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AHoTanisi. CTarTs NpucBsYE€HA KOMILUIEKCHOMY aHaJi3y
IrPOBOTO IM3alHY SIK MIKJIUCIUIUIIHAPHOL CEpH, 110 IHTErPyE
XYJIO’HI1, TEXHIYHI Ta KOMYHIKaLIHI MAXOAA Yy TpodeciitHIi
IisbHOCTI rpadiuyHux au3aitHepiB. IIpocTexeHO 1CTOpUYHI
eTany CTAaHOBJICHHS FeMMIN3aiiHy: Bl MEPIIUX apKaJHUX 1r0p 1
TEKCTOBHUX KBECTIB A0 OararopiBHEeBUX open-world mpoeKTiB,
VR/AR-nnargopm, MOOUIBHHUX 3aCTOCYHKIB 1 MacIITaOHUX
MYJBTUIUICEPHUX CEpeAoBUIl. BuokpemieHo posb indie-
CEKTOpYy, SKHUW BIAKPHUBAE HOBI TBOPYl MOKJIMBOCTI 3aBISKU
eKCIIEpUMEHTAIbHUM (opMaM Bi3yaizailii Ta 1HHOBAI[IMHUM
MexaHikaM. PO3rJISSHYyTO CTPYKTYpHI KOMIIOHEHTH 1rpOBOTO
TU3aliHy: MEXaHIKU, CFOKETHI CIIeHapii, IN3aiiH piBHIB, CHCTEMA
NepCcoHaxI1B, IHTEPHENCH, CTUTICTUKA Ta XYI0XKH1 PILICHHS, 1110
3a0€3Meuyr0Th IUIICHICTh Mpouecy ¥ (POpMyIOTh YHIKaJIbHUN
KopucTyBalbkuii gocBia. Ilokasano 3HadeHHs rpadigyHOTO
IU3ailHy [K YWHHUKA, 110 BHU3HA4Ya€ BI3yallbHy MOBY TpH,
€MOII1IIHY BUPA3HICTh CEPEIOBUIINA Ta KOMYHIKAIIIIO 3 TPAaBIIEM.
[IpoananizoBaHO METOAMYHI MIAXOAM 10 1HTErparli rpapiaHux
€JIEMEHTIB 'y CTPYKTYpy IFPOBUX CBITIB: 3aCTOCYBaHHS
«UX/UI»-npuHIuIIia, 1TEpaTUBHOTO MPOTOTHUITY BAaHHS,
10320111 TI-TECTYBaHHS, POLEAYPHOT reHeparii,
KkpocruiatdopmerHoi aganTaiii Ta « VR/AR»-1HCTpyMEHTIB 1Jis
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CTBOpPEHHSI €(EeKTy 3aHypeHHs. BHCBITIEHO NEpPCHEKTUBU
BUKOPUCTAHHS INTY4YHOTO IHTEJEKTY Ta HEUpOMEpexK Yy
CTBOpPEHH1 rpadiuHuX pecypciB, aBTOMaTu3alli PYyTUHHUX
3aBJlaHb 1 MEpcoHajI3allii iIrpoBoro AocBiay. HaromnomeHno Ha
PO3BUTKY PO eCiiiHUX KOMIIETEHIIIM: KPeaTUBHOCTI, TEXHIYHOT
IPaMOTHOCTI, CTPATEriYHOT0 MHUCJCHHS, KOMYHIKaIIHUX
HABUYOK, YMIHHS MPAIIOBATH B MDKIUCITUILIIHAPHUX KOMaH1ax
1 3IaTHOCTI aJanTyBaTHCSA A0 3MIH IIU(PPOBOTO cCepeaoBHIIA.
Marepianii CTarTi y3arajibHIOIOTh PE3YyJIbTATH BITUM3HSHUX 1
3apyOiKHUX JOCHIKEHB, MOAAI0Th MPUKIAAX YCIIIIHUX KEUCIB
(«Minecraft», «The Witcher 3», «Monument Valley», «Ori and
the Blind Forest», «Genshin Impact», «Fortnite»), a Takox
aHaJII3yIOTh OCBITHI MPAKTUKH MPOBIAHUX YHIBEPCUTETIB, IO
MOETHYIOTh aKaJeMiYHy MIATOTOBKY 3 MAPTHEPCTBOM IHAYCTPIi
KpEAaTUBHUX TEXHOJIOT1H. OTpUMaHi pe3yjabTaTh MOXYTh OyTH
BUKOPHUCTaHI y  BJOCKOHAJCHHI HABYAJIBHUX IPOrpam,
CTBOPEHHI1 KypciB 13 HU(PPOBUX Medla Ta SK METOIUYHE
OIAIPYHTS JUIsI TPAKTUKIB, KOTPl MParHyTh pealii30ByBaTH
KOHKYPEHTOCITPOMO>KH1 ITPOBI1 MPOEKTH.

KuouoBi ciioBa: irpoBuil nu3aiiH, rpadiuHuil 1u3aiiH,
UX/UI, iHTepaKTHBHICTb, METOJMKA HABYaHHS, KOMIICTEHIIII,
KpEAaTUBHICTh, TEHMILICH.

Beryn. CydacHa iHaycTpid nU(pOBUX Me[ia CTPIMKO
TpaHC(POPMYETHCS 11 BIVIMBOM IHTEPAKTUBHUX TEXHOJIOTIH, J1€
ITpOBUM  JM3aiH  TOCiMa€ TPOBIJHE Miclle sK ¢dopMma
KOMYHIKaIlli, MHCTEUTBAa Ta 3aci0 BIUIUBY Ha CBIJOMICTh
KopuctyBaua. ['padiuni  guzaiiHepu, 10  TPAAMIIIAHO
30CEPEIIKYIOThCS Ha CTBOPEHHI Bi3yalIbHOTO CEpEIOBUIIA s
apykoBaHux abo uudpoBux GopMariB, yce UacTile
JOJIYYarOThCA 0 MDKIUCHMIUIIHAPHUX KOMaHJ PO3POOHHKIB
irop. Ile 3ymMmoBmoe moTpedy Yy QopMyBaHHI HOBUX
KOMIIETCHIIIM, 10 BUXOJATh 3a MEXI1 3BHYAMHOTO TpadhiqHOrO
opOpMIJIEHHSI 1 OXOIUIIOIOTh PO3YMIHHSA IrPOBUX MEXaHIK,
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kopuctyBanpkoro gocimy (UX/UI), napaTtuBHOI 1OOYAOBH,
IHTEPaKTUBHOCTI Ta TEXHOJIOTIYHOI peai3aiii Bi3yalbHOTO
KOHTEeHTY. Ilompu aKTUBHUH PO3BUTOK TE€UMIU3ANHY B
aKaJIeMIYHOMY Ta MPAKTUUYHOMY CEPEIOBHUIIIL, pOJIb rpadigyHOro
au3aiiHepa B IbOMY MPOIEC] YaCcTO 3aJMIIAETHCS HEAOCTATHBO
okpecieHot. IluTtanHs 1HTerpaiii XyJ0KHBO-Bi3yaJbHHUX
3aC001B y CTPYKTYpy I'PH, METOAIB MPOECKTYBaHHS 1HTEp(EHUCIB
Ta (OopMyBaHHS BIAMNOBIAHUX (PaXOBUX YMiHb NOTPEOYIOTH
KOMILICKCHOTO aHaJli3y Ta CUCTEMaTHh3aIlii.

Merta nmaHoOi CTaTTi — OKPECIUTH CTPYKTYpPY ITPOBOIO
Iu3aiiHy B KOHTEKCTI mpodeciifHOl IsUTbHOCTI rpadidyHoro
au3aiiHepa, JOCHIIUTH METOJIMKY CTBOPEHHSA TpadidyHUX
KOMIIOHEHTIB Yy CKJaJl TEeWMIUICI0 Ta BU3HAYUTU KJIIOYOBI
KOMIIETEHIII1, HeoOX1aH1 sl €eKTUBHOI ydacTi B po3poOIli
IrpoBUX MPOEKTIB. TeopeTnuny 0azy JOCTIIHKEHHS CTAaHOBIISIThH
cydacHi mpaii B ramy3i reimmmzaiiny, «UX/Ul»-guzaiiny,
NEJaroriki  MHUCTEITBA, a TaKOX MPAKTUYHUNA  JOCBIJ
MPOEKTYBAHHS OCBITHIX 1 PO3BaXKaJIbHUX 1TOP.

AHaJi3 OCTaHHIX JOCJHiIKeHb 1 myOJaikamii.
IrpoBuii qu3aliH K MKAUCHMIUIIHAPHA Taly3b JOCHIIKYEThCS
NEPEBAKHO Y KOHTEKCTI KOMIT IOTEPHUX HAyK, ICHUXOJIOTII,
negaroriku Tta Kyietyposorii. Bigomi mpami K. Ceitnen Ta
E. IlummepMana 3akiaid TEOPETHYHI OCHOBH CY4YacCHOTO
reiiMau3arnHy, 30CEpeKYIOYUCh Ha MNPUHIUIAX CTBOPECHHS
IrPOBUX MEXaHIK 1 MOBEAIHKOBUX MOJI€JIE KopucTyBadiB [14,
cc. 112-119]. x. lenn ananizye irpoBHil MpoLecC SIK CUCTEMY
J1H3, Yyepe3 K1 Ju3aiHep 0a4uTh A0CBi rpaBis [15, cec. 75-86].
VY mpami T. @ymiepToH PO3KPUTO MEAATOTIYHI MIAXOAU IO
BUKJIAJaHHs Te€iMIM3aliHy, 110 MAlOTh 3HAYEHHS ISl OCBITHIX
nporpam [11, c. 28].

BiTun3HsSHUNA AOCBIA MOPEACTABICHUN AOCHIAKECHHSIMU
[. BoOpoBcbKOro, fAKW CHCTEMATHU3y€E OCHOBH MOOYIOBU
ITPOBUX CHUCTEM, OJHAK HEJOCTATHBO AKIIEHTYE yBary Ha poJi
rpadiudoro au3zaiiny [1, ¢. 93]. Crarti O. KoBanenka [3, c. 46]
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ta H. IleTpoBoi [6, c. 88] po3risgaroTh Bi3yaabHy KOMYHIKAIIIO
B IU(POBUX CEPEOBUIIIAX, aJI€ ACTIEKTH CUHTE3Yy rpadiyHoro i
IrPOBOT0 JU3alHy 3aJIMIIAIOTHCS JUIIE JOTUYHUMH.

[Tutanns UX/UI y B3aemosii 3 rpaBiieM BHUCBITJICHO Y
nyomnikaiisx C. Ilerpenka [5, c. 113] ta O. IBanenka i T. KoBaib
[2, c. 35]. IIi mpami miATBEPIXKYIOTh HEOOXIAHICTh Yy4acTi
rpadgiuyHOro au3aiiHEpa B TIPOIECI CTBOPEHHA 1HTEpdEcCy,
npoTe acnekT GopMyBaHHS MPODECIMHUX KOMIIETEHTHOCTEH Y
il cdepi J0C1 HETOCTATHHO PO3POOTECHHUM.

Pesyabraru. IrpoBuii auzaitn (anrin. Game design) —
e OaraTrorpaHHa OiSUTBHICTH, IO OXOIUTIOE TMPOEKTYBAHHS 1
CTBOPEHHS  €JIEMEHTIB IFPOBOr0  MPOIECY, MEPCOHAXKIB,
CIO’KETIB, 3aBJaHb Ta IHTEPAaKTUBHOIO cepenoBuia [8, c. 15].
Moro romoBHa MeTa — 3a0E3NCUEHHS ITOBHOLHHOTO
IHTEPAKTUBHOTO JOCBiAYy, SAKHH MOEIHYE E€CTETUKY, JIOTIKY WU
ncuxojorito B3aeMoaii [14, c. 27]. I'elimauzalinep BU3Hayae
paBuJia Ipy, CACTEMY BUHATOPOJI, MEXAHIKH MPOTPECY, & TAKOK
CTBOpIOE 1HTEpdeEiicu Ta Bi3yalbHl 00pa3u, 1o 0€3mocepeaHbo
BIUIMBAIOTh HA 3aHYPEHHSA IpaBlA |8, c. 18].

IcTopisi cTaHOBJEHHS TeUMIU3alHY SIK  OKpPEMOi
npodecii nounHaeTbes 3 1950-1970-x pp., Koau nepii irpu, K
«Tennis for Two» uu «Pongy, AeMOHCTPYBaJIM MiHIMATICTUYHY
rpadiky i npocti mexaniku [9, ¢. 100]. ¥V 11 yacu guzaiiH rpu
OyB y pyKax mporpamicTiB, ikl BOJHOYAC BUKOHYBaJIM (DYHKIIi1
CIICHAPUCTIB, AW3ailHEpIB PIBHIB Ta XyJ0XHUKIB [9, c. 101].
Jlxon Kapmak, JI>xon Pomepo uu Cig Meep cTanu 3HaKOBUMHU
nocTaTsiMi 11boro mnepioay [9, c. 102], a aeskl KOMMaHii, K
«Coleco», BIPOBAKYBAIM PO3MOJALUT OOOB’SI3KIB YK€ Ha
noyarky iHayctpii [9, ¢. 103]. 31 3pocTaHHsAM CKIIaIHOCTI irop 1
NEPEXO0JIOM B1Jl TEKCTOBUX J10 rpadiuHuX 1HTEep(dEiiciB BUHUKIIA
noTpeda y By3bKiii crieriaiizanii, o Npru3Besto 10 GopMyBaHHS
OKpEMHX poJed relmausaiiHepa, rpadiyHOro Aau3anHepa,
cienapucta ta UX/UI daxisus [5, c. 75].
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Y 1980-1990-x pp.po3BuTok 8-0iTHUX 1 16-0ITHUX
miatdopM («Nintendo Entertainment System», «Sega Genesis»)
CIpHUSB YCKJIQJHEHHIO MEXaHIK 1 CrOKeTHUX JiHid [9, c. 110].
[TosBa mrytepiB Big mepiioi ocobu, Takux sk «DOOM»y,
3amoyaTKyBajla  HOBI ~ CTaHJApTH B Ju3aiiHI  PIBHIB,
0araToKOpUCTyBallbKUX pekuUMax 1 cueHapisx [9, c. 115].
[Tonynspaicte «RPGy», sk «Final Fantasy» um «The Elder
Scrolls», 3pobuna crXeT 1 NepcoHaxXIB IEHTPaIbHUMHU
eJIeMEeHTaMu reimauzainy [9, c. 120].

3 mouatky 2000-x pp. IHAYCTpis BHIIA Ha PIBEHb
BEJIMKUX BIJKPUTUX CBITIB Ta 1HTEpaKTUBHUX IicTopiid. Cepist
«The Witcher» (ocoomuBo «The Witcher 3: Wild Hunt») crana
€TAJIOHOM KOMIUIEKCHOTO JU3ailHy CBITY, pO3Traly>KeHHUX
CIO’KETHMX JIIHIA 1 TPOAYMaHUX MEPCOHAXKIB, SIKI pearyroTh Ha
BuOOpu rpasis [5, ¢. 60]. «The Witcher 3» moegnaB rimnbokuii
HapaTUB 13 0araTromapoBUM TEUMILICEM 1 JI€Tali30BaHOIO
rpadikoro, 3a7ar0ur HOBY IUIaHKY 1Jis1 cydacHuX RPG. [Hmmm
npukiagoM € «Minecrafty — rTpa, ska aoBena 3HAYCHHSA
IHHOBAIIIHHOrO TMIJAXOAYy A0 AW3aiiHy: CHpPOIIEHA BOKCEJIbHA
rpadika KOMIICHCYEThCS MaKCHUMaJIbHOK CBOOOJOI0 il 1
IpoIeypHOIO TeHepamieo cBity [4, c. 60]. MoOuibHI
miatgopmu («Angry Birds», «Clash of Clansy), «VR/AR»
(«Pokémon GO», «Beat Saber») 1 HOBI TEXHOJIOT1i PO3LUIUPUIU
IHCTpyMEHTapii reiiMau3zaiiHy ¥ OpuBeIrd 10 TMOSBU HOBUX
MoJieJel B3aEMO/IIT 3 rpaBIeM [5, ¢. 65].

["anmy3eBa CTpyKTypa reiMIn3anHy OXOIUTIOE HAIIPSIMKHU:
JM3aiiH BCECBITY (OMUC 1 CTUJII3allisl CBITY TPH), TU3aH MEXaHIK
(npaBuiia, OOMOBI CUCTEMU, EKOHOMIKA), IU3ailH MEPCOHAXKIB 1
3aBJaHb (CTBOPEHHA TIE€pOiB 1 KBECTIB), JW3alH pIBHIB
(mpoekTyBaHHS JOKaliii), au3aitH iHTepdeiicy (HUD, meHro,
niJKa3Ku, TeCTyBaHHS 3pydHocTi) [5, c. 80]. IrepatuBHUI
T IX 1T CTaB KITIOYOBOIO METOI0JIOTIEI0 Cy4aCHOTO
reiiMau3aiiny. BiH IpYHTY€ThCSd Ha IUKIIYHOMY CTBOPEHHI
OPOTOTHUIMIB, TECTYBaHHI, aHami3zl (iagdeky W MNOoCTIHHOMY
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BJIOCKOHaJIEHH1 ITpoeKTy [14, c. 200]. B3aemonis kopuctyBaya 3
IPOI0 Ha KOXXHOMY eTami cTrae (OpMOI JOCHIIKCHHS, IO
BU3HAYa€ HACTYINHI au3aliHEpChKi pimieHHsA. Lled miaxig €
kputuuHo BaxymBuM a1 «UX/Uly, amke 3abe3meuye
(G YHKIIOHAJIBHICTD 1 IIIMOOKE eMoIliiiHe 3anypenHs [7, ¢. 50].

I'padiunnii auzaitHep y KOMaHAl TeHMJIEBENONEPiB
BI/IMIOBIJIA€ HE JIMINE 3a Bi3yaJdbHY MNpUBAOJUBICTh, a M 3a
IHTErpalio Bi3yaJIbHUX PIlI€Hb Y 3arajbHy JOTIKY TpH:
IHTYITUBHICTh 1HTEp(EiiCciB, JIOTIKY HaBIraiii, KOJOPUCTHUKY,
tunorpadiky, MapkyBaHHsI 00’€KTIB 1 IUTICHUM TOH [7, c. 55].
Axicue «UX/UD» — 116 TOTY>KHUM 1HCTPYMEHT 3aJIy4eHHS Ta
yrpuMmanHs rpaBus [7, c. 60]. CydacHuil reMMau3avHep Mae
BOJIOAITA IIMPOKUM CIHEKTPOM KOMIETEHINA: Bl TeHeparlli
17Iei, CIleHapHOi POOOTH, MPOTOTUIYBAHHSA 1 TECTYBAaHHS 10
OCHOB mporpamyBaHHa Ta 3D-moxaemtoBanHs [2, c¢. 80]. Hns
rpadiydoro auzaitHepa BaxiuBi 3HaHHsS UX/UIl npunHImmis,
KOMITO3HIIli,  KOJIOPUCTHUKH,  THUHorpadiku, a  TaKOXK
KpEaTUBHICTh, KOMYHIKA0€JIbHICTh 1 KOMaHIHA B3aeMo/iis |6,
c. 90].

Y HaBuaHHiI Ju3aliHEpIB BapTO  BIPOBAKYBATU
OPOEKTHI METOAU: POOOTY HaJa KOHIEHIIIMHU, PO3POOKY
BJIACHUX MEXaHIK, MOJICJIIOBaHHS MEPCOHAXIB 1 CEPEIOBHUIILI,
MakeTyBaHHsl 1HTepdeiciB. Taki MOpPOEKTH TECTYHOTbCS Ta
BJIOCKOHAJIIOIOTHCS  BIAMOBIAHO J10 digdeky, 110 ¢dopMye
aHAJTITUYHI, TEXHIYHI, XyJ0KHI Ta KOMYHIKaTUBHI HaBUYKH [7,
c. 100].

CyuacHa Teopisi ¥ mpakTuKa rediMaIn3aiiHy CIUpPa€EThCs
Ha BEJMKUU KOPIYC I'PYHTOBHHUX JOCHIIKEHb 1 METOIUYHUX
pEKOMEHaIl, pO3pO0JICHUX MNPOBIAHUMHU (HaxIBUAMHU Ta
npakTukamMu y 1id ramy3i. Cepel HHX OCOOJMBY yBary
npuBepTarTh podoTu beiirca [8, ¢. 20], @ymieprona [11, c. 65],
Caniena 1 [{ummepmana [14, c. 120], lemna [15, c. 200], ski
KOMILUIEKCHO ~ PO3MJISIIAIOTh  OCHOBOTMOJIONKHI — MPUHITUITN
noOyI0BM IFPOBUX MEXAHIK, pO3POOKH HAPATUBHUX CTPYKTYP Ta
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OpraHi3ailii B3aeMOZ1i MK I'PaBLEM 1 HU(POBUM CEPETOBUIIEM.
3okpema, beilTc y cBOili mpaili OMUCy€e KIIOYOBI €Tamnu
CTBOPEHHS 1M0p — BiJ 3apOJIPKEHHS 1]1€1 JO BTLJICHHS TOTOBOTO
OPOAYKTY, 30CEPEIKYIOUM YyBary Ha Ba)XJIMBOCTI OanaHcCy
MEXaHiK 1 3aJy4eHHs rpaBiid [8, c. 25]. OymnepToH JeTaabHO
po3po0IIsIe miaxin «playcentricy, HaroJOMIyIOUN Ha BayKJIMBOCTI
TECTYBaHHS IIPOBUX NPOTOTHUMIB 1 BpaxyBaHHSA (ia0eKy
KOPUCTYBauiB sIK HEB1Jl’ €MHOI CKJIaJIOBOI mpolecy au3ainy [11,
c. 68]. Canen i1 [{lummepMaH y cBOil pyHIaMEHTAIBHINA Mpall
«Rules of Play» ananizyioTh Tpy £K CHCTEMY MpaBUI 1
B3a€MO/I1H, 1110 BU3HAYAIOTh iIrpoBuit n1ocBif [14, c. 123]. enn
y «The Art of Game Design» npomnonye 6araTopiBHEBUH TiaXin
70 TIPOEKTYBAHHS, PO3TISAAIOUN T'PY K KOMILJIEKCHUN BUTBID,
[0 BUMAara€ OJHOYACHO XYJO0KHbOIrO Oadye€HHs, TEXHIYHOI
0013HaHOCTI Ta TIAMOOKOT0 PO3YMIHHS TMOBEMIHKH rpaBms [15,
c. 210].

He Menmr BaxnuBuMu € nociaipkeHdst Posuriarca 1
Anamca [13, c. 40], a takox Deitna i1 Ckarrepryna [10, c. 55],
Kl TOTJIMOJIEHO AaHaNI3yITh AW3ailH 1 CTPYKTYpy ITPOBHX
piBHIB. BOHM TOSCHIOIOTH, SK TMPaBWIHLHO BHUOYJOBYBaTU
IIPOCTOPOBI CEPEAOBHUIIIA, PO3TAIIOBYBAaTH 00’ €KTH, (hOPMYBaTU
CIIEHAp1i MPOXOJKEHHS T4 YHUKATU JTU3aHHEPCHKUX MOMUIIOK,
Kl MOXYTh 3HI)KYBAaTH IHTEpeC TpaBisi abo0 MOpyIIlyBaTu
BHYTpILIHIO JIOTiKY cBiTy rpu [13, c. 45; 10, c. 58]. Ix po6otu
CTajld METOJAMYHUMH MOCIOHMKaMu Jjsi O0araThOX MPaKTHKIB,
K1 MPAIIOIOTh HaJ PO3POOKOI0 CIOKETHUX 1 OaraTopiBHEBUX
npoekTiB [13, c. 46].

Oxkpemy yBary BapTo ONPUIIIUTHU npansaM HYikceHTMIraimi
[9, c. 10], axwuii y cBoili Teopii «flow» onmucaB cTaH «IIOTOKY» —
ONTUMAJIbHUN CTaH 3alydyeHHs, KOJM TIpaBellb IMOBHICTIO
3aHYpPIOETBCS Yy TMpPOLEC TIpU W BIAYYBAE MAKCHUMAaJIbHE
3aJ0BOJICHHSI BiJg B3aeMojli. Po3ymiHHS 11bOro (heHOMEHY
703BOJIIE  redMau3aiiHepaM BHOYJOBYBaTH BUKIUKHA U
BUHAropoJy TakKUM YWHOM, 100 MIATPUMYBATH MOTHBAIlIIO
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rpaBls Ha CTaOUILHO BHCOKOMY piBHI [9, c. 12]. Ilpans
Hopmana [12, ¢. 5] «The Design of Everyday Things» Takox €
HAJ3BUYAWHO IIHHOKO JJIsI TeMIU3aliHy, OCKIJIbKM BUCBITIIIOE
3aranbHi IPUHIMUIMN iHTYiTUBHOTO i 3py4HOro ausaitny. Ii inei
aKTUBHO BUKOPUCTOBYIOTHCS Tpu po3poodui «UX/UIy pimieHs y
BiJIcOirpax, /€ BaXKJIMBO 3a0€3MEUUTH 3PO3YMITy HaBiraliro,
JIOTTYHICTB 1HTEp(ECy Ta 3pydHICTh B3aemoii [12, c. 6].

OkpiM 3apyODKHUX aBTOpIB, BaroMWili BHECOK Y
PO3BUTOK TEOPETUYHUX 1 METOJUYHMX 3acaj TehMAu3aiHy
pOOJIATH YKpalHChKI AOCHIIHUKH. 30kpeMa, I. boOopoBchkuii |1,
c. 30] y cBoeMy HaBYAJIbHOMY MOCIOHUKY pPO3KpUBae 0a30Bi
OPUHLMIIM TPOEKTYBAHHS ITPOBOrO CEpPEIOBHINA, OIHUCYE
0COOJIMBOCTI Cy4YaCHUX IHCTPYMEHTIB Ta IMIIXO/IIB 10 CTBOPEHHS
irop. O. IBanenko Ta T. KoBamp [2, c. 40] anamizyroTh
cnenudiky «UX/Ul» y nuzaiiHi Biieoirop, HaroJomyodd Ha
pOJIi  KOPUCTYBAIIBKOTO JOCBIAY Yy (hOpMyBaHHI 3arajibHOIO
3ag0BojieHHsT TpaBus Big rpu. O. KoBamenko [3, c¢. 15]
JNOCIIKY€E THUTAHHA TpapIyHOro JHU3aliHy B IHTEPAKTUBHUX
MeJla, TIIKPECIIOYM  B3a€EMO3B 30K MDK  E€CTETHKOIO,
3pYYHICTIO CHPUUHSATTS W (YHKUIOHAIBHICTIO 1HTEp(deECy.
H. ITetrpoBa [6, c. 25] y cCBOEMY IOCIIIKEHHI PO3TJIsAIa€ BIIUB
BI3yaJIbHUX PIIIEHb HA MOTUBAI[1}0 KOPUCTYBAY1B, 1110 OCOOIUBO
BAXJIMBO B KOHTEKCTI 3aJy4€HHS W yTpUMaHHS TpPaBLIB Yy
cydyacHux free-to-play Mogmensx. IloegHaHHS TEOpETHUHUX
HaIpaloBaHb MDKHAPOJHUX 1 YKPATHCHKUX (PaxiBI[iB CTBOPIOE
NOTY>XKHY METOJIOJIOTIYHY 0a3y s MiATOTOBKKM MalOyTHIX
reiiMauzaiinepiB. Came opieHTalisl Ha TIMOOKE OIaHyBaHHS
Teopii, aHam3 ycnimHux keiciB («Minecraft, The Witcher 3»)
Ta MNPAKTUYHE 3aCTOCYBAHHS LIMX 3HAHb Y ME¥XKaX MPOEKTHOIO
HAaBYaHHS COPUAIOTh (QopMyBaHHIO  (axiBLs, 3JaTHOTO
CTBOPIOBATH CYy4YacHI, 1HTEPAKTUBHI W €CTETHUYHO JOCKOHAJI
IrpoB1 IpOAYKTH [2, c. 70; 4, c. 62].

BucnoBku. IlpoBeaeHuil aHami3 MIATBEPIKYE, IO
IrpOBUM  Au3ailH s rpaiuyHuX JAU3ailHEpIB  BUCTYIIA€
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CKJIAJIHUM MDKIUCLUIUIIHAPHUM HANPSIMOM, JI€ XyAOXKHS YsIBa,
TE€XHIYHA OO0I3HAHICTh 1 PO3YMIHHSI MOBEAIHKHM KOPHUCTyBaua
MaloTh OJHAKOBY Bary. YCIIIIIHE CTBOPEHHS Ipu Mependaydae
CUCTEMHE ONaHyBaHHA BCIX CKJIAQJIOBUX TelM-au3aiHy:
MexaHiK, piBHIB, HapaTuBy, «UX/Ul» Ta eauHOi Bi3yajabHOI
CTUJIICTUKHU, sKa 3a0e3reuye 3aHypeHHs. Ponb rpadignHoro
Iu3aiiHepa BUXOAUTH 32 MEXI CYTO JIEKOpPaTUBHOI (PYHKIII1: BIH
dbopmye  BI3yalbHy  1JICHTUYHICTh  IPOEKTY, BHU3HAYAE
KOJIOPUCTUKY, TuUnorpadiky, CHUMBOJIKY ¥ BIJMOBigae 3a
IHTYiTUBHICTH 1HTEpdeiicy. Tomy y KoMaHai pO3pOOHUKIB
rpadiyHui  gu3aiiHep €  PIBHONPAaBHUM  YYaCHUKOM
MDKIACIUIDIIHAPHOI CITIBIIpalll, 1[0 BUMAarae sik mpodeciiiHux
3HaHb, TaK 1 PO3BMHEHHUX KOMYHIKATUBHMX Ta KPEaTUBHHX
HaBUYOK. BIpoOBa/KeHHS NPOEKTHO-OPIEHTOBAHMX METO/IIB
HAaBYaHHSI Ta aHAII3 YCHIIIHUX KeiciB (Hanpukiaa, «Minecrafty,
«The Witcher 3») cBiguaTh TIpO JOUUIBHICTH IO€IHAHHS
TBOPUOTO MIJIXOAY 3 CHCTEMHOIO aHAIITUKOIO KOPUCTYBALIbKOTO
nocBiny. HaOyTTs koMmeTeHTHOCTEN y cdepl reiM-au3anny
M1JBUIYE€ KOHKYPEHTOCIIPOMOXHICTh TpaiuHUX IU3aHHEPIB 1

PO3IIHPIOE ixH1 MOKJIUBOCTI U1t poooTH B
MYJIBTUAUCHMIUTIHADHUX KOMaHJaX i peaji3allii BJIaCHUX
IIPOEKTIB.

[Toganpil  poO3BIAKKM  MOXYTh  30CEpPEAUTUCS  Ha
MOJICJTIOBaHHI TPOGECItHUX KOMIIETEHTHOCTEH rpadidyHoro
nu3aliHepa SK TedMau3aiiHepa Ta METOJIB iX J1arHOCTHKHU;
aHai31 BIutuBY « VR/AR», mTydHOro iHTENEKTY i MpoLeaypHOi
reHepaiii Ha BUMOTH 10 Bi3yanbHOro ausaitHy ta «UX/Uly;
BUBYEHHI 1HTErpamii HaIlOHATBHUX XYAOXKHIX Tpaaullid Ta
€THOAM3ailHy B IrPOBI MPOAYKTH; BU3HAYEHHI €()EKTUBHOCTI
MPOEKTHUX (POpM HaBYAHHS JJIs1 MaOyTHIX Te€HM-IU3aliHEPiB;
norJauOJICHOMY  JOCHIIPKEHHI TICHXOJOrii TrpaBls ¥ podi
BI3yaJlbHUX pIlIEHb Yy (OpMyBaHHI MOTHBAIli Ta CTaHIB
«moTOKY». Po3poOka 1ux HampsMiB [103BOJIUTH BHUOYIyBaTH
LUIICHIITY TEOPETHYHY Ta METOJAMYHY OCHOBY U CIPUATHME
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NOSIBI 1IrOp HOBOIO TOKOJIHHS, OPIEHTOBAHUX Ha TJIMOOKE
EMOIII{HE 3aHYPEHHS Ta AKICHUI Bi3yalbHUM TOCBIJL.
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GAME DESIGN FOR GRAPHIC DESIGNERS:
STRUCTURE, METHODOLOGY, COMPETENCIES

Abstract. The article is dedicated to the comprehensive
analysis of game design as an interdisciplinary field that
integrates artistic, technical, and communication approaches
into the professional activity of graphic designers. The historical
stages of game design development are traced: from the first
arcade games and text quests to multi-layered open-world
projects, “VR/AR” platforms, mobile applications, and large-
scale multiplayer environments. The role of the indie sector i1s
emphasized, as it opens up new creative opportunities through
experimental visualization forms and innovative mechanics. The
structural components of game design are considered:
mechanics, narrative scenarios, level design, character systems,
interfaces, stylistics, and artistic solutions that ensure process
integrity and shape a unique user experience. The significance
of graphic design is highlighted as a factor determining the
game’s visual language, the emotional expressiveness of the
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environment, and communication with the player.
Methodological approaches to integrating graphic elements into
game worlds are analyzed, including the application of “UX/UI”
principles, iterative prototyping, usability testing, procedural
generation, cross-platform adaptation, and “VR/AR” tools to
create immersion effects. The prospects of using artificial
intelligence and neural networks in the creation of graphic
assets, automation of routine tasks, and personalization of the
gaming experience are outlined. Emphasis is placed on the
development of professional competencies: creativity, technical
literacy, strategic thinking, communication skills, the ability to
work in interdisciplinary teams, and adaptability to changes in
the digital environment. The article summarizes the results of
domestic and foreign studies, presents examples of successful
cases (“Minecraft”, “The Witcher 37, “Monument Valley”, “Ori
and the Blind Forest”, “Genshin Impact”, “Fortnite”), and
analyzes educational practices of leading universities that
combine academic training with partnerships in the creative
technology industry. The findings can be applied to the
improvement of educational programs, the development of
courses in digital media, and as a methodological basis for
practitioners striving to implement competitive game projects.

Key words: game design, graphic design, “UX/UI”,
interactivity, learning methodology, competencies, creativity,
gameplay.
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