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BU3HAYEHHS OCOBJMBOCTEM 3ACOBIB BI3YAJILHOI PEIIPE3EHTAIIL
Y IM3AHWHI TEPCOHAXKIB CYUYACHUX KOMII'IOTEPHUX ITOP
NPUTIOJHULBKOI'O ) KAHPY

Y emammi npeocmasneno xomnnexcnuil amaniz 3acobig 8i3yanvHoi penpezenmayii nepcoHaxca 8 NpueoOHUYbKUX
gi0eoiepax, sik IHCMpymeHmy nepeoauyi ieposoi ingopmayii. J[ocniodcenHs 30cepediceHo Ha BUSHAYEHHI POILL CKIA008UX
OU3auHY [2DOBUX NEPCOHAICIE (opmu, NPONOpYitl, KOTOPUCTIUKY, (AKMYPU Mda AHIMAYIUHOL RAACMUKY) Y Npoyect 3uul-
MYBAHHS NEPCOHANCA KOMN TOMEPHOI 2pU, 11020 NCUXONO2IYHUX XAPAKMEPUCMUK I MICYSL 6 CIPYKMYPI 12po6oi 63A€MO0Ti 3
VPAXy8AHHAM CneyuUpiKy HapamueHo20 cepedo8uUd ma Mexauixk xcaupy. Poszenanymo ocobiusocmi Ouzaiiny nepconaicie
¥y Hu3Yi npueoonuybkux npoekmis: Persona 5 Royal, Night in the Woods, Life Is Strange, Omori, It Takes Two, Blanc,
Reanimal, Sky: Children of the Light mowo, wo penpesenmyroms pizHi cmunicmuyHi Mooeni — 6i0 MiHIMaIiCMuyHol epa-
Qiku 00 Habnudiceno20 00 pearicmuunoeo 3D-300pasicenis

Busnaueno, wo egpexmugnicms nepcoHa’icHo2o Ousaiiny 6UHAYAEMbCS He CIYNeHeM 0emanizayii, a y32004ceHicmio
8I3YANLHOI MOGU 3 MEXAHIKOIO 2PU, HAPAMUBHOIO CIMPYKIMYPOIO MA MUNOM 63AEMOOI (0OUHOUHOIO YU KOOREPAMUBHOIO), d
MaKodic pigHeM 3anyueHHs 2pasys 00 00CTIOHUYbKO20 abo Opamamypeiuno2o npoyecy. /losedero, ujo popma ma mamepi-
ANLHICHb MOXNCYMb BUCTTYRAMU MeMAOPOI0 8HYMPIUHBEO20 CIMAHY 2ePOsl, NPONOPYIL — MAPKepOM QYHKYIOHANbHOT pOoi,
a xonip — 3acobom emoyiuHol U makmuynoi i0enmuixayii, y medxcax KomMaHoHoi abo inousioyaivroi epu. Ilpudineno
yeazy npunyunam 0ic2emudHo2o Ou3aimy, Koau inghopmayis npo cman nepconanica inmezpyemucsi 6€3nocepeonbo 6 Uo2o
00pa3z, MIHIMI3YIOUU BUKOPUCAHHST O0OAMKOBUX IHMePPeltiCHUX eleMeHmi8 y OU3AUHL 2puU.

Bemanosneno, wo 6izyansruil odpaz nepconadica 6 npueoOHUYbKUX 8i0e0iepax € He juule eCmemuyHo CKId008oI0,
a QPyHKYIOHATIbHOI CUCTEMOI0 KOMYHIKAYil, AKa 3a0e3neuye imepciio, niompumye KOMaHOHy 83aEmMo0ito ma opmye emo-
YIUHUIL 36 SI30K 2pasys 3 i2pOBUM CIOM, CNPUSAIOYU THMYIMUBHOMY PO3YMIHHIO NPABUI MA J02IKU i2D0B020 Cepedosud
ma 1020 3aKOHOMIpHOCMEl QYHKYIOHYBAHHSL.

Knrouosi cnosa: ousaiin nepconadicie, Ouzaiin KoMn i0omepHux i2op, CIMuiiCmuKa, 6i3yaibHa KOMYHIKAYIs, 6I3YalbHe
CNPULIHAMMAL
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DETERMINING THE FEATURES OF VISUAL REPRESENTATION TOOLS
IN THE CHARACTER DESIGN OF MODERN COMPUTER GAMES
OF THE ADVENTURE GENRE

The article presents a comprehensive analysis of the means of visual representation of the character in adventure video
games as a tool for transmitting game information. The research focuses on determining the role of form, proportions, color,
texture and animated plasticity in the reading process of a computer game character, its psychological characteristics
and place in the structure of the game interaction, taking into account the specifics of the narrative environment and the
mechanics of the genre. Character design features in a number of adventure projects are considered: Persona 5 Royal,
Night in the Woods, Life Is Strange, Omori, It Takes Two, Blanc, Reanimal, Sky: Children of the Light, etc., representing
different stylistic models — from minimalist graphics to close to realistic 3D image

It was determined that the effectiveness of character design is determined not by the degree of detail, but by the
consistency of visual language with the mechanics of the game, narrative structure and type of interaction (single or
cooperative), as well as the level of involvement of the player in the research or dramatic process. It has been proven
that form and materiality can act as a metaphor for the inner state of the hero, proportions — as a marker of a functional
role, and color as a means of emotional and tactical identification, within the framework of a team or individual game.
Attention is paid to the principles of diegetic design, when information about the state of the character is integrated
directly into his image, minimizing the use of additional interface elements in the design of the game.

It has been established that the visual image of the character in adventure video games is not only an aesthetic
component, but a functional communication system that provides immersion, supports team interaction and forms the
emotional connection of the player with the game world, contributing to an intuitive understanding of the rules and logic
of the game environment and its patterns of functioning.

Key words: character design, copy games design, stylistics, visual communication, visual perception.

[MocranoBka mpodjemMu. Y cydacHOMY irpo-
BOMY JM3aifHi IEPCOHAX BUCTYIAE HE JIUIIE HOCIEM
XYJIO)KHBOTO 00pasy, a # (PyHKIIIOHAJbHUM CJIEMEH-
TOM CHCTEMH B3a€MOJIi MK TpaBIeM 1 MHUPPOBUM
CepeloBHIIEM. 3 PO3BUTKOM IHTEPAKTHBHUX TEXHO-
JIOTiH Ta yCKJIAJHEHHSM irpOBHX MEXaHIK 3pOcCTae
norpeba y CTBOPEHHI TaKHUX Bi3yaJbHHUX PillIeHb, SKi
3a0e3MeuyIoTh IBHIAKE W IHTYiTUBHE 3YUTYBaHHS
poJti Teposi, HOTO MOXKIMBOCTEH Ta TMOBEIIHKOBHX
XapakTepucTUK 0e3 HaJAMIPHOTO BUKOPHUCTAHHS
TEeKCTOBUX abo iHTepdericHux miaka3zok. Ocolmmn-
BO1 aKTyaJbHOCTI L5l mpobiema HaOyBae B MeXax
MPUTOAHULIBKOTO KaHPY, /1€ MOETHYIOThCSl HapaTUB-
HICTb, IOCJIIDKEHHS IIPOCTOPY, €MOIIIHA B3a€MOIis.

AxTyaspHI TMTaHHS TyMaHITApHUX HayK. Bur. 98, Tom 1, 2026

VY Takux ymMoBax NEPCOHAX CTa€ KOMYHIKATUBHUM
iHTepdericoM, yepes KUl mepenaeThes iHpopmarist
npo (yHKI[IOHAIBHY CIeIliaii3aiiio, piBeHb Bpas-
JIMBOCTI, IICUXOJOTTYHMI CTAaH Ta TAKTHYHI MOXKJIHU-
BOCTI.

[IpoBeneni mocmiKeHHsT MOKa3ajiH, 10, MONPH
HasBHICTh HAyKOBUX IMpallb, MPUCBSUEHUX (op-
MOYTBOPCHHIO IEPCOHAXKIB B aHiMallii, KOMiKcax i
BiJleoirpax, MUTaHHS KOMITJIEKCHOTO aHali3y 3aco0iB
Bi3yalTbHOT penpe3eHTallii mepcoHa)xa caMe B KOHTEK-
CTI TPUTOMHUIIPKUX BIJICOITOp 3aIUIIAETHCS HEI0-
cTaTHbO po3kpuTH Tf cucTemMarn3oBaHi. BigcyTHiCTb
y3arajibHEHOI MOJICJIi B3a€MO3B 13Ky Mik (OPMOIO,
MPOTOPLISMH, MaTepiaibHICTIO, KOJTbOPOM, THIIOM Ta
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MEXaHIKOI TPH 3yMOBIIIOE NMOTPEOy B MOTITHOICHOMY
JOCIIIIKEHHI.

TakuM 4WHOM, MOCTae MpoOieMa BH3HAYCHHS
TOTO, SIKUM YHMHOM 3acoOW Bi3yallbHOI MOBH Iep-
COHa)Xa BIUIMBAIOTH Ha CIPUHHATTSA HOTO poJTi, Ha
(hopmyBaHHs IrpoBOi IOBEIHKY Ta HA €(hEeKTUBHICTh
KOMaHJTHO1 B3a€EMOJIii B MPUTOIHULIBKHX BiJleoirpax.

AHani3z npocaimkenb. OJHMM 13  aKTyaJbHHX
HampsiMiB Cy4acHOTO JH3aiiHy € irpoBUE AM3aiiH.
[MuTaHHs MPOEKTYBaHHS IN3aH-PO3POOOK Y HAIPsIMI
ITPOBOTO MU3aHY CHOTOAHI AKTHBHO JOCITIIKYIOTHCS
HAyKOBISIMH Pi3HUX Trajly3el — BiJl MUCTELTBO3HAB-
cTBa A0 HU(POBUX TeXHOJIOTiH. OAHUM 3 KX Haps-
MiB € au3aiiH mepcoHaxiB. [Ipobnemartuka dopmy-
BaHHS Bi3yaJbHOI MOBU Ta CTBOPEHHS XYIOKHBOTO
00pa3zy MNEepCOHAXy PO3IISNAETHCS B MPAIsX, IO
IPSIMO YU OIIOCEPEIKOBAHO CTOCYIOTbCA IU3aMHY
MEPCOHAXIB y PI3HUX MeJlia: aHiMallii, KOMiKcax Ta
Bigeoirpax. Y poborax asropiB E. CiroXHHCBHKOI,
O. CrniTioK Ta iHIIMX MPOaHai30BaHO BUKOPHCTAHHS
ponopuii i popmu sik 3aco0iB CTBOPEHHSI BUPA3HOTO
MIEPCOHAKHOTO TM3aliHy B aHIMamii Ta KOMIKC-1HIy-
cTpii. 30Kpema, TOCTITHUKH ITAKPECITIO0Th 3Ha-
YEeHHS y3arajibHEHHX (HOpM, KOHTpAacTy HpONOpLii
1 criTyeTHOI BHPa3HOCTI JUI JOCSTHEHHS BITi3HABa-
HocTi iepcoHaka (CriroxxuHcebka, E. & iH., 2021).

VY npani M. Manumiesa, H. CandipoBa nopyiieHo
po0IeMy KOThOPY Ta WOTO IICUXOJIOTIYHOTO BIUIUBY
y BimeoirpaXx. ABTOpH aKIEHTYIOTh yBary Ha poili
KOJIbOPY B JM3aiiHi MEPCOHAXIB HE JIMILE B 3arajib-
HOMY XYAO)KHBOMY pillIeHHI TpH, a i 0e3MOCepeaHbO
B JIM3aifHI TICPCOHAXIB, JI¢ KOJIp BHUCTYIA€E 3aco-
O00oM eMomliiHOI Ta (YHKIIOHAIBHOI iAeHTU]IKamii
(M. Manumesa, H. Camdiposa, 2024).

BaxnmuBuM TIpUHITUTIOM JU3aliHY TEPCOHAXKIB €
3po3yMinicTe 00pasy. [lokazoBumu y 1IbOMy KOHTEK-
CTi € pi3HI CTWIICTUYHI MAXOAW — BiJl BUCOKOJETA-
mizoBaHoi rpadiku rpu Hades mo rpanmuno cmpo-
HICHHX MiKceapbHUX Mojener Minecraft (Kou, 2023).
OO0wu/1Ba MPUKIIAIU JEMOHCTPYIOTb, 1110 €()eKTUBHICTh
U3aifHy BH3HAYAETHCS HE KITBKICTIO ACTAJICH, a JiT-
KICTIO Ta JAaKOHIYHICTIO Bi3yaibHOT MOBH. BizyanpHuit
o0pa3 Mae MHUTTEBO iH(OPMYBaTH TpaBlsl PO POIb
nepcoHaxa (MATPUMKa, aTaka TOILIO), HOro HaMipH
Ta MiClle y CTPYKTypi KOMaHau. Bupasuuii cuiyer,
oOMeKeHa KUTBKICTh (DYHKI[IOHAILHO BHIPABIAHUX
€JICMEHTIB 1 CTHIIICTUIHA Y3TOKEHICTH 13 CEPEIOBH-
meM 3a0e3MeuyroTh BITI3HABAaHICTh MEPCOHAXKA, IO €
MepeyMOBOI0 €MOLIMHOT MPHB’A3aHOCTI TpaBLs Ta
e(eKTHBHOI B3aeMOIi B irpOBOMY MpOIIECi.

B3aeM03B’30K MK €CTETHKOIO IrpOBOTO CBITY
Ta AM3AHOM TEPCOHAXIB € BH3HAYAJHHUM YUHHH-
koM miaTpumku iMmepcii. [Ipukmagm Hades, Animal
Crossing Ta Detroit: Become Human inmroctpyrots,

10 XapaKTep cepeioBuIla — Mi(hoJIOTiYHa IEKOPATHB-
HICTb, HAIBHO-CTHIJII30BaHa €CTETHKA YU Dy TypHCTHY-
HicTh — (hopmye Jioriky moOynoBu nepconaxis (Kou,
2023). BignoBinHICTh Teposi 0OpaHOMY CETHHTY TIijI-
crTroe e(DeKT 3aHyPEHHsI, CIIPUSE IMBUIITIH agamTarii
IpaBIs 10 MPaBHII CBITy Ta 3a0e3redye BHYTPIIIHIO
LTICHICTD HAPATUBY H iIrpoOBOT MEXaHIKH.

Mera crarTi monsrae y KOMILJIGKCHOMY aHa-
JIi31 3acO0IB Bi3yaJIbHOT perpe3eHTallii nepcoHaxa
(popma, mpormopiii, MaTepialbHICTh, KOJOpPHUC-
THKa, aHIMaIliifHa IJIAaCTHUKA) Ta BU3HAYCHHI IXHBOTO
BIUIMBY Ha 34MTYBaHHs POJIi T€POs, CIPUUHATTA irpo-
BHUX MEXaHIK B IPUTOHUIIBKUX BiJleOirpax.

Buxsaag ocHoBHoro wmarepianay. [IpurogHunbki
BIICOITPY € OJHMMH 13 HaKMPI3HOMAHITHIIINX JKaH-
piB cy4acHOi irpoBoi iHIyCTpii, OCKUIBKH MOEIHYIOTH
HapaTHBHY CKJIAIOBY, AOCIIPKEHHS IIPOCTOpPY Ta B3a-
eMOJIIO 3 miepcoHaxkamu 1 penmeramu (Karipbayev &
Toksanbayeva, 2024). YcepenuHi uporo xxanpy chopmy-
BaJIOCS KUJIbKA HATIPSIMIB, IO BIAPI3HAIOTHCS MEXaHIKOIO
Ta cocodoM noyadi icropii. Kilacnaaum pisHOBUIIOM €
point-and-click npuromu, sie rpaBelb J0CITIHKYE JIOKa-
1ii, 30Mpae TMPeIMETH Ta PO3B’SI3y€E JIOTIUHI 3aBIAHHS
yepe3 iHTepdeiic B3aemomnii 3 00’exramu (Anderson,
2024). Jlo takoro THIly MOXHa BigHecTH rpy Sally
Face, y sikiii HapaTUB PO3KPHBAETHCS Yepe3 MOCIITOBHE
JOCITIDKEHHSI CEPEIOBUILIA Ta TOJIOBOJIOMKH.

[HImIIM pPi3HOBHIOM € HapaTUBHI TPUTOTHHUIIBKI
irpu abo IHTEpaKTHBHI ApaMH, I¢ MeXaHika MiHiMa-
Ji30BaHa, a OCHOBHUM aKLEHT 30CEpPEKEHO Ha PO3-
BUTKY CIOXKETY, [iaorax i BuOopax rpaBus. Y HbOMY
BUMAJIKy TeMMIUICH TiANOPSIIKOBY€EThCS qpaMaryprii,
stk 11e peaiizoBano B Life Is Strange. Okpemy rpymy
CTaHOBISITH action-adventure irpw, siKi MOEJHYIOTH
CIOXKETHY CTPYKTYPY 3 aKTHBHOIO B3aEMOJIIEI0, OOHO-
BHMHU eJieMeHTaMu a0o riardopminrom. [Ipuximamom
takoro cuHTe3y € It Takes Two, ne HapaTtuB iHTETrpoO-
BaHO B IMHAMIYHY MEXaHIKY.

[IpuromHuIbKi irpu MOXYTh TakoK HaOyBaTu
dhopmu puzzle-adventure, Konu CIOKETHA JIiHIS PO3-
TOPTAETHCSL 4epe3 PO3B’SI3aHHS NPOCTOPOBUX UM
JIOTIYHHX 3aBJiaHb, K y Blanc. Y ncuxonorivanx abo
XOpOp-TIpUrosiax eMoliiina arMmocdepa Ta BHYTPILIHi
NepekMBaHHs MEPCOHAXIB CTAlOTh MPOBITHUM 3aCO-
OoM B3aeMOJIT 31 CBITOM, IO MOXKHA MPOCTEIKUTH B
Omori. BogHowyac iCHyIOTH COIiaIbHO OpIEHTOBaHI
TIPUTOIHUIIBKI ITPH, 1€ IO CIIHKSHHS TIPOCTOPY TTOE-
HYETBCS 3 MDKIPaBIIEBOIO B3a€MOJIEI0 Ta CITIBIIpa-
ueto, sk y Sky: Children of the Light.

VY aHpi IPUTOAHUIBKUX BiJICOIrOp CIiJl BUOKpE-
MUTH KOOIICPATUBHI ITPOEKTH, JI€ TPABIIi B3aEMOJIIIOTh
OITMH 3 OJHWM Y KOMaH]I, CIIJIHHO MTOJIAIOTH Iepe-
ITKOJM Ta BUPIMTYIOTH 3aBIaHHA. Y TaKUX irpax oco-
OnmuBa yBara NPUAUISETHCS JWU3aliHY ITEPCOHAXKIB!
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ixust popma, mponopLii Ta pyXu MaroTh BigoOpakatu
(yHKIIOHANBHI POJIi Ta CYyMICHICTh Y KOMaHi, 100
IpaBili MOIJIU IIBUJKO 3YMTYBAaTH 1H(POPMALIIIO PO
MOXITUBOCTI TIAPTHEPA HABITH NIepUPEPIHIM 30pOM.
IcHYIOTH TaKOX OOMHOYHI MPUTOAHHUIIBKI ITPH, Opi€H-
TOBaHI Ha HApaTWUB Ta JIOCHIDKCHHS CBITY. Y Takux
MIPOEKTAX AKLUEHT POOUTHCA Ha CIOXKETi, TCHXOJOTiI
MEPCOHAXIB 1 B3a€EMOJii 3 irpOBUM CEpEIOBHUIIEM.
Po3poOHuKH YacTo MiAOUPaIOTh CTHITICTHKY, sIKa TTiJI-
Kpecltoe arMocdepy CBITY Ta XapaKTep repoiB: Bill
MIHIMTICTHIHUX (POPM y IUTSIUX irpax JO JETali-
30BaHOTO peaji3My B irpax JuIst JOPOCIIOoi ayIuTopii.

BisyanpHa MOBa Ta CTUIIICTHKA IEPCOHAXKIB Y MTPHU-
TOIHUIIBKHX irpax € KIIOYOBUM IHCTPYMEHTOM KOMY-
HiKaIii Mi>k pO3pOOHUKOM 1 TPaBIIEM, OCKLUIBKU Yepe3
30BHIINIHIA BUTTIS TEPCOHAKA MUTTEBO TEPEAAIOTHCS
HWOTO pOJIb, TICUXOJIOTIYHUH TOPTpeT Ta (YHKIIIO-
HaJbHI MOXKJIMBOCTI 03 3aiydeHHs TeKCTOBOI iH(Oop-
Marii. CtumicTuuHi pimieHHs OyAylOTbcs Ha TOEN-
HaHHI (OPMH, IPOTOPIIiiA, KOTOPUCTUKH, (HaKTypH Ta
aHiMalii, o A03BOJISIE TPABIIO IHTYITUBHO PO3YMITH
XapakTep Teposi Ta HOoro MOTEHIliaN y MeXax irpoBOTO
CBITY. Y 3QJIGKHOCTI Bi aHPY 1 IITHOBOI ayauTOPil
BHKOPUCTOBYIOTBCSL Pi3HI PiBHI Bi3yaJIbHOTO CIIPO-
LICHHS: U AUTSYMX irop AOMiHY€ MiHIMaTiCTUIHUH
MiAXig i3 OPOCTHMH TE€OMETPHUYHHMHU (OpMaMH, y
KaszyaJbHUX MPOEKTaX — 3pO3yMiNi JKUTTEBI 00pasy,
TOMI SIK Y BUCOKOAMHAMIYHHMX a00 TaKTHYHUX Irpax
3aCTOCOBY€ETHCS JICTANII30BAaHMMA 1 peaicCTHIHUN
JU3aiiH, 10 JTO3BOJISIE TPABIIO MIBHIKO 1EHTH(IKY-
BaTHU ce0e 3 TepPOEM Ta OLIHUTH HOro MOXKIHBOCTI.
VY BHCOKOIHTEHCHBHHX >KaHpaX (TakuxX sIK IIyTEpH,
MOBA, Battle Royale), HaBmaku, 3aCTOCOBY€EThCS
TaKTHYHUN peajizM, I ACTali3allis CIIOPSIHKESHHS
Ta PEaNiICTHYHICTD YV BIITBOPEHHI JIOACHKUX ITPOTIO-
pIili 103BOIIsIE TPaBIeBi Jierie ineHTndikyBaru cede
3 TePOEM Ta BiguyBaTH Bary roro 3ycuib ( Kuntjara
& Almanfaluthi, 2021) (Garver Ta is., 2018). Buko-
pucTaHHs nofioHOro Habopy rpadiuHUX OpiEHTHPIB
JIOTIOMAarae TpaBIieBi OPIEHTYBATHUCS B ITPOBUX MeXa-
HiKaxX W GopMyBaTh €MOITIMHUN 3B'SA30K 13 TEPOSIMU,
CHHUPAIOYNACh HA IXHIO 30BHIIIHIO BiJIOBIIHICTh
3aKJIaIcCHUM HapaTUBHUM (QDYHKLISM.

st BU3HAYCHHSI OCOONMMBOCTEH TU3aiiHy B MpU-
TOJHUIIBKUX Bijeoirpax Oyllo mpoaHali3oBaHO Taki
npoextu: Persona 5 Royal, Night in the Woods ta
Life Is Strange. He3Bakaroun Ha HasIBHICTH elle-
MEHTIB 1HIIUX aHPiB, 3a3HAYEH] iIrpx MOXYTh OyTH
00’€iHaH]1 B MeXax y3arajlbHEHOr0 NPUTOAHULBKOTO
KaHpy. AHami3 30cepePKeHO Ha JU3aifHi mepcoHa-
XKIB, TX XYIOXHIH CTHIICTHII, TTOETHAHH] rpadidHnX
PIIIEHD 1 KOJTOPUCTUYHUX OCOOIMBOCTSIX.

Persona 5 Royal (puc. la). T'omoBHuii repoit —
CTapILOKJIACHHUK Ha MPi3BUCHKO J[XKOKep, SIKUI BOJIO-

Jli€ MICTUYHUMH 3I0OHOCTSIMH Ta BUKOHYE POJIb CBO-
epigHoro «cy4yacnoro Po6in I'yma». Ilepconax mae
JIBA OCHOBHI 00pa3u: MOBCSKICHHUW 1 allbTepP-€ro
[Ipumapnoro 3noxist (Phantom Thief). B 060x Bunan-
Kax Horo oOaMu4si 4aCTKOBO IIPUXOBAHE: y IOBCSK-
JEHHOMY 00pasi — OKyJisipaMu, y APYroMy — Mmac-
koto. ITOBCSKACHHUI KOCTIOM CKJIQAA€THCS 3 TEMHOI
MWIKUTBHOT (OPMHU 3 KITITYACTUMH IITAaHAMH, TOII SK
o0pa3 [IpumapHoro 350ist MpeaCTaBICHUH CTHITI30-
BaHUM TEMHO-CIpHM KOCTIOMOM 13 YOPHUM IUTAIIEM.

Hpyr i cynepuuk repos — lopo Akeui, Bigomuii
K «/leTeKTUB-pUHL), — TAaKOX Ma€ [Ba KOHTP-
acTHi o0Opa3u: CTpUMaHMH MOBCSKICHHUH (Kpemo-
BHUI JICTCKTUBHUW KaKeT) 1 TepoiuyHuil Oijo-4epBo-
HUI KOCTIOM 13 MacKolo, 110 Harajay€e Macky 4yMHOTO
mikaps. OcTaHHIH MIAKPECTIOE CYCIIJIbHE CIPHii-
HATTS NEPCOHAXA SIK IMO3UTHBHOIO I'eposi, 34aTHOTO
BPSITYBATH 1HIINX.

Night in the Woods (puc. 16). T'onoBHa repo-
iHsg — anTpornoMopdHa YopHa Kimka Mei boposcki,
CTYACHTKA, SIKa TIOBEPTAETHCS JOOMY IICIIs Bipaxy-
BanHs1. [ 06pa3 MOEIHy€E PHCH arPeCUBHOCTI Ta MHJIO-
BunHOCTI. CmiryeT chopMOBaHUI i3 MPOCTHX T'€O-
MeTpuYHUX (HOpM i3 TTOETHAHHAM M SIKUX 1 TOCTPHUX
esnemenTiB. [lomapanuesa ¢yTdonka 31 3HaKOM 3a00-
poHHU Ta OeiicOompHa OUTA TACHITIOIOTH XapaKTepUC-
THUKY MPOTECTHOTO XapaKTepy.

[i mompyra Bearpic (bi) CanTenno — aHTporo-
Mop(dHa ajiraropka 3 MOXMYPHUM 1 CapKaCTHUYHUM
xapakTepoM. 1i 06pa3 moOyqoBaHHIT Ha M’AKIIMX
¢dopmax, 1m0 BigoOpaskae BHYTPILIHIO CTPUMAHICTb.
Mapkepamu nepcoHaka BUCTYIAIOTh YOPHUI CBETP,
curapera Ta CUMBOJI aHKXa Ha IIHi.

3aradpHUNA JU3aiiH TEpCOHAXIB 0azyeTbcs Ha
cripomeHuX (opMmax: BEIHMKI OKPYINi Tijla, MAaCHBHI
TOJIOBU 3 BEJIMKMMH OYMMa Ta TOHKI KiHIiBKH. Taka
CTHJII3allisl Haraaye UTIoCcTpaLii 10 JUTSIUX KHUKOK.

Life Is Strange (puc. 1B). [onoBna repoins — Max-
cin (Makc) Konding, cTyneHTka MECTEIIBKOTO KoJie-
JUKY, sTKa BUSIBIISIE 3IaTHICTH IIOBEPTATH Yac. 11 mu3aiin
BioOpaXkae M’SKHM, COpPOM SI3IMBHH 1 TBOPUYWH
xapakrep. Bona HocuTh mnpaxtnuHuii omar (dyr-
OoJika, KapauraH, [UKMHCH), Ma€ KOPOTKY CTPHXKKY-
000 1 HE BUKOPHUCTOBYE SCKpaBOro Maxisuky. Komo-
PUCTUYHUM MapKepoM BUCTYIA€e pokeBa QyTOOIKa 3
MIPUHTOM OJIeHsI (200 cipa 3 METEITHKOM — 3aJICIKHO BiJl
BHOOPY TPaBIIf).

[i monpyra Xuos Ipaiic Mae GyHTapchkuii oOpas,
IO TPOSBISIETHCS Y (papOOBaHOMY CHHBOMY BOJIOCCI,
TaTyIOBaHHAX 1 WIKipsHiA Kyprtui. [lepconaxi BuKO-
HaHi 3 HAOMMKEHUMH JI0 PEaNiCTUYHHUX MPOTOPIi-
SIMH Ta He3HAYHOIO CTHJII3aIicro. TeKcTypu BoIOCCs,
IIKIpH Ta OIATY CTBOPIOIOTH €(EKT MaTepialbHOCTI,
MOMIOHUH 0 TIIMHU a00 IJIaCTUITIHY.

B4
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Puc. 1. AnaJi3 OynoBu nepcoHazka Ta naJjiTpu KoJabopiB y Bineoirpax:
a — Persona 5 Royal; 6 — Night in the Woods; 6 — Life is Strange

B au3aiini mepcoHaxiB Bieoirop OAHUM i3 KITIO-
YOBUX IHCTPYMEHTIB Bi3yaJlbHOT MOBH € BiJITBOPEHHS
(dakryp. Y rpi It Takes Two dakrypa y nuzaiini HaOy-
Ba€ KOHLENTYaJbHOTO 3HaueHHA. llepeTBopeHHS
TIOJIPY’KKST Ha JISITBOK 13 JepeBa Ta mMHU (puc. 2a)
(yHKIIOHYE SK Bi3yanbHa MeTad)opa iXHbOTO eMOLiH-
HOTO CTaHy Ta KpU3W B3aeMOpO3yMiHHA. JlepeBrHa y
¢dopmi mepconaxa Meii Bizyalizye ii CTpUMaHICTh,
CXHIJIBHICTB JI0 paIlioHai3arii il eMOIiiHHO1 ANCTAHIII].
[ToBepxHsI Mae 4iTKy TEKCTYpY, TBEpAi Kpai, 110 Imia-
KpeCJIoe pUTiaHICTH 11 moBeminku. HatomicTh miac-
TUYHICTh IJIMHH, 3 SIKOT «CTBOPEHO» nepcoHaxa Ko,
aKIEHTy€e HOro M SIKiCTh, THYYKICTh 1 BHYTPILIHIO
HecTaOnbHICTh. Llel KoHTpacT MiATPUMYETHCS 1 aHi-
MAIIfHOO TIJIACTHKOIO: PYXH IJIMHSHOTO TepCcoHaxa
MaroTh OUTBITY aMILTITYIy, TOJI SIK JEPeB’ sTHa MOJIEITH
JIEMOHCTpYE OLIBITY JTaMaHICTh Y PyCi.

I'pa Blanc — kooneparnBHa IPUTrOAHUIBKA TOIOBO-
JIOMKa, OpIEHTOBaHa Ha cimeiHy ayauropito. Croxer
0a3yeThCsl Ha BUMYILIEHOMY 00’€HaHHI BoBueHs Ta
OnensTH, mo 3aryOomTrcs i Jyac 3aBiproxu. Ju3aitn
MEPCOHAXIB TYT BUCTYNA€ IHCTPYMEHTOM JEKOH-
CTPYKUIi TpamuLiiiHy apXeTHIly «XHKaK-KepTBay,
MEPETBOPIOIOYH MTEPCOHAXKIB HA PiBHOMPABHUX MapT-
HepiB (puc. 20)

OneHss BHUPI3HAETHCS BUTOHYEHHM CHIIYETOM i3
JOBIEMH KiHIIBKaMi. Moro aHatoMist ciyrye mMapke-
POM KOHKPETHHX irpoBUX (DyHKIIiH: 3MaTHOCTI mepe-
cTpuOyBaTH NPipBU Ta BUCTYNATH (Hi3UIHOIO OTIOPOIO
JUIsl HallapHUKa.

BoBuens, HaBmakyu, Mae KOMIIAKTHUN IpU3EMIIe-
HHAW CHIyeT i3 aKIEHTOM Ha TOJIOBI, IO 1HTYiTHBHO
BKa3ye Ha HOr0 MOXJIMBICTh HMPOXOOUTH Y BY3bKHX
Ba)KKOJOCTYITHUX AJIsl HarapHuka micusx. Taka Bi3y-
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aJlbHa aCUMETPisl JI03BOJISIE TPABIISIM (30KpeMa JiTIM)
LIBUJKO 3YUTYBAaTH MEXI MOXKIMBOCTEH KOXKHOTO
NepcoHaxa 0e3 TeKCTOBHX ITiIKa30K.

s amanTanii oOpasiB Imij| 3alUTH CIMEHHOTrO
TeHMIUICI0 BUKOPHUCTAHO TPHWHIMI HEOTeHii (Timep-
TpooBaHux auTsynx puc). lle pimeHHs HiBemoe
MIPUPOJIHY arpecUBHICTb BOBKa, POOJISIUM MIEPCOHAXKIB
IpPU OJHAKOBO BPa3JIMBUMH Ta TPUBAOTUBUMH JUIS
rpaBis. 3arajbHa CTHIIICTHKA TPU — aXxpOMaTUYHUH
€CKi3 OMiBIIeM — oOpaHa sl 3a0e3MeYeHHs Kpamoi
9UTA0CTFHOCTI TEMHUX CHIIYETIB TICPCOHAXKIB Ha
3aCHDKEHOMY KOHTpacTHOMY QoHi. CXOXicTb rpa-
(hikM 3 KHMYKKOBOIO LTFOCTPAIII€I0 ATIeIoE JI0 TOCBiTy
CHUIBHOTO YHMTaHHS, CTBOPIOIOYH arMoc(epy iHTep-
aKTHBHOI Ka3ku. Takuil BiyanpHHII 00pa3 poOUTH
irpoBuit mpoctip Blanc 3po3yminum Ta Ge3neduHuM
IUIsl TUTUHM, MOJIETIIYI0YH (OKYCYyBaHHS Ha €MOLIM-
Hil B3aemopii, Toxi SK ISl JOPOCIUX JaHWU oOpa3
CTa€ MapKepoM XyJOKHBOI IIHHOCTI MTPOEKTY.

[Toxibna poboTa 3 MPOMOPLIsSIMH Ta BPa3IMUBICTIO
HaOyBae 1HIIOTO, OUIBII MOXMYpPOro 3a0apBIICHHS
y npoekti Reanimal (puc. 3B). Kooneparusna mnpu-
TOAHUITbKA TPa, MO (HOKYCYETHCS HA TEMi TUTSIIHX
CTpaxiB Ta BW)KMBAHHS B arpeCUBHOMY CEpPEIOBHIII.
CroeT po3noBiznae mpo Opara Ta cecTpy, sIKi Hamara-
IOTBCSI BPSATYBAaTH CBOIX APY3iB Y TPOTECKHOMY CBITi.
Tyt Bi3yasibHa MOBa MEPCOHAXKIB-AITEH MOOyIOBaHA
Ha KOHTPAaCTi MK iXHBOIO TEHIITHOIO CTaTypoIO Ta
TPOTECKHHUM, Je(POPMOBAHUM CBITOM i3 UYIOBUCH-
kamu. Y Reanimal nuzaiiH mepcoHaxkiB TpaHCIIOE
BIYYTTSI TPAaHUYHOI HE3aXWINEHOCTI: 1XHI TEHMITHI
CHJIyeTH Ta MaJeHbKi (irypw Ha TIi BEJIETCHCHKHX,
AHATOMIYHO BUKPHBJICHUX BOPOTIB IiJIKPECIIOIOThH
pOTb TIPOTAroHICTIB AK OO0'€KTIB TepecyiayBaHHS.
KirouoBuM Bi3yalbHUM MapKepoOM BUCTYIAIOTh TBa-
pUHHI Macku abo eIeMEHTH OJIATY, IO IMITYIOTh 3Bi-
piB. Llst neTans cuMBOITi3y€ BTpaueHy iA€HTHYHICTD Ta
MiAKpectoe moTpedy repoiB y MacKyBaHHI (MiMiKpii)

3a]U1s BIKMBaHHS cepesi MOHCTpiB. J{u3aiin B tanomy
BUMAJKy MOCUIIOE EMOLIWHY Hampyry, a poib MHep-
COHaXa BHM3HAYAETHCS HOTO (DI3UYHOIO MEHIIICTIO
Ta CcaOKICTIO BIIHOCHO OTOYEHHA. BizyambHa MoBa
Reanimal Tpancioe imeio TOro, IO BHXKUBAHHS B
arpecHBHOMY CEpEIOBHII MOXKIIMBE JIMILE Yepes 30e-
PEKEHHSI MapTHEPCHKOTO 3B 513Ky Ta B3a€MOIOMOTH
MiX reposiMu. HaTypanicTuuna netasizaiist BOpOXKHUX
o0pa3iB Ta 3HAUYHUU PO3PUB y MacuITadax CTBOPIO-
10Th eeKT (Pi3uuHOro THCKY. i 10pOCiIoi ayauTo-
pii Take Bi3yaJbHE PIICHHS € MapKEPOM 3arpo3H, 110
3MYIIY€E TPaBIiB 00UpaTH 00EPEKHY TAKTHKY.
Tpancdopmarisi BisyaabHOT MOBU BUSIBIISIETHCS Y
CTBOPEHHI 1HAMBITyalbHO-HEHUTPATBbHUX TepoiB, IO
nputamanHo edipHiii ecretuni Sky: Children of the
Light. ComianbHa nMpUrogHuiibka rpa, e KIH0Y0BUM
€JIEMEHTOM ITPOBOTO TIPOIIeCy € Oe3KOH(ITIKTHA B3a-
eMoiisi Ta anbTpyi3M. CIOKET pO3ropTaeThCsi HAaBKOJIO
MOJIOPOXKI TEePCOHAXKa KPi3h CIM 3aHENalluX MICT i3
METOI0 MMOBEPHEHHS BNAIMX 31pOK A0 IXHIX cy3ip’iB.
BizyanpHa MoBa mpoekTy moOymoBaHa Ha «edipHii
€CTETHIII» 3 aKIIEHTOM Ha CBITJIOBIH M SKOCTI Ta TIOBi-
TPSHIA TIPOCTOPOBOCTI. CBIT MOOYIOBaHHMHA SIK CHC-
TeMa y3arajJbHeHHX MPHUPOAHHX (popM — maropOis,
PYiH, XMapHUX MacHBiB i BIAKPUTHX HEOECHHUX MpPO-
CTOpiB, 110 No30aBieHi ApiOHOT meTanizamii Ta >xop-
CTKHX KOHTYPiB, PO3MHUTUMH MEXKaMHU TOPH30HTY Ta
JOMIHYBAaHHSIM TEIIJIOTO CAWBA, 10 CTBOPIOE BIAUYTTS
cakpaiizoBaHoro TmpocTtopy. Komopuctmka 06a3y-
€ThCS Ha M SKHX TPAJI€HTaX 1 CBITJIOBHX aKIIEHTaX,
Kl popMyIOTh aTMOC(epy CHOKOIO Ta MiJAHECEHOCTI
(puc. 3a). Tyt mepcoHaxk MmocTae SIK yHiBepcajbHa
¢irypa-mocepelHUK MK CBITOM Ta 0e3MOCepeaHbO
rpaBueM (Huang, 2024). AHnporiHHICTb, BiICYTHICTH
IHIUBITyalli30BaHUX pPHUC OONMHUYYS Ta MiHIMAIIi3M
0a30BOr0 KOCTIOMa CTBOPIOIOTH YMOBHU JUISl IPOEKLIi
IIGHTUYHOCTI caMoro TpaBisi. CBITIOBI €l1eMEHTH
Ha Tl BUKOHYIOTH TMOABIHHY (YHKIIO: 3 OJHOTO

Puc. 2. Ilepconaxi y Bineoirpax: a — It Takes Two, 6 — Blanc
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00Ky, BOHM BHUKOHYIOTH POJIb XyHAOKHBOTO AKLIEHTY,
3 1HIIOTO — CIYTYIOTh 1HIMKaTopoM psiiy irpOBHX
MexaHiKk. TakuM YUHOM, iHTepdeic IHTerpyeThCs
besnocepenHb0 B 00pa3 MepcoHaka, MIHIMIZYyIOUH
oTpeOy B TOMATKOBUX TpadidHUX ITAHEIIIX.

3 oy Ha 3arajibHy HEHTpaJIbHICTH I10YaTKO-
BOTO JTM3aiiHy MEpCOHaXIB 3HaYCeHHS HaOyBae MOX-
JUBICTh KAacTOMi3allii yepe3 eIeMEHTH KOCTIOMY Ta
CTHOPSPKEHHS (TUIAI1, MACKH), )KECTH Ta OyJIOBY Tifa.
Ili emeMeHTH MO3BOJISIOTH BAPIIOBATH COIIATBEHY
IMEHTHYHICTh Y MEKaxX CIIIILHOTO TPOCTOpy. Takmm
YMHOM, JAM3allH IIEpCOHa)Ka CTa€ I1HCTPYMEHTOM
MOJICTIIOBaHHS COL[iaIbHOT B3a€EMOII1.

30BCiM IHIIMH MigXig A0 BizyanbHOI igeHTHi-
Kauii poii nemoHcTpye rpa Peak, ne ausaita miamno-
psAaKoBaHH# Joriii (izuunoi B3aemomnii. Tyt auzaitn
TIepCOHaXKa CB1JIOMO T030aBIieHa TepoiIHOTO madocy
YW amIeTUYHUX Tponopiii. JlakoHiuHiCTh nu3aiiHy
JO3BOJISIE  peasli3yBaTH NPUHLMIIM  JI€TETHYHOTO
mu3aiiny (puc. 30): cTaH irpoBOi MOJIENI Ta JMHAMIKA
PYXy CTaloTh OCHOBHHMM JDKEpEIoM iH(pOpMaIii as
TpaBIl, 3aMIHIOIOUN TPANUIIHHI €IEMEHTH I1HTep-

¢eiicy. SckpaBi JOKaIbHI KOJILOPH OAATY 3a0e3meuy-
I0Th BUCOKY BHJIMMICTH 00'€KTiB Ha ()OHI TipCBKOTO
naHmmaTy, MO0 € KPUTHYHO BaXKIUBUM JUIS irop, Jie
YCHIX 3aJIEKHUThH Bl TOYHOCTI MPOCTOPOBOTO MO3MITi-
OHYBaHHS Ta 3JIaTrOPKEHOCTI KOMaHIHOI B3a€MOJTii.

Po3risinyTi mpuKIIaan J0BOISTH, IO (PYHKI[IOHATB-
HUH An3aiiH y KOONepaTUBHUX irpax — Iie HacamMIiepes
cucTeMa IIBUAKOI imeHTH(diKamii pomi mepcoHaxka B
yMOBax JAMHAMIYHOTO TeimIuiero. Sk Oyno po3rs-
HYTO Ha mpukiana ¢izionoriunoi acumMetpii B Blanc
gu MatepianpHOcTi B It Takes Two, ¢opma repost mae
OyTH acoLiaTMBHO MOB’S3aHOIO 3 HOro 3aBIaHHSMHU.
Lle mo3BOJsIE IpaBLsSIM 3UMTYBAaTH TAaKTHYHY CHUTYa-
L0 HaBiTh MepudepiiiHIM 30pOM, MUTTEBO PO3yMi-
I04M, XTO 3 TApPTHEPIB 3/1aTC€H IMOJ0JNATH KOHKPETHY
TIepeIKoay. BaXIIMBOIO yMOBOIO Takoi B3aeMOZil €
Bi3yaJbHa CHHEPTISA: AW3aiH TepOiB IHTYITHBHO TIiI-
Kazye IXHIO CYMICHICTb, HA0YHO JEMOHCTDPYIOUH, SK
3010HOCTI OTHOTO MEepCOHa)Ka MOXKYTh JOIOBHIOBATH
Bpa3nuBocTi iHmoro (Chen ta in., 2018) Take noeu-
HaHHS [iJCBIIOMOMY PiBHI MOXE MiAIITOBXYBATH
TPAaBIIIB JI0 3JTarOKEHUX KOMAaHTHUX Iiil.

e

Puc. 3. CrunicTuyHi pilienHs B 1u3aiiHi nepcoHa:kiB y Bigeoirpax:
a — Sky: Children of the Light; 6 — Peak; 6 — Reanimal
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[Ipote iHdopmanis Tpo MOXKIMBOCTI repost mepe-
JA€ThCSI HE JIMIIIE Yepe3 HOro 30BHILIHICTE, a i uepes
Te, SIK el 00pa3 MoBOAUTH cebe Oe3nocepeHbO B
rpi. Te, SIK MEPCOHAX PYXA€THCS, CTAE IHCTPYMEHTOM
CIIIKYBaHHS MDK TpaBIsaMu. lle mparoe 3aBmsKu
NPUHLUITY «TeJerpadyBaHHSD»: KOJIH T€POH ToTy-
€TbCSl 10 CTpHOKa 4K BaKIMBOI Aii, Horo pyxu cra-
F0Th OLJIBbIII BUPA3HUMHU Ta MOMITHHMHU. Taka Miro-
TOBKa (200 «Ipe-aKT») Jae nmapTHepy YiTKUW CUTHAI,
10 came 3apa3 MOTPIOHO MIATPUMATH Jit0 — HAIPH-
KJIaJl, BYACHO CTPUOHYTH pa3oM ado0 BHUCTaBUTHU
3aXMCT, HE BUTpavalouu yac. Sk Oyno 3a3Ha4eHO Ha
npuknani Peak Ta Sky: Children of the Light, miere-
TUYHUW JHU3aifiH BUMAarae, mo0 Bi3yajbHI €IEMEHTU
OyJM CTPYKTypOBaHI 0€3 IepeBaHTAXKCHHS TIPaBIsL
3aiiBor0 iH(popmarnicro (Moradzadeh ta iH., 2025).
VY IMHAMIYHUX YMOBaxX Ba)KJIMBO 3YMTYBATH JIHIIE
HaWBaXKITUBIII CHTHAJIM — CTaH MMapTHepa 4u PiBeHb
3arpo3u, — TOAL SIK APYTOPsIHI AeTall 3alIUIIaloThCs
Bi3yallbHO mpuriymieHumH. lle mo3Boisie KomaHmi
(dokycyBarucs Ha TaKTHLII TPH, CIPUIMAIOYN MOJIEIb
MIePCOHAXKA SIK HKEPETIO iIrPOBUX JaHUX.

IaTerpartis X 3aco0iB 3pEIMITOI0 CIUPAETHCS
Ha ncuxonorivauil «Edexr [Ipores»: 30BHIIIHICTH
MEPCOHAXa MAE€ CTUMYJIIOBATH IIEBHY MOBEIHKY, SIKa
Binnosinae voro poisi (Chen ta inH., 2018) (Stres &
Gabrijel¢i¢ Tome, 2024). [IuzaiiH iHIUBiIYyaIbHO-
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HEHTpalpHUX TepoiB ad0 BPa3IUBHX TIepoiB, K Yy
Reanimal, Buknukae y rpaBisi IpUpoAHE OarkaHHS
3aXMIIMATH Ta JOIOMAraru, TOIl SIK CTIHKIi, JaKOHIYHI
dbopmu mepconaxiB y Peak TpaHCIOIOTH BHEBHE-
HICTPH Ta PINIyJiCTh.

BucnoBkn. Ha ocHOBI mpoBeneHOro I0CIHi-
JDKEHHS OyJI0 BCTAQHOBJICHO, LIO Bi3yaJibHE PillICHHS
MEepCOHaXka y BiJeoirpax MPUTOAHUIBKOTO JKaHPY €
KIIIOYOBUM 1HCTPYMEHTOM Nepenadi irpoBoi iHdop-
Marii nmpo Hporo. Taki mapaMeTpu 30BHIIIHOCTI, SIK
dopma Tina, KomipHa ramMa 4m (pakTypa Marepiais,
JI03BOJISIIOTH IPABLEB] PO3YMITH POJIb T4 MOXKIMBOCTI
reposi 0e3 3ajydeHHS JOAATKOBOTO TEKCTYy. AHai3
TaKMX MPOEKTIB MOKA3ye, 10 CTHIIICTHKA TPH 3aBKIU
nianopsiakoBaHa ii npasunam. Judepenmiaris repois
3a (PI3MYHMMH TTapaMeTpaMu Ta MaTepiallaMy CIyrye
Bi3yallbHUM TIATBEP/DKCHHSIM iXHBOT CITemiaizarmii
Ta CIIOHYKAa€ TpaBLs A0 IHTYiTUBHOTO 3YMTYBAaHHS
poui nepconaxa. Takuil miaxia migkpecitroe QyHKILi-
OHAJIbHY BiJIMIHHICTh MEPCOHAXIB, IO POOUTH IXHIO
B3a€MO3aJICKHICTh Ta KOMaHIHY POOOTY HEOOXiIHOIO
YMOBOIO irpoBoro npoiiecy. OnauH repoii Moxe OyTH
CHJIBHUM 1 BQ)KKHUM, 1HIIMH — JIETKUM 1 IIBUIKHAM, 1 151
PI3HHUIIA B TU3aiiHI CTa€ OCHOBOIO ISl BCi€T KOMaH/I-
Hoi poOoTH 1 BOIHOYAC BHCTYIIAE CLIOCOOOM mepeayi
KITIOYOBHX irPOBHUX JIAaHHUX Yepe3 BizyalibHi OpiEHTHPH
Ta pyxX MEepCoHaxa.
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