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Anomauin. Cmamms npucesdena anaiizy mpaucgopmayii XyooducHb02o obpazy 6
npoyeci CmeoOpeHHs nepconadicie esideoicop. Pozensdaromvca  npunmyunu - adanmayii,
NepeoCcMUCIeHHs. A [HMepaKmueHOCmi AK K408l MeXawismu, wo 3abe3neyyroms
30epedHCceH s 3MICMY, CUMBONIKU MA NCUXON02IYHOI 2NUOUHU NePBICHUX JIIMepamypHux i
mucmeywbkux odxcepen. Poboma nioxpecitoe 3nauenus KOMNiIeKCHO20 nioxody 00 Ou3atimy, oe
8I3VANIbHA MOBA, HAPAMUB [ MEeXAHIKA 83AEMOOIOMb, hOPpMYIOUU YITICHULL XYOOUCHIN Q0CBI0.
Ocobauea yeaza npuodinsaemvcsa inmepakmueHoOCmi, 3a805KuU AKIl epageyb CMae cnigmeopyem
00paszy, a nepconadici Habysarvmov OUHAMIYHOCMI U eMOYiliHOi asmenmuynocmi. Y cmammi
MAKONC PO32NA0AEMbCS PONb KVIbMYPHUX KOOI, emU4YHOCMI ma imepamueHoCmi npoyecy
PO3POOKU, WO 0038015€ NOEOHYBAMU MEXHOLO2IYHI MONCIUBOCMI 3 MEOPUUM OAUEeHHAM
mumysi. Ompumani pezyiomamu NiOKPeCcIiomsb 3HAYEHHS 8I0e0ieop K MIdHcMeOiliH020
IHCmMpyMeHmy O nepeoCMUCIeH sl XYO04CHIX apXemunie i CmeopeHHs eMOYIliHO HACUYEeHO020
8i3YANbHO20 ONOGIOAHHSL.
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FEATURES OF THE TRANSFORMATION OF THE ARTISTIC IMAGE
IN THE DESIGN OF VIDEO GAMES

Abstract. The article is devoted to the analysis of the transformation of the artistic image
in the process of creating video game characters. The principles of adaptation, rethinking and
interactivity are considered as key mechanisms that ensure the preservation of the content,
symbolism and psychological depth of the original literary and artistic sources. The work
highlights the significance of an integrated design approach where visual language, narrative
and mechanics interact to form a holistic artistic experience. Special attention is paid to
interactivity, thanks to which the player becomes a co-creator of the image, and the characters
acquire dynamism and emotional authenticity. The article also examines the role of cultural
codes, ethics and iterativeness of the development process, which allows combining
technological capabilities with the creative vision of the artist. The findings highlight the
significance of video games as a cross-media tool for redefining artistic archetypes and
creating emotionally charged visual storytelling.

Keywords: game design, concept art, semantics, emotional impact, intermedia
adaptation, artistic archetype, interactivity, narrative.

Beryn. YV nugpoBomy npoctopi BiiOyBaeThCsl aKTHBHA TpaHChoOpMallis XyA0KHbOTO
o0pa3sy — Bif TpaauIiiHUX (HOpM, CTBOPEHUX Y JITEPATYPi, ’KUBOMHUCI YN THIIMX HEMEIIHHUX
JDKEpen, 10 IHTepaKTUBHUX IHTepIpeTauiil y Bineoirpax. IrpoBuii 1u3aifH ChOrOAHI CTaB SIK
TEXHIYHUM, TaK 1 XYAOXHIM SBHUIIEM, Y SKOMY IOEIHYIOThCS €CTETHKa, IpamaTypris Ta
rTMOOKUH 3B’ 30K 13 KYJIBTYpHUMH Tepiiopkepenamu. [lepconax Bigeoirpu Hapasi BUCTYIa€e
HE TIIbKH SIK aBarap TpaBIsl, a W BI3yaIbHUH 1 CMHUCIOBHH HOCIH 1I€H, IO MOXKE
MEPEOCMUCITIOBATH KJIACHYHI 00pa3u, JITepaTypHi apXeTunu Ta KyabTypHi koxu [1]. Llei
PO3BHUTOK MPU3BOAUTH A0 HEOOX1THOCTI JOCIHIKEHHS B3a€MOJIII MK XYJ0KHIM 0o0Opa3oM Ta
TEXHOJIOTISIMU HOr0 BTUIGHHS, IO BiJKPUBA€ HOBI NMEPCIEKTUBU Ui Teopii nu3aiiHy Ta
BI3yaJIbHOI KYJBTYPH.
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AHami3 OCTaHHIX JOCHTI[DKEHb CBITYHTH, IO TEOPETHKH [U3aliHY Ta Bi3yaJdbHOL
KyJIbTypyd TPUIISAIOTh 3HAYHY yBary IHUTAHHIO B3a€EMOMIl MK XYyIOXHIM 00pa3oMm i
TEXHOJOTIYHUMH 3aco0amu Horo BTineHHs. [locmigauku, 30kpema I'. baprert i JI. JlxeHKiHC,
O3S AAIOTh BiACOIrpH K (hOPMY «HOBOI JIiITepaTypu», y SAKii Bi3yaslbHI PillICHHS, HAPATHUB 1
relMIUIel YTBOPIOIOTh CKJIQJHY CHCTEMY KOMYHIKallii MiXX TBOpIEM 1 KopHucTyBauem [2].
[TapanenbHO 3 MM, Teopis amamTarlii MiAKPECToe, Mo MU(POBI IHTEpIIpeTaIlii KIaCUIYHUX
TBOPIB € HE MEXaHIYHUM KOIIIOBAaHHSM, a TBOPYHM IPOLIECOM, KM J0Ja€ HOBI CMUCIH i
koHTekcTH [4]. Lli miaxoan opraHidyHO MOEAHYIOTHCS 3 JOCTIKEHHIMH Me/ia-eCTCTUKH, SKi
(GoKyCyloTbCS Ha B3a€EMOAII TpaBIl 3 Bi3yaJlbHUM MIPOCTOPOM, IO CTBOPIOE HOBI THIHU
E€MOIIIHHOTO 3B’ 513Ky Ta 3aHYPEHHSI.

HNocnimkenHss 'y cdepi Menia-€CTETUKH MMOKa3ylOTh, MO0 IU(POBE CEPEIOBHIIE
PO3IINPIOE MOKITMBOCTI XYJ0KHBOTO 00pa3y 3aBIsIKH B3aEMOIT rpaBuﬂ 3 mpocTopom rpu. Le
CTBOpIOE YMOBH sl (DOPMYBaHHS HOBUX THUIIB EMOIIIHOrO 3B’S3Ky MDK IJIsgadeM i
MEPCOHAXKEM, SKUU PENpe3eHTYE 3MICT IMEpIIoKEpeNia Ta pearye Ha Jii kopuctyBada [5].
Bopanouac nocrae mpobiema 30epekeHHsI aBTEHTHYHOCTI XYA0KHBOTO 00pa3y miJ yac Horo
Tpanchopmarliii, o nmoTpedye AETATBHOTO aHAJI3y MPOIIECY aIamnTallii Bijl JiTepaTypHOro abo
MHCTELBKOTO JDKepena 10 IHTepakTUBHOI (popmu. Binbricts gocmimkens 30cepekeri abo Ha
TEXHIYHHX acCIeKTax Iu3aiiHy, ad0 Ha 3arajbHUX MUTAHHAX HAPAaTUBY, MPOTE HEIOCTATHHO
yBaru TNPHUAUTSETECS TOMY, SK caMe XYAOXKHIA o0pa3 3 JiTepaTypHOro abo MHCTEHBKOTO
JOKEpesia BHJIO3MIHIOETbCS y Tporieci 1udpoBoi aganTariii, He BTpayaloud CBOEI 1JIEHHOI
CYTHOCTI Ta NIepPIIOYeproBoro nmocuianus [3, 4].

IlocTanoBka 3aBaaHHsA. MeETOI [OCHIDKEHHS € BHUSBJICHHS 3aKOHOMIPHOCTEH
TpaHchopmalii XyIoKHBOTO 00pa3y MiJg dYac Mepexofy BiJl XYyIOXKHBOrO o0pa3y [0
IHTepaKTUBHOI Bi3yalbHO1 (pOpMU y AM3aiiHI IEpCOHaXIB Bifeoirop. Lle mepeadauae netanpHui
aHaiz crmocoOiB  30epeXeHHS CHUMBOJIKM, IICHXOJOTIYHOi TJIMOMHM Ta CMHCIOBOTO
HABAaHTAKCHHs TEpPIIOKepena TpH CTBOPEHHI HOBHX XYAOXKHIX (opM y 1uppoBOMYy
CepeIoBUILl], 1110 03BOJISIE 00’ €THATH TEOPETUYHI MiAXOIU 3 MPAKTUIHUMH MTPUKIIAaMU.

Pe3yabTaTé gociaigeHHsi. Y Tpolieci MOPIBHSHHSA JITEPATYpPHUX 1 Bi3yaJIbHUX
JDKEpeN BHSIBJIICHO, IO CYYacHHH MU3aiiH MEpCOHaXiB BiZieoirop 0a3yeThCsl Ha MPUHIMIIAX
ajanTailii, TEepPeoCMHCIECHHS Ta I1HTepakTHUBHOCTI. IlepcoHaki, CTBOpeHI Ha OCHOBI
JITepaTypHUX apXeTHIiB, 30epiraroTh KIIOYOBI E€JIEMEHTH XYyJOXKHBOIO 00pasy — ifero,
XapakTep, MOTHBAIlIIO — ajie Ha0yBarOTh HOBOI (hOpMH Yepe3 TeHMILICH, Bi3yallbHUI CTHIIb Ta
MOYJIMBOCTI B3aeMoii 3 rpasuem [2][3]. Llei nporec Tpanchopmarii UTOCTPYIOTh KOHKPETHI
MPUKJIAN aIalTaIlii JIiTepaTypHUX TBOPIB Yy BiJIeoirpax, M0 JEMOHCTPYIOTh Pi3HI MIAXOAH 10
IHTepaKTUBHOI iHTEepIpeTaLii.

3rigao 3 mocaimkennsm «Narrative Structures and Literary Adaptations in Video
Games and Literature», mitepatypHi croxeTH, sik-oT «Bomomap nepcuiB» Jx. P.P. Tonkina,
4acTO CTalOTh OCHOBOIO JIJISi CTBOPEHHS IIITMX irpoBUX CBITIiB. [lig 4ac mepeHeceHHsT KHUTH Y
Ipy Au3aiiHepH 3MYIICHI BIATBOPIOBAaTH MOAIl CIOKETYy # aJanTyBaTH IEPCOHAXIB [0
IHTEpAaKTUBHOTO CEPEIOBHINA, TOJAI0YHM HOBI [ii Ta peakili, SKuX HeMae y TekcTi. YacTto
3 SBIIIOTHCS IOAATKOBI CIOXKETHI TUTKK a00 YHIKAIbHI B3a€MOIii, IO JO3BOJIIOTH TPABIEBI
BIUTMBATH Ha X1 Oii. TakoX 3MIHIOIOTHCS JIOKAIIIi: 3HAOMI MICIIl OTPUMYIOTh HOBI JIeTali,
NpPUXOBaHI 3aBJaHHS Ta IHTEPAKTHBHI 00’ €KTH, IO pOOIATH CBIT XUBUM. Lle m03BOIsE
30eperTu 1yxX OpUTiHAIBHOTO TBOPY, BOJIHOYAC CTBOPIOIOYH JOCBI, Y SKOMY TPaBellb BiIUyBaE
ce0e Oe3nocepeIHbO YUaCHUKOM iCTOPIi.

Jlo mpukinany, «The Lord of the Rings Online» € mpsimoro aganrarii€ro, 1o BiATBOPIOE
cepesioBUIlle poMaHy Maibke 0e3 3miH, Toni sik «Middle-earth: Shadow of Mordor» (puc. 1)
JIEMOHCTPYE PO3IIUPEHY aJaNTaIlilo — BBOJUTh HOBHX Te€pOiB 1 KOH(IIIKTH, 30epirarouu 1yX i
CTPYKTYpY OpHUTriHaIBLHOTO TBOPY. Y cBoro uepry, «World of Warcraft» i «Skyrim» Bucrymarots
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TEMaTUYHUMH TIEPEOCMUCICHHIMH, SIKi 3alMo3W4yloTh pacH, MidoJorito Ta 00pa3HiCcTh
Toskina, ange CTBOPIOIOTH BIIaCHY BidyanbHy MOBY [4]. TakumM 4YWHOM, MOKHA BHIUTUTH
JeKinbka Mopene TpaHchopMmallii Xym0KHBOTO o00pasy, sKi BigoOpa)xaioThb CTYIiHb
30epeKeHHs MePBICHOTO 3MICTY Ta CBOOOIM 1HTEpIIpETAIlii.

ﬂofcepeﬂoi' [9, 10].
Puc. 1. Ananrauis tBopy «Bosiogap nepcuiB» Ix. P. P. Toakina B popmari irop.
«The Lord of the Rings Online» (2007) — niBopyw,
«Middle-earth: Shadow of Mordor» (2014) — npaBopy4

Taxki mpukaau CBiA4aTh, 10 TpoIec TpaHchopMalii Xy10KHBOTO 00pa3y y Bijeoirpax
BiJI0OYBA€ThHCS 32 KITbKOMa MOJICIISIMHU:

- mpsMa ajanTaiis, 1e 00pas i CIOKeT 30epiraloTh nepBicHy popmy;

- po3UIMpeHa afanTallis, y aKiii pO3KpHUBalOTHCS HOBI CIO’KETHI TJIKH i TIepCOHAXI;

- TeMaTUYHE MEPEOCMUCIICHHS, IO 3aI03UYY€E €JIEMEHTH CTHIIIO, aJie CTBOPIOE€ HOBHI
XYI0XKHIi CBIT [4].

BaxnuBo, mo ycminiHa aganTailis MepcoHaka BUMAarae He JIUIIE BIATBOPEHHS HOTO
30BHIIIHOCTI YM OCHOBHOI ICTOpIi, a i mepeaayi KIOYOBUX PUC XapaKTepy, NCHXOJOTIYHUX
ocobnmBocTel Ta MoTuBarliii. Tpancdopmartis 00paszy nepeadavae iHTErpaIiro 1UX eIEMEHTIB
y CIOKET, TeHMIUIeH Ta Bi3yaJbHUH CTWIb TpH, 3a0e3leuyroud TpaBLEBlI BiXUYTTS
PEATICTUYHOCTI Ta MICUXOJIOTTYHOT aBTEHTHYHOCTI.

[lepexin 10 MNpakTUKM [W3aliHY TEPCOHAXKIB TOKa3ye, IO BAXKJIMBO HE JIUIIE
BIITBOPUTH CIOXKET, a ¥ BpaxyBaTH ICHUXOJIOTIYHY BHUPA3HICTh Ta E€MOIIIHY B3aEMOJII0 3
rpaBueM. TpaHcdopmarliss XymI0KHHOr0 00pa3y BUMara€ TIMOOKOTO PO3YMIHHS CIOKETHOTO
Marepialy Ta BI3yalbHOI CTHJIICTHKH. 30KpeMa, y TIpoIeci MEepexoay BiJ TEKCTy [0
300pa’keHHS AU3aiiHEepH CTBOPIOIOTH CUCTEMY CUMBOJIIB 1 KOJIbOPIB, SIK1 IMiICHITIOIOTh EMOLIIHHY
CKJIaJIOBY TiepcoHaxa. Lle 103Boisie amanTyBaT XyJA0KHIO CHMBOJIKY /10 Cy4acHOT €CTETUKU
rpu, poOnsyn oOpa3 OUTbII AMHAMIYHAM W CHPUHHATHUM Uit TpaBud [5] Anmantyroun
MEepCOHaka ISl IHTEPaKTUBHOTO  CEPENOBHINA, PO3POOHHKH CTBOPIOIOTH  CHUCTEMY
MOBEIIHKOBUX MATEPHIB, YHIKAJBHUX PEakiliii Ta B3aeMOAiH 3 irpoBuM cBiToM. Lle mo3Bosse
IpaBIEBl BiAYYTH, IO 00pa3 MEpCOHa)ka pearye Ha HOro il Ta yXBAJIIOE PIIICHHS, IO
MiKPECIIOE IHTEPAaKTUBHY MPHUPOIY BIJEOIrOp 1 PO3MIMPIOE XYNOXKHIM 1ocBin. Baxmuso
3a3HAYUTH, 0 TU3ANH MepCOHaka — 1€ HE JIMIIE MUTAaHHS CTUIIIO, a i Coco0y KOMYHIKaIlii
MIX TpaBIeM 1 CBITOM Tpu. [Ipu 1IbOMY CcTa€e 0UEBUIHUM, IO TU3AKWH MEPCOHAXKA — I1€ HE TIITBKU
€CTeTHKA, a ¥ KJIFOYOBHM €JIeMEHT KOMYHIKAIlii MK TpaBIeM 1 CBITOM TpPH, IO BKJIIOYAE
MapKETUHTOBY Ta IMCUXOJOTIYHY CKJIAJOBi. 3a AOCTIKEHHSAMHU, OMU3bKO 65% MOCBiTYEHHIX
IPaBIliB OOMPAIOTh TPy caMe uepe3 MpuBabIMBICTh TepCOHaXIB [ 7]. BizyansHuii oOpa3 TyT cTae
SK XyJOXHIM €JIE€MEHTOM, TaK i YaCTUHOIO MapKETUHTOBOI 1IGHTUYHOCTI TPH.
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Jlcepeno: [8].
Puc. 2. ®oro Ximkikatu Tomizo — giBopyd. CipaiiT BHYTPIIIHbOIrPOBOI0 MEPCOHANKA
Berserker Hijikata Toshizo y «Fate/Grand Order» (2015)- npaBopy4

[Momanpmmii aHami3 MAKPECTIOE BAXKIMBICTh KOMIUIEKCHOTO IMIAXOMY, J€ HapaTuB,
MexaHiKa Ta Bi3yaJlbHa MOBa MpAIIOIOTh Pa30oM Il CTBOPEHHS IUIICHOTO XYI0XHBOTO
nocBimy. Anamiz amanrtamii moctati Ximkikara Tomrizo y «Fate/Grand Order» (puc. 2) [8]
MOKa3as, 10 IW3aifHEpH 3MOTJIM 30€perTH OCHOBHI PHCH HOTO OCOOMCTOCTI, a TAKOXK KITFOYOBI
esleMeHTH Olorpadii: ydacte y OOHOBHX [isiX, CyBOpY IHMCLHMIUIIHY Ta BiJJIaHICTh CBOEMY
nigpo3aiuty. BomHowac BOHM Jmojanu HOBI  €JEMEHTH, XapakTepHi i (GeHTe3i-Tpu:
MOJICpHi30BaHe O030pO€HHS, YHIKalbHI HAaBUYKH IEPCOHA)Ka Ta MaHIa-aHIME CTWJIb, IIO
MIIKPECTIOE HOTO ApaMaTHYHUMA XapakTep Ta repoiuHi SKOCTI.

CyuacHi gociipkeHHST y cdepl rediMan3aidiHy TakoX HiAKPECIIOTh, IO XYI0XKHS
IITICHICTD TIEPCOHaXKa (POPMYETHCS Yepe3 MOETHAHHS Bi3yalbHOI, HAPATUBHOI Ta MEXaHIYHOI
ckianoBux. Lle o3Hauae, o 00pa3 He iCHYE 130JIbOBAHO — BiH B3a€MOJII€ 3 CEPEIOBUILEM TPH,
MEXaHIKOIO 1 3BYKOBUMH €()€KTaMH, CTBOPIOIOYH KOMIUIEKCHY CHCTEMY CIIPUUHSITTS [6].

BaxnuBoro TeHACHIIEI0 € TosiBa TiOpugHUX GOPM XYIOKHBOTO 00pazy, e
MOETHYIOTHCS €JIEMEHTH peai3My, CHMBOJII3MY Ta ekcrpecii. Hanpukian, y Takux iH7i-irpax
sk «Hollow Knight» uu «/nside», de XynoxHs MoBa moOy1oBaHa Ha KOHTPACTI CBITJIA i TiHi,
o ¢opmye atMocdepy s TpaBllsd Ta TIEpeiae MCUXOJIOTTYHUN CTaH epcoHaxa [6]. Ju3zaitn
MEpPCOHAXIB TMependadae iTepaTHBHUM MPOIEC, KONMH TOYaTKOBI KOHIIENTH MOCTIHHO
TECTYIOThCS, MOJU(IKYIOThCS Ta aAaNTYIOThCSA MiJ BIATYKH TPaBIIB Ta MOTPEOH CIOXKETY.
Takuii miaxig 103BOJISIE JOCATTH MAaKCHUMAIbHOI IMCUXOJOTIYHOI Ta eMOIIHOT JOCTOBIPHOCTI
nepcoHaxiB. Ll 3maTHICTH Teposi «pO3MOBINATH ICTOpiO» dYepe3 (opmy, KoOJip 1 pyx
HiKPECIIOE  3HAUYEHHS  TCHXOJIOTIYHOT  aBTEHTHMYHOCTI TIEpCOHaXka y  BiJeoirpax.
VYHiBepcaTbHIUM MPUHITUTIOM €(DEKTUBHOTO IM3alHY € 3IaTHICTh TePOs «PO3IOBIIATH ICTOPIIOY
uepes popmy, koip i pyx. Taxi nepconasi, sk Jlapa Kpodt uu I'epansr i3 PiBii, € npukiamom
TapMOHIMHOTO TIOE€THAHHS IpaMaTyprii, TU3aitHy W MCUXO0JI0T1i — iXHs 30BHINIHICTD, TJIACTHKA
Ta MIMiKa € TPOJIOBKEHHIM BHYTPIIIHBOr0 KOH(piKkTy. Lle miaTBeppkye Te3y, M0 Xya0KHIH
00pa3 y Bijeoirpax moBMHEH OYTH HE TIPOCTO €CTETHYHO BUPA3HHUM, & EMOI[IHHO aBTEHTUYHUM
[7]. IHTepakTUBHICTH ITPOBOTO CEPEIOBUIIA 10/1a€ HOBHM PiBEHBb CKIAJHOCTI, I TPABEIlh CTAE
CITIBTBOPIIEM XyJI0KHBOTO 00pa3y.

[MapanenbHO 13 UM, TOCIITKSHHSI 3 JTYA0JIOTii Ta HAPATOJIOTI] MOKa3yI0Th, IO ESKHX
BUITQJIKaX T'PaBEIb CTA€ CIIBTBOPIIEM ICTOPii — BIH MOKE 3MIHIOBATH CIOKET, BIJIMBATH Ha
PO3BHTOK Teposi, a 0TKe, caM Oepe ydacTh Y popMyBaHHI XyHI0KHBOTO 00pa3y aist cebe [3, 4].
L{s IHTEpaKTHBHICTH CTBOPIOE HOBY (hOPMY XyJIOKHBOTO JOCBiIY, /€ €CTETUYHE CIPUHHATTS
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JIOTIOBHIOETHCSI EMOLIIHHOIO ydacTio. TakuM 4MHOM, 00pa3 MepcoHaka BTpAva€e CTATUYHICTB i
CTa€ TMHAMIYHUM, 3MIHHUM 3aJIe)KHO B1Jl BHOOPY T'paBIIs.

Iicepeno: [11—].
Puc. 3. Ilepconaxi rpu «Hades»: 3arpeii, Mesinos Ta Ilepceona

3 mo3umiii Bi3yaqbHOI MOBM, XYHOXKHIH 00pa3 y BiJeoirpax XapakTepU3YeThCS
MOETHAHHSAM CHMBOJIIYHOI (hOPMH, KOMIPHHUX PIIIEHb 1 apXeTunoBux puc. Hampukian, y rpi
cepii irop «Hades» mepconaxi 6epyTh MOYaTKOBI 00pa3u 3 NaBHBOTPELBKUX Mi(iB, mpoTe
TU3afHEpU TIEPEOCMHUCIIOIOTh IXHI XapakTepH, J0/al0Th CYYacHOI Bi3yallbHY BUPA3HICTh Ta
MOXIMBOCTI. I'paBents Oaunth 3arpesi, Memninoto uu Ilepcedony (puc. 3) He 5K CTaTUUYHUX
OOriB, a SIK AMHAMIYHUX T€POIB 13 EMOIIISIMH, MOTHBAIlISIMHU Ta B3a€EMOJIISIMHU, III0 3MIHIOIOTHCS
3aJIeKHO BiJ pillleHb y Ipi. BizyanbHi 00pa3u 30epiraioTh apXeTUIoBi pUCH Ta CUMBOJIIKY, aje
Ha0yBalOTh SICKPABOTO KOJHOPOBOTO Ta CTHJIICTUYHOTO O(QOPMIICHHS, IO MiJKPECIIOE TXHIO
1HAMBIyanbHICT. TakuM YMHOM, Ipa JEMOHCTPYE, K Mi(OJIOTiuHI MEpPCOHAaXi MOXKYTh
Tpanc(opMyBaTUCS B IHTEPAaKTHUBHI XYHOXKHI oOpasu, 30epirarouu 3B’SI30K 13 TMEPBICHUM
JDKEpeJIoM, ajieé OTPUMYIOUM HOBY €CTETHUHY W eMouilHy iHTeprperanito. [lepconax mpu
I[bOMY BHUCTYIATHME EIIEMEHTOM JTU3aiiHy, IEHTPAITBHOIO (PIryporo Bi3yallbHOTO HApaTHBY, IO
MOEHYE TPATUIIIHHAN XyTI0KHIN 00pa3 1 MexaHiKy B3aemoii [1-3].

CyyacHa mpakTHUKa IOKa3ye, IO PO3POOHUKH JeAalli YacTille 3BEpPTalOThCS [0
JIOKAJIbHUX KYJABTYPHHUX KOJIIB, HAMAralouuch YHUKHYTH IIA0JIOHIB 1 €THOCTEPEOTHUINiB. SIK
3azHauyae Gray (2020) [7], XyZ0)KHUKHA MalOTh €TUYHY BiAMOBIJAIBHICTH TIEPEd KYJIBTYPOIO,
Ky BOHM IHTEpPIIPETYIOTb, a/PKE DPEIpe3eHTallis] PI3HUX TpaJuLiil y Bi3yalbHOMY 00pasi
dbopmye TIOOATBHHMI MO Ha 1MeHTUYHICTh. LleW miaxim A0 e€THYHOCTI MOEAHYETHCS 3
MEPEOCMUCIICHHAM P1T0COPCHKUX 1 ICUXOJIOTIYHHX ACTIEKTIB MEPIIOKEPENa, IO JEMOHCTPYE
MIMOWHY Cy4acHOTO JU3aifHy nepcoHaxiB. KpiM Toro BizyanbHa TpaHchopMallis Xy10KHOTO
o0pa3dy YacTo TMOB’s3aHAa 3 TEPEOCMUCIEHHSM eTHYHHX 1 (UIOCOPCHKUX acMeKTiB
nepiiomkepena. Hampukian, y rpi «Hellblade: Senua’s Sacrifice» midonoriuauii MoTuB
00KEeBULIA TMMOJAHO 4Yepe3 IHJAUBIAYyaJbHUHM JIOCBI MEpCOHa)Xa, IO JO3BOJSE T'PABLIO
CHIBIIEPEKUBATH TICUXIYHOMY CTaHy repoiHi. Takuil Mmiaxij JEeMOHCTPYE, K BiACOIrpH
NEPEeTBOPIOIOTh TPATULIMHUNA 00pa3 Ha TCHXOJOTiYHO TIIHOIIY, IHTEpakTHBHY (opMy
MucTenTBa [S5]. 3aKIIFOYHUM acCleKTOM € ITEPaTHUBHICTD MPOIIECY, A€ TEXHOJOTII 1 KOJIGKTHBHA
TBOPYICTh J03BOJIAIOTH JOCSITTH MAaKCHUMAaJIbHOI BUPA3HOCTI MEpCOHaka. BaximBoio pucoro
Cy4acHOTO JIU3aiiHy € ITepaTUBHICTh — MPOIIEC MOCTIMHOTO BJOCKOHAICHHS MTEPCOHAXKA Yepes
TECTH, peakilii TpaBIiB Ta 3BOPOTHUH 3B’A30K Yy KoMmaHIi. Taki MeToAM aKTHBHO
BUKOPHUCTOBYIOThCS B crymisx Blizzard, CD Projekt RED Ta Quantic Dream, me mepconaxi
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MOCTAIOTh PE3yJbTaTOM KOJEKTUBHOI TBOPYOCTI Ta aHATITHKHU. TEXHOJOTIYHI IHCTPYMEHTH Ha
kmraar Blender, Unreal Engine um MetaHuman Creator mo3BonsitioTh peaitizyBaTH
HAWCKJIQHINI 3alyMKH, aje came JIIOJChKHH (akTop — IHIWBIiTyadbHE OaueHHS MHTIS —
3a0e3neuye TIMOUHY 00pasy.

BucnoBku. [Ipouec Tpancdopmarii XyqoxKHbOro o0pasy y Bigeoirpax 6a3yeTbcst Ha
MOETHAHHI TPhOX KITFOYOBHX MEXaHI3MIB: aJlamnTailii, MepeoCMHCIICHH Ta IHTepakTUBHOCTI. L1
MEXaHI3MU JI03BOJIAIOTH 30epiraTd CHMBOJIKY, TICHXOJIOTIYHY TJIMOMHY Ta ifeiiHe
HAaBaHTAKCHHSI IEPBICHUX JKEPE, BOJHOYAC CTBOPIOIOYN HOBI XyI0XKHI (OpPMH Y TUPPOBOMY
cepeloBUINI. AjanTallisi MepCOHaXIiB MOXKE BiIOYBaTHCS 3a KIIbKOMa MOJEISAMHU: MpsIMa
aJIanTairisi, po3IUpeHa alanTailis Ta TEeMaTHIHEe IepeocMucieHHs. KoxkHa 3 HUX IEMOHCTpYE
pi3HUI piBeHb CBOOOM XYA0XKHBOI IHTEpIpeTallii 1 CTyIiHb 30€peKEeHHsI TIEPBICHOTO 3MICTY,
[0 J03BOJISIE NU3aiiHEpaM KOMOIHYBAaTH KJIACHYHI apXETHUNU 3 HOBUMH CIOKETHUMH Ta
Bi3yaJIbHUMH PIIICHHSIMH.

EdexTuBHMII nu3aiflH TepcOHa)kKa BUMAara€ KOMIUIEKCHOTO MIAXOAy, /i€ HapaTwHB,
MeXxaHika, Bi3yaJlbHa MOBa Ta IICHUXOJOTiYHA BUPA3HICTh IMPALIOIOTh CUHXPOHHO. IlepcoHax
CTa€ He JUIIIE Bi3yaJIbHUM 00pa3oM, a i IHNTepaKTUBHUM HOCIEM 1/1€H, SIKU pearye Ha JIii TpaBIIst
Ta crpusie (popMyBaHHIO €MOILIMHOTO 3B’SI3KY. |HTEpaKTUBHICTH BiNIrpa€e KIIOYOBY pPOJIb Y
CTBOPEHHI JMHAMIYHOCTI Ta €MOIIMHOI aBTEHTUYHOCTI MEPCOHaXKIB. 3aBISKH MOKIHUBOCTI
BIUIMBATH Ha CIOKET 1 PO3BUTOK I'eposi TPaBEIb CTA€ CIIBTBOPLEM XYAO0KHBOTO 00pasy, 110
3a0e3nevye HOBUH PIBEHb 3aHYPEHHS Ta 1HIMBITYyaTi30BaHOTO JTOCBITY.

3Ha4yHYy POJIb Y Cy4acHOMY JM3aiiHi IEpCOHAXIB BiAIrPalOTh KyJIbTYpHI KOJU, ETUYHICTD
Ta ITEPAaTHBHICTh TPOILIECY PO3POOKH. AmanTaiis JOKaJIbHUX TPATUIIA 1 apXeTUmiB 0e3
CTEpEeOoTHMi3allil J103BOJISIE CTBOPIOBATH TINIMOOKI Ta YyHiBepcaibHI 00pas3u, a iTepaTHBHE
TECTYBaHHS 1 BpaxyBaHHS BIATYKIB TpaBIiB 3a0e3reduye TIICUXOJOTIYHY Ta EeMOIIHHY
JIOCTOBIPHICTh TEPCOHAXIB. 3arajoM, BiJ€OIrPU BHUCTYMAIOTh MOTYKHUM MDKMeEIIHHUM
IHCTPYMEHTOM Ul TEPEOCMHCIICHHS KIACMYHUX XYAOXKHIX apXeTHMiB, IO TOEIHYE
JiTepaTypHy, Bi3yalbHY Ta ICHXOJOTIYHY CKJIAJOBl y €IMHUHN IHTEpakTUBHUI nocBin. Llei
MiIX17 AEMOHCTPYE, 10 TpaHChOopMaIlis XyI0KHEOTO 00pa3y y nuppoBOMY CEpPEIOBHII HE €
OPOCTUM BIJTBOPEHHSM, a TBOPYMM IIPOIECOM, SIKMU 3abe3rneuye TIUOOKE eMoLiiHe Ta
€CTETUYHE 3aHYPCHHS TPaBIISL.
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