIKY 3MiH Bi3dyanbHOI MOBM Mif BMIMBOM
TEXHIYHMX PaKTopIB. |3 3aCTOCYBaHHSAM MUCTELITBO3HABYOIO aHa-
N3y BUAINEHO M CUCTEMATU30BAHO KJTHOYOBI XYAOXHBO-CTUMICTNY-
Hi MpuioMK nikcenb-apTy. KynbTyponoriYyHuin nigxig, CBOEKO Yep-
roto, 3a6e3neunB iHTepnpeTaLito heHOMeHyY eCTeTUKM OBMEXKEHb
Yy LWMPLUOMY KOHTEKCTI UMPPOBOI KyNbTypH, e NiKCenb-apT NocTae
He NnnLLe TEXHIYHUM CNaZlkoM, a 1 CBIAOMOIO TBOPYOKD CTpaTErieto.

[>xepenbHa 6a3a cTaTTi CTPYKTypOBaHa B TPU OCHOBHI rpynu:
TEOPETWUYHI AOCNIAYKEHHS, MPAKTUYHI MOCIBHNKM i IHCTPYMEHTasbHI
PECypCH, a TaKoX TeXHIYHi cneymndikalii Ta eMnipuyHi npuknagu.
Taxkui nodin AO3BOMNAE NOEAHATH aKaeMidYHWUIA aHanis i3 NpakTny-
HOO 6a30H0 11 TEXHIYHUMM NepLuomkepenamu, Lo GopMyHoTb Liic-
He ySIBNIEHHA NMPO CTWJTb.

3HaYHWI BHECOK Yy PO3PO6KY TEOPETUYHOro MiArpyHTa mnik-
cenb-apTy 3pobunu npaui €cnepa tOyna. Y ctatti High-Tech Low-
Tech Authenticity (Juul, 2014) 3po6neHo akUeHT Ha Posi PETPO-CTUH-
NICTUKKM B IHAI-Irpax Ak MapKepi aBTEHTUMYHOCTI Ta MpoTMBasi
KoMepLiHM Tpergam. Voro kinra Handmade Pixels (Juul, 2019)
PO3BMBAE L0 iAet0, MIAKPECOKYM 3HAYEHHST «PYYHOI €CTETUKMY
B UMMbPOBIA KynbTypi K NpakTUKK, WO Hadae irpaM 0cobIMBOro
cTaTycy y chepi mucteyTBa. IHOOPMATUBHOKO B LiIbOMY KOHTEKCTI
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€ 6akanaspcbka po6oTa 'yctasa CamyenbcoHa (Samuelson, 2020)
Pixel Art — The Medium of Limitation, ge nigkpecntoeTbes, Wo came
OBMEXEHHS, 3 AKVMMW MPALKOOTb XYAOXKHMKN, CTatoTb OCHOBORO
YHIK@NbHOCTI CTUIIIO Ta 3a6e3neyyroTb CreundidHy ecTeTuky npo-
CTOTU 1 HEAOMOBJIEHOCTI.

dinocodcbknii BUMIp NpobaemMaTukn npeacTaBieHo B A0CHI-
mkeHHi C. A. Taec Binnappeans (Paez Villarreal, 2022) “A Visual
Renegade: A phenomenological and aesthetical examination of
pixel art”, ne aBTOp aHanisye B3aeMOZIt0 rngaada 3 MNiKCelbHUM
06pa3oM y [06y rineppeaniamy, HarofoLWyroUM, WO «HEJOCKOHa-
NiCTb» NiKCeNs akTUBI3ye ysABY i CTBOPHOE OCOBAMBUIA TUM CAPWIA-
HATTS. OTXKe, TEOPETMYHI AXepena AaroTb NiACTaBW posrnsaaatu
nikcenb-apT He NnLLe AK TEXHIYHWI CTUMb, ane i gK KynbTypHO-ce-
MIOTUYHUI (DEHOMEH, WO (HOPMYE anbTepHATUBHY ECTETUKY LUd-
POBOro cepefoBULA.

BaXkMBOK KOMMOHEHTOK [IKepebHOl 6asu cTtanu MocioHu-
KW Ta NpaKTUYHI MaTepianu, OpiEHTOBaHI Ha AM3aNHEPIB | XyLOX-
HUKiB. KHura [adiena Cino6epa (Silber, 2016) Pixel Art for Game
Developers cuctemaTtnaye 3HaHHSA NPO POBOTY 3 KONbOPOBUMM Na-
neTamu, CBITNOTIHHIO, TEKCTYpaMm Ta TanNoBUMM KapTamu, Npono-
HYHOUM MiAXia, AKNA NOEAHYE XYAOXKHIO BUPA3HICTb i3 BUDOBHNYOD
edekTnBHICTrO. BuaaHHa Make Your Own Pixel Art I>xeHHidep Joy
Ta MeTTbto Xamdpiza (Dawe & Humphries, 2019) mMae 6inbLu npak-
TUYHWUIA XapaKTep, Hagatoum NOKPOKOBI IHCTPYKUIT ANA CTBOPEHHSA
NepCoHaXiB, OTOYEHHA 1 iHTepdelciB.

Cepen oHnaiH-pecypciB ocobimBe Miclle 3aliMaae Pixelblog
Catalogue xynoxHuka SLYNYRD (n.d.), skuid nponoHye po3ropHyTi
YPOKM 3 KacTepuaallil nikcenis, BUKOPUCTAHHS KOHTYpPIB Ta aHiMa-
LiHNX TexHiK. He MeHL BaxxnnBoro € cTaTTa Jepeka 0 (Yu, 2020)
Pixel Art Tutorial: Basics, WO MiAKPECTHOE 3HAYEHHA CUNYETY Ta
KOHTPaCTy A5 YNTabeNbHOCTI MiKCeNbHOro 06pasy.

[0 IHCTpyMEeHTanbHWUX [Kepen HanexuTb 6ibnioteka Kobo-
poBuMx nanet Lospec, WO MICTUTb COTHI FOTOBWUX HabopiB, cepes
AKMX KaHoHiYHa PICO-8, wo cTana ctaHgapToM Ans 6araTbox Au-
3aliHepiB (Palette list, n.d.; PICO-8 palette, n.d.). MpakTW4HY LiHHICTb
Mae Tako) pegakTop Aseprite, odiliiHa JOKYMEHTAL|A AKOro Ha-
[ae OOKNafHi IHCTPYKLUIT LWOAO CTBOPEHHA MOKaApOBOI aHiMaLlil
(Animation — Docs, n.d.). LiuMun pecypcamm niaTBEPOXKYETHCS, LLO
niKceb-apT BOAHOYAC € XYAOXHbOK NMPaKTUKOKO | TEXHIYHOK AMC-
LMNAIHOMO, WO BUMarae crneumdidHmnx 3HaHb Ta IHCTPYMEHTapito.

He MeHLL 3HaYYyLLIOO € CErMEHT [IXKeper, LLIO BiJo6paXkae TexHIu-
Hi 0OMEXeHHS KnacuyHmx NnaTdopm, sKi i chopmyBanm BisyasnbHy
MOBY nikcenb-apTy. Hanpuknag, Nintendo Game Boy niatpumysas
pPO34iNbHYy 34aTHICTb 160x144 Ta fvwe YOoTUpK BIATIHKKA Ciporo
(Technical data, n.d.), L0 3MycKI0 PO3POBHUKIB MPaLOBATH 3 MaK-
CUManbHO BUPasHUMK cuiyeTamu. Y KoHconi NES KonipHi aTpu-
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PesynbraTtn
BOCHI1)KEeHHS

6yTn 3agaBanucs 6nokamm 16x16 nikcenis ("PPU attribute tables’,
2024), wo 3yMoB/toBano ocobnvBy yBary [0 CTPYKTYpU CNpanTiB.
SNES i3 15-6iTHOtO nanitTpoto (32 768 Konbopis) [O3BONAB LUMPLLNI
CNEeKTP KOMbOopIB, NPOTe BOAHOYAC 06MexyBaB KiNbKiCTb Bigobpa-
YKyBaHMX ofiHOYacHO BiATIHKIB A0 256 ("Palettes’, 2022). Yci Ui Tex-
HIYHi paMKK1 € OCHOBOKO AJ1S1 BUPOGIEHHS CNeLmndidHMX XYOOXHIX
NpUMOMIB — Bif, MIHIMaNICTUYHNX CUNYETIB [0 PO3POOKM CKAaaHNX
NaTepHIB Yepes AM3EePUHT. XapaKTepPHO, WO CyYacHi «PeHTe3i-KOH-
cofli», 30KpemMa PICO-8, HABMUCHO BIATBOPHOKOTb YMOBU YKOPCTKMX
o6MeXXeHb, 3anuatoum amsaiiHepy nuie 16 konbopis ("Pico-
8 palette', 2024). Lle cnpusie He NuLLe HaBYaHHIO TPAANLINHUM Me-
TOfaM, ane i CTBOPEHHIO HOBMX TBOPIB Y MexXax PeTpo-eCTETUKMN.

MNpoBeaeHNiA aHania HayKoBO! i AykepenbHol 6a3n Aae niagcTasm
BUOIMUTU HU3KY XYOOXXHbO-CTUNICTUYHUX 3acaf MiKCenb-apTy, sKi
BM3HAYatOTb MO0 K OKPEMUI HaMpAM Yy AM3aiiHi KOMIM FOTEPHMX
irop. Knto4vosuMm nigxonom 4o aHanisy BidyasibHOI MOBW MiKcenb-ap-
TY € BUSAAB/IEHHSI CUCTEMM XYZIOXKHIX MPUAOMIB, LLIO COOPMYBaInCS
Yy BiANoBiAb Ha TEXHIYHI OOMEXKEHHS.

Hao4HOK 0CO6MBICTIO MiKCENb-apTy € BUKOPUCTaHHSA 06Me-
YKEHMX NaniTp, Wo 3abe3neyvye BUCOKY BMi3HaBaHICTb CTUALO | BOA-
HOYac 3MyLUYE XyOOXKHMKA yBaXKHO MpautoBaTh 3 KOHTpacTamu.
KnacuuHi npuknagm — 4oTvpw BigTiHKM Game Boy (Copetti, 2019),
54 pocTtynHi konbopn NES ("PPU attribute tables', 2024), 15-6iTHa
naneta SNES i3 32 768 KonbopiB, 3 AKMX 0fHOYACHO Bigobpa<a-
€TbCA He Ginblue 256 ("Palettes”, 2022). Y cy4acHUxX npakTnkax 06-
MeXKeHi ManeTu BiATBOPIOIOTLCH WTYy4YHO (prc.1), SK, Hanpuknag,
y «(eHTesi-koHconi» PICO-8 i3 16 konbopamu (PICO-8 palette, n.d.),
LLIO CNPUSAE OOCATHEHHIO CTUMICTUYHOI LiTICHOCTI HaBIiTb Y BUCOKO-
TEXHOMOTIYHUX CepefoBULLAX.

Puc. 1. 16-konbopoBa rnaneta PICO-8
("Pico-8 palette’, 2024).

Fig. 1. 16-colour PICO-8 palette
("Pico-8 palette”, 2024).

@yHAaMEHTANBbHUM NPUHUMMIOM € (hOPMYyBaHHS «KNacTepiB» —
rpyn nikceniB 0HaKOBOro KOMbOPY, SKi YTBOPHOKOTb YUCTI M Yu-
TabenbHi hopmu. 3a aocnipkeHHamu SLYNYRD (n.d.), npaBuibHe
rpynyBaHHSA MiKCeNniB CTBOPHOE CTIMKWMIA cunyeT i 3anobirae Bi3y-
anbHOMY «LLIYMy» 306paxeHHs. Liei npuHUmn HabyBae KPUTUYHOMO
3Ha4YeHHs1 Npu pobOTi 3i cnpaTaMmu — HEBENNKMMU rpadivyHNMM
06'eKTaMK, L0 BUKOPUCTOBYIOTLCS A9 306payKeHHA NepCoHaxiB
Ta eNleMeHTIB rpu. Y cnpaitTax po3mipomM 16x16 abo 24x24 nikcenis
KOXHa TOYKa BIMBAE Ha 3arasibHy KOMMO3WLIt0, TOMY KiacTepu-
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3allis CTae He NMPOCTO TEXHIYHMM MPUAOMOM, a 3aCO60M OCATHEH-
H$1 Bi3yasibHOI ACHOCTI.

LLle ofuH BaykMBUIA MPUIMOM — CENEKTUBHUIN KOHTYp (selective
outlining, a6o «sel-out») — OEMOHCTPYE eBOMOLIIO Bif MPOCTOro
4YOpHOro 06BOAY A0 CKIaAHIWO! cucTemu. Llelt npuitom nonsrae
Y BUKOPWUCTaHHI PI3HUX KOSIbOPIB KOHTYPY 3aneXHO Bif NTOKaibHO-
rO OCBIT/IEHHS 1 OTOYeHH:A 06'eKTa. 3aMiCTb YHIBepcanbHOro Yop-
HOro 06BOAY, XapaKTepHOro ANS paHHix 8-6iTHMX irop, XYA0XKHNKN
noYann 3aCTOCOBYBATU KOHTYPW, LLO BPaxOBYHOTb Konip doHy Ta
HanpsM cBiTNa. Takuii Nigxia A03BONSAE YHUKHYTW edeKTy «nnoc-
KOrO» 300paXKeHHs | 3abesnedye NPUPOAHY iHTerpaLito nepcoHa)ka
3 irpoBuM cepeaosuieM (Yu, 2020). CenekTUBHMN KOHTYP TaKoX
noKpalllye YnTabenbHiCTb 06'€KTIB M Yac pyxy, WO € KPUTUYHO
BaXIMBUM ON19 AMHAMIYHUX CLIEH.

[nzepuHr (dithering) siBNsie co60t0 TeXHiIKY CTBOPEHHS iMto3il Mpo-
MiXHMX BIATIHKIB Yepe3 0CobMMBe Po3TalLyBaHHS MIKCENIB PI3HMX KO-
NbopiB. M0ro 3acTocyBaHHA 103B0IAE NOAONATY OBMEKEHHS NasiTpu
i CTBOPHOBATU BPaXKEHHS 06'eMy 1 IMBUHW. KNnacuyHi naTtepHu BKIO-
YatoTb LLIAXOBWIA, iaroHanbHW | TEKCTYPHWUI ansepuHr (Slynyrd, n.d.).
EeKTMBHICTb LibOro npuitomy 6asyeTbcsi Ha 0COBIMBOCTI IFOACHKOrO
30py MOEAHYBaTK 6/IM3bKO PO3TALLIOBAHI KOHTPACTHI TOUYKM (HaBiTb
Y YOPHO-GINI NaniTpi) B iNtO3iK0 NMPOMIXKHMX BiATIHKIB, WO CTBOPHOE
BPayKeHHS rnGKHM 11 TekcTypw (Pixel Art & Dithering, n.d.). Mpn Hapa-
MIPHO OBMEXKEHIN ManiTpi pesynbTaT CrpUAMAETbCA SK XapakTepHa
«3EPHUCTICTb, LLO CTana Bi3UTIBKOKO KITAaCUYHMX irop (puc. 2).

-t

I &L

Puc. 2. Mpuknag posmusaHHs nikcenbHol rpaciku (Pixel Art & Dithering, n.d.).

Fig. 2. Example of bleeding in pixel graphics (Pixel Art & Dithering, n.d.).

Tannun — ue HeBenwuki rpadidHi 610KM GIKCOBAHOTO PO3MIpY
(3a3Buyait 8x8 abo 16x16 nikceni), AKi BUKOPUCTOBYHOTbCH $IK
MOLY/bHI eneMeHTn Ansa nobyaoBu irpoBmx Nokauii. Lig cuctema
cTana OCHOBOK ANs GiNbLIOCTI KnackuHmx irop 1980-x — novart-
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Ky 1990-x pokis, 3okpema Super Mario Bros. (1985), The Legend
of Zelda (1986), Mega Man (1987) Ha NES, a Takox Final Fantasy
VI (1994) Ta Chrono Trigger (1995) Ha SNES. TaiinoBa apxitekTypa
[103BOJISIN1Ia EKOHOMHO BMKOPUCTOBYBATU OOMEXEHY MaM'ATb KOH-
COnel i BOAHOYAC CTBOPIOBATU PO3rany>XeHi irpoBi CBITU. TEXHIYHI
acneKkTV TannoBmMx KapT AOKNaAHO onucaHi B AokymeHTauil MDN
(Tiles and tilemaps overview, 2025).

[na xynoxHWKIB po6oTa 3 TallnamMmn 03Havana CTBOPEHHS Bi3y-
anbHO PIBHOMAHITHMX NoKaLih Yepe3 KOMOiIHYBaHHS OOMEXEHOIO
Habopy MOBTOPHOBAHWX MOAyMiB. FK 3acBigdye Tabnuusa 1, pisHi
KOHCOJT Masin CBOI cneundivHi napaMeTpu TannoBol CUCTEMU, WO
6e3nocepeAHbO BMAMBAO Ha BidyanbHy CTUAICTUKY irop.

Tabnmys 1. OCHOBHI mapameTpu TainiB y KInacuyHuUX irpoBux cuctemax

KoHconb Po3wmip Taitna Oco6nuBoCTi Bifj06paXkeHHsA
NES . . aTpubyTHI 610KKM 1616 3aAar0Tb NaniTpy
88 nikcenis ('PPU attribute tables’, 2024)
Game Boy . ) BMUKOPUCTaHHSA 4 BIATIHKIB Ciporo
8x8 nikcenis Game Boy (Copetti, 2019)
SNES 8x8, 16x16 [0 256 KONbOPIiB OAHOYACHO
SNES ("Palettes", 2022)

Ocob6AMBICTHO aHiMaUil B NikceNb-apTi € eKOHOMISt KaapiB npw
36epexkeHHi B1pas3HocTi pyxy. OCHOBHI TexHiK1 BKO4YaOTb: Cy6-
NiKCeNnbHUI pyx Ans iMiTauil NnaBHOCTI, «CMipW» (smears) — pos-
TACHYTI NiKceNi oNnsg nepefaBaHHsA WBWAKOCTI I. LMKIYHI Nynn ana
NMOBTOPKOBAHMX Ail. MpakTUYHI pekoMeHAauil OO0 LUMX TEXHIK Ha-
BeleHi B JokyMeHTaLil Aseprite (Animation — Docs, n.d.) Ta maTepi-
anax SLYNYRD (2025).

Mpouec po3pobKM aHIMOBAHOMO NMEPCOHaXKa BMMarae 0cobm-
BOro nigxogdy. Ha puc. 3 npefcraBneHo cxemy nokagpoBol Po3-
POOKM MepcoHaxka 3 ypaxyBaHHAM pyxy Yy BOCbMW HampsiMkax.
BaxknuBo BiA3HAUNTK, WO 06pas, SKuUA BUMMAAAE NEPEKOHIMBO
B CTATUYHIM NO3i, MOXe BTPATUTK BUPASHICTb Y ANHaMILI Yepes Mno-
ABY BI3ya/IbHOIO «LUyMy». TOMY NPUHUMMN CTBOPEHHS CTATUYHOIO
06pasy Ta aHiMOBaHOro MepcoHa)ka CyTTEBO BifPI3HAOTbCA: aHi-
MaLli BUMarae CrnpoLleHHss GOPM i FOTOBHOCTI A0 CTUMICTUYHMNX
KOMMpOMICIB 3apafun YiTkocTi pyxy (puc. 4). [deTanbHi npuknaam
Takux TeXHiK npeacTasneHo B MaTepianax SLYNYRD (2025).

[ocnigpkeHHs 3acBigyye, WO TeXHIYHI OBMEXEHHST KNacUYHNX
nnatdopM chopmMyBanm 0Co6aMBY €CTETUYHY CUCTEMY, OCHOB-
Hi NpPUHUMNN FKOI — obMexXeHa naniTpa, KnacTepuaadis nikcenis,
CeNeKTUBHNIA KOHTYP, AN3EPUHT, TannoBa NobyaoBa cepefoBuLLa,
cneumdiyHi aHiMaLiHi TPUINOMU. Y Cy4aCHOMY KOHTEKCTI LA CUCTe-
Ma yHKLOHYE K CBigOMa TBOpYa cTpaTeria. O6MexkeHHst naniTpu
abo po3Mipy CnpanTiB 3MyLLYe An3aiHepa hOoKyCcyBaTUCS Ha eceH-
Ll 06pagy. Lia ecTeTrka NpoABNAETHCS OAHOYACHO Ha TEXHIYHOMY
PIBHI Yepe3 eKOHOMIKD PecypciB, Ha KOMHITUBHOMY — 4epes niaBu-
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LLeHY YMTabenbHICTb | Ha eMOLIMHOMY — Yepe3 aKTVBaLlito ysBK
rnsaada. MikcenbHa rpadika CTBOPHOE OCOBNMBMIA TUM KOMYHIKaLT
Mi>K FPOKO Ta rpaBLEM, 3anmLuaroym NpocCTip ANa iHTepnpeTadil. Lie
0CO6MMBO MOMITHO B Cy4acHMX iHAI-NpOEKTax, Ae nikcefbHa ecTe-
TVIKa BUKOPUCTOBYETLCS A1 CTBOPEHHA HOCTANbIINHOIO 3B'A3KY
3 KNACUYHUMU irpamim Ta Ana hOpMyBaHHS YHIKaIbHOI aTMoCchepy.

Puc. 3. Cxema rokagpoBor
DPO3PO6KM NEPCOHaxa
(Slynyrd, 2025).

Fig.3. Frame-by-frame character
development diagram
(Slynyrd, 2025).

Puc. 4. Moaenb 3 neBHUM
6anaHcoM popmu,
(yHKLiOHaIbHOCTI Ta
ekoHomil (Slynyrd, 2025).

& e T e 19

Fig.4. A model with a certain
balance of form, functionality,
and economy (Slynyrd, 2025).

&

CucremaTnsalia BUSABIEHMX 3aKOHOMIPHOCTEN [dae MigcTaBm
chopmyntoBaTh 6a30Bi MNpUHUMAM MiKCeNb-apTy: AMCKPETHICTb
AK [>Kepeno BUPA3HOCTI, eKOHOMIS 3aco6iB AK TBOPYMA MeTof,
MOAYNBHICTb 1K OpraHi3auiiHuiA NpyHUMN, abecTpakLis ans akTu-
BaUil yABM Ta NpiOpUTET YMTabenbHOCTI Hag AeKopaTMBHICTHO. Lli
NPUHUMNN HOPMYIOTb OCHOBY AN PO3YMIHHA MiKcenb-apTy fK
CaMOCTINHOI XyIOXXHbOI MOBW i3 BIACHOK MPaMaTUKOKD Ta CeMaH-
TVKOK. Ha UbOMy eTani BBaXKaeMO AOPEYHUM BBEAEHHA MOHATTA
«rpamMaTtuka nikcenb-apTy». [pamatvka nikcesab-apTy — Le cuctema
YHIBEPCabHWX Bi3yabHMX NpaBu | IPUAOMIB, LLIO 3a6e3MeYyroThb
4yuTabenbHiCTb, BUPa3HICTb Ta eCTETUYHY LiMiCHICTb irpoBoro o6-
pasy HesaneXxHo Bif TeXHIYHOI nnaTthopmu. OCHOBORO LiEl rpama-
TUKK € MPUHLUMM MiHIMaNbHOI OCTATHOCTI Ta iepapxia KOHTPACTIB,
[le KOXEH piBeHb AeTanisalii BUKOHye CBORO MyHKLUitO. Lis cnuctema
NpaBun hopMye METOAOMNOriYHY 6a3y A1A CTBOPEHHS BidyasbHO
LinicHMX Ta GyHKLUIOHaNbHNUX iIfpOBKX 06pasiB.
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HaykoBa
HOBU3Ha Ta
npakTUYyHa

3HAYMMICTb
LBOCHi1)KeHHS

BucHoBkM ‘ﬂ

HaykoBa HOBWM3Ha ofep>kaHux pesynbTaTiB Mofiarae B CUCTe-
MaTn3aLil XyAOXKHbO-CTUNICTUYHNX 3acag NiKCenb-apTy fK LifiCHO!
eCTETUYHOI CUCTEMM B AM3aHI KOMM'HOTEPHMX IrOp, @ He f1Le aK
HOCTasbrMHOrO YK CyTO TEXHIYHO 3YMOBMIEHOrO ABMLA. Y CTaTTI
y3arasibHeHO KHOYOBI MPUHLMMYK CTUMKO (OBMexeHa nanitpa, Knac-
Tepursalis Nikcenis, CeNeKTUBHUIA KOHTYP, AN3EPUHT, TainnoBa Noby-
[10Ba, crnelndiyHi Npuitomu aHiMaLlil) y IXHbOMY B3aEMO3B'sI3KY 3 ic-
TOPWUYHUMW anapaTHUMK OBMEXEHHSAMM Ta CyHaCHUMM MPaKTUKaMK
iHOI-an3anHy. [na nosHauYeHHA CUCTEMM YHIBEPCANbHUX Bi3yasbHNUX
npaBu i NPUMOMIB, LLIO 3a6e3MNedyoTb YMTabebHICTb, BUPasHICTb
N eCTETUYHY LINICHICTb iIrpOBOro 06pa3y He3anexkHo Bif TEXHIYHO!
nnathopmu, yBeAEHO MNOHATTA «rpamMaTnKa Nikcenb-apTy».

MNpoBeneHe OOCNIMKEHHSA [ae 3MOry OnucyBaTu MiKCenb-apT
He NuLe Ha pPiBHI OKpeMKx rpadivyHMX TEXHIK, a i K CTPYKTypoBa-
HY MOBY Bi3yanbHOI KOMYHiKaUil. [ikcenb-apT y KOHLENLiT eCTETUKN
o6MexxeHb MYHKLIOHYE SK CBiJOMa XyAOXHS cTpaTeris cy4acHoro
irpoBoro cepefosuila. [JoBeaeHo, WO BUKOPUCTaHHA anapaTHMX
i CTUAICTUYHMX OBMEXKEHb BMIMBAE Ha XapaKTep KOMYHIKaTUBHOI
B3aeMOofil Mi>K rpoto Ta rpaBueM, GopMyoun crneundidHy emowin-
Hy aTMocdepy Ta moaeni cnpuiiHATTA. Lle BiakprBae nepcnekTuem
NS NOAaNbLUMX AOCNIAKEHDb Y chepi UMMPOBOI BidyanbHOI KyIbTy-
pn, UX-On3anHy ta MUCTELITBO3HaABCTBA.

MNpoBeaeHe OOCNIAXKEHHSA [ano 3MOry BM3HAYUTM M cuCTeMa-
TU3YBaTW XYLOXXHbO-CTUNICTUYHI 3acagm MikCenb-apTy B AM3anHI
KoMM'toTepHOI rpu. CTBEPAXKYETLCS, O Lel Hanpam chopmyBas-
CA Mif BNIIMBOM >XOPCTKMX TEXHIYHMX OOMEXEHb PaHHIX irpoBMX
nnatdopm, 3okpema NES, Game Boy Ta SNES, ogHak y cydacHomy
KOHTEKCTI BiH TpaHC(MOPMYBABCS Y CBIAOMY XYAOXHKO CTPATErito.

BusaBneHi B 4OCAiAXKEHHI OCHOBHI MpMHLMAK NikceNb-apTy dhop-
MYFOTb LiICHY eCTETUYHY CUCTEMY, 30KPEMA BUKOPUCTaHHSA 06Me-
YKEHMX ManiTp 3abe3nedye CTUAICTUYHY €AHICTb, KnacTepmsallis
MiKCeNiB — YiTKICTb CWYETIB, CENEKTUBHUIN KOHTYP — MPUPOLHY
iHTerpaLito 06'eKTiB y cepeioBMLLE, TEXHIKA AN3EPUHTY — CTBOPEH-
Hs1 iN103i1 40AaTKOBUX BIATIHKIB, TalnoBa nobynosa — onT1MMi3allito
irpoBoro npocTopy. Cneundika aHiMallil'y nikcenb-apTi AEMOHCTPYE
HanaHc Mi>k eKOHOMIiEO 3aCOBIB Ta BMPA3HICTHO pyxXy.

YBEeLEHHSI MOHATTS «rpaMaTvka Mikceb-apTy» Aae 3MOry po3ris-
JaTu Len HanpsaMm K CUCTEMY YHIBEPCANbHUX BidyalibHUX NpaBusl, LLO
3a6e3nedyroTb eMEKTUBHICTb KOMYHIKaLl HE3aNeXXHO Bif TEXHIYHOI
nnaThopmu. EcTeTrka oOMexeHb, MpoaHanisoBaHa B KylbTyponoriy-
HOMY KOHTEKCTI, BUABNSAETLCH MPOAYKTMBHOK TBOPYOK CTpaTErieto,
LLIO aKTVBYE yABY rsAadva Yepes HeAOMOBNEHICTb Ta abCTPaKLito.

lNpaKTYHa 3HaYyLLICTb CTaTTi NONArae B TOMY, LLIO CUCTEMATNIO-
BaHi MPUHLMAM MOXYTb 6yTN BUKOPUCTaHI SK MeToAoNorivyHa 6asa
[151 HaBYaNbHNUX KYPCIB i3 LnMPOBOro MUCTELTBA Ta reMamn3ariny,
K OPIEHTUP A5 PO3POOHMKIB IHA-IFOp NpY POBOTI 3 OBMEXKEHNMM
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pecypcamu, a TakoX AK OCHOBa /1A NMoAanbLUMX JOCTIIXKEHD Y ra-
ny3i UX-ausaiiHy, ae NpiopuTeTHMMM 3aNMLLIaTbCS YNTABENBHICTD
i DYHKLiOHaNbHICTb BidyanbHOro obpasy. OTxe, Nikcenb-apT yTBep-
[DKYETBHCH AK aKTyallbHe XYAOXKHE ABULLE, WO MOEAHYE TpaamLUito
TEXHIYHUX OBMEXEHD i3 CyYaCHUMM AN3aNMHEPCbKUMMN NPaKTUKaMM
Ta Mae 3HaYHWIN NoTeHuian 49 PO3BUTKY i B MPOMECINHOMY rerm-
AN3aiHI, | B LUMPLLIOMY KOHTEKCTI LMDPOBOI KyNbTypU.
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