Ukrainian Journal
of Educational Studies and
Information Technology

ISSN: 2521-1234 online

Ukr. J. of Educ. Stud. and Inf. Technol.

9(1), 1-12

doi: 10.32919/uesit.2021.01.01

Vol. 9, [ssue 1, 2021

VK [378.091.212:004.92]:004.94

BB cyyacHUX TeHAEeHIIil 1 poBOro MucTelTBa
Ha 3MICT IiATOTOBKM 3 KOMII I0TepPHOI1 rpadiku
Ta HM(POBOro AMU3aiHy

Ocapua Katepuna IletpiBHa, banyta Bikropisi CepriiBHa

AnHoTauisg

3 IOSIBOI0 KOMIT'IOTEPHOI TeXHiKM Ta KOMYHIKaIl[ilHMX TEeXHOJIOTiii 3’ SIBWJIMCS Taki cdhepyu SK
KOMIT I0TepHa rpadika, KoM 'loTepHuii i uubpoBuit QusaitH Ta Takuii (beHOMEH SIK LudpoBe
MMCTELTBO. Y CTaTTi MPOaHaIi30BaHO IIi ITIOHSTTS, IO HAZaI0 MOXKINBICTD IJIST ITOAJIBIIOTO iX
BuBYeHHs. Ha ocHOBI aHasi3y [HTepHeT-pecypciB 3 TeMaTUKY Y(OPOBOTO MUCTELITBA BUIITIEHO
Taki 70ro OCHOBHi TeH[EHIIii: BipTyaJbHe MUCTENTBO, 3D-ApYK, MporpaMHe 3abe3medyeHHs
3 BiIKPUTMUM KOJIOM, MUCTEIITBO IITYyYHOTO iHTe/IeKTy, moeaHaHHs1 2D-aHiMmarlii # cydacHux
TexHosorii, 3D-xkmBormc, UX/UI-mu3aiiH, irpoBuit amusaiiH, KOHIENT-apT Ta JOMU3aiiH
MepCcoHaXiB. 3BaXkalouM Ha BUIUIEHI TeH[eHIlil MOoKa3aHO, SIK BOHM BIUIMBAIOTh Ha 3MiCT
MiJTrOTOBKY 3 KOMIT I0TepHoi rpadikyu Ta uudpoBoro nusaitHy 3500yBauiB OCBiTHBOI ITporpamMmu
«IIncposuit nusaiH».

KniouoBi cimoBa: komm'ioTepHa rpadika; mmudpoBuit nmusaiiH; nudpoBe MUCTEITBO; 3MICT
MiATOTOBKY; MpodeciiiHa ocBiTa.

The influence of modern trends in digital art on
the content of training in computer graphics
and digital design

Kateryna Osadcha, Victoria Baluta

Abstract

The development of digital technologies leads to a variety of pictorial arts. With the advent
of computer technology and communication technologies, areas such as computer graphics,
computer and digital design, and phenomena such as digital art have emerged. The article
analyzes these concepts, which provided an opportunity for further study. Based on
the analysis of Internet resources on digital art, the following main trends are identified:
virtual art, 3D printing, open source software, art of artificial intelligence, a combination
of 2D animation and modern technologies, 3D painting, UX / UI design, game design, concept
art and character design. Examples of reflection these tendencies in modern art are given.
Given the selected trends, it is shown how they affect the content of training in computer
graphics and digital design for students of the educational program "Digital Design" (list
of compulsory and optional educational components, the content of educational practice).
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It is noted that to successfully work with computer graphics, students need to master
traditional knowledge of pictorial arts (the concept of composition, color, perspective,
proportions, shadows) and the ability to use them to create digital products using computer
programs (2D graphic editors and 3D graphics) and digital technology (graphics tablet, personal
and personal computer, projection equipment, camera, devices for VR and AR reality, scanner
and printer, including 3D scanner and 3D printer).

Keywords: computer graphics; digital design; digital art; content of training; professional
education.
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HuHi HOBMM HampsiMOM O0Opa30TBOPUOrO MMCTEITBA CTAajJ0 CTBOPEHHS
TBOPiB 3 BMKOPUCTAHHSIM KOMIT'I0Tepa, rpadiuyHOTO 4M eKpaHHOro IUIaHIIeTa,
CTWIyca Ta IHIIMX TEeXHiYHMX IpucTtpoiB. CyuyacHe 1udpoBe MUCTEITBO
IIBUAKO PO3BMBAETHCS i IPOHMKAE y Oarato cdep JIOACHKOI iSTbHOCTI,
3axXOIIIOIYM MO3UIlii B 0bOpMJIeHHI KHUT, ILJIaKaTiB, IOCTEpPiB, peKJIaMHOI
MPOAYKIIii, iHAYyCTpii KOMITIOTEpHMX irop i KiHO. 3ajumapuuM 0a3UCHI
MPUHLUIIM He 3MiHHMMM, BOHO MPOJOBXKY€E YAOCKOHAMIOBATUCh. Lli mpouecu y
CBOIO Uepry moTpebyioTh OCMUCJIEHHS i y3araJbHeHHS IJ1s1 MOJIepHi3allii 3micTy
MiATOTOBKM CydyacHMX (axiBIliB y rasy3i KOMIT 10TepHOI rpadiku Ta 1uppoBoro
IV3aiHYy.

SIkmo Ha movaTKy 21 cT. cTyaeHTH y Kypci «Kommn’toTepHa rpadika» BUBUYAIN
Taki rpadiuHi pegaktopu sik Adobe Photoshop, CorelDraw (Ocamunii, 2000a),
XPaint, OpenOffica.org DRAW, XFig ta Gimp (Ocamumii, 2003), TO CbOromHi
poOOTOMaBLISIMM  BUMAra€TbCsl BOJIOLIHHS MPOTPAaMHMMM  TPOAYKTaMM
kommnaHiii Adobe Systems, Autodesk, Corel Corporation, Blender Foundation,
Trimble Inc. Ta iH., a B HaBYaJbHMX 3aK/JIaJax 3IiICHIOETbCS HAaBUAHHSI LM
nporpamamM (OniiiHuK, 2013).

Ananiz Ta mMomudikalligs 3MicTy MiATOTOBKM 3 KOMITI0TepHOiI rpadiku i
IU3aiiHy PpO3T/SIAANMUCS HAYKOBISIMM Y TaKUX acliekTax: GopMyBaHHS
Y CTYJIEeHTiB HAlliOHAJIbHMUX Ta ecTeTUUHMX IiHHOocTeil CorelDraw (Ocamgumii,
2000b); iHTerpariiis MPaKTUYHO-TEeXHIYHOI MiATOTOBKY daxiBI1iB
3 KOMIT 10TepHoi rpadiku i nu3aitHy (KopueBchkuit, 2017); dopMyBaHHS 3MiCTy
HaBUaHHS KOMIT'I0OTepHOi rpadikuM MaitoyTHix 6OakanaBpiB Kibepbesreku
(MatBiituyk-FOmina, 2017); d¢opMmyBaHHS 0asuMCHMX KOMIIETEHTHOCTE
3 MPOEKTYBAHHSI KOPUCTYBalbKUX iHTepdeiiciB Ta Be6-au3aitny (UYemepuc, &
Ocamua, 2019); dopmyBaHHSI TrpadiyHMX 3HAHb i BMiHb 3a JOIIOMOIOIO
iHpopmarriitHux TexHosnoriii ([masyHoBa, 2003; I'opb6aTiok, & Kosak, 2018);
MeTOIMYHI 3acaay HaBYaHHS KOMIT IOTepHOI TIpadiku CTyIeHTiB 3ak/aiB
Buoi ocsitu (I'eBko, & Konsica, 2019). [Ipote aHami3y CcydyacHUX TeHIEHLil
y uM(ppoBOMYy MUCTEIITBI Ta Te, IK BOHM MOXYTb OYTM 3aCTOCOBaHi y Ipolieci
BUKJIaJaHHSI KOMIT I0TepHOi rpadiku Ta uudpoBoro amsaiiHy, HAyKOBLSIMU He
MPUIUISIIOCh JOCTaTHbO yBaru. OTKe, MeTOI0 IOCTiIKeHHS € BUBUEHHS
CyyaCHUX TeHJeHIi/i UMAPOBOTO MMUCTEITBA Ta BU3HAUEHHS IUIAXiB iX
peastisallii y 3MicTi MiIrOTOBKM 3 KOMITI0TepHOi rpadiku Ta 11dpoBoro
IU3aliHy y 3aKj1aaax BUIIOI OCBITH.




TEOPETUYHI OCHOBU JOCJII>KEHHS

Kommr’'ioTepHa rpacdika moumHaga CBOE iCHYBAHHS 3aBISKMU TOCSITHEHHSIM
B €JIEKTPOTEXHilli, €JIeKTPOHilli Ta TenebaveHHi. [lo mepmux IioHepiB
KOMIT'10TepHOi rpadiku HanexaTb XymoskHuku (Y. Kcypi Ta . Vithi) Ta
mocmiguuku (I. Casepneng, ta K. HoyatoH). ¥V 50-x pokax XX CT. BOHM
PO3IJISIAaIM MOKIMBOCTI KOMIT I0OTepa SIK pecypc IJisi CTBOPEHHS i B3aeMoii
i3 306paskenHsmu (Carlson, 2017). V i x poku y CIIA B TexHOJOTiYHOMY
iHcTuTyTi WTatry MaccauyceTc O6yB po3pobjeHMIt KOMIT IOT€pPHMIT OM3aiiH.
[IpoTe Ha TOJ Yac BMCOKA BapTiCTh OOJAAHAHHS Ta BiJHOCHO NPUMITMBHE
nporpamMHe 3abe3redeHHs] He AO3BOJWIM BUKOPUCTOBYBATM 1Ieif MeETO[I
IIMPOKO, OOMEXMBIINMCH JOTO 3aCTOCYBAaHHSIM Y AaepOKOCMIiuHilil Ta
aBTOMOOIMBbHIN mTpoMucaoBocTi (Puenn, & duemnt, 2008). MoskHa cKa3aTu, 10
KoM 'oTepHa rpadika odiuifiHo posmodanacst 3 pobotu I. Casepienzma
B 1963 p. Haj IHTEpAaKTUBHMM MPOEKTYBAaHHSAM JIiHIIHUMX  Kpec/ieHb
3 BUKOPUCTAHHSIM TIPOCTOTO €JIeKTPOHHO-TIpoMeHeBoro nucruies (Freeman,
1980). B. ®etrtepy y 1960 poui mnpunucyBaau GHOPMYIIOBAHHS IIOHSITTSI
«koMmm’oTepHa rpadika» (Carlson, 2017). Hanpuxkinmi 70-x i Ha mouaTky 80-x
POKiB BimOymacs mpyra XBMJISI PO3BUTKY KOMITIOTepHOI rpadiku, sxa Oyra
yTBOpeHa HacamIlepeJ, KOMIIaHisIMM, 10 BuUpoOdsiiu  crenedexTy,
PO3pOOHMKAMM 00JIaHAHHS Ta IIPOTPAaMHOr0 3abe3IedyeHHs], YHiBepCcuTeTaMu
Ta KiHokoMIaHisimu — Omnibus Computer Graphics, Bo Gehring Ta iH. YBary
Ha KOMITIOTep SIK 3aci6 1ji11 TBOpPUOCTi BIiepine 3BepHyB M. Homr y poboTi
«The Digital Computer as a Creative Medium» (Noll, 1967). 3aBasiku po06OTi
TaKUX KOMIT I0TEPHUX XYIOKHMKIB Ta MOC/iTHUKIB KOMIT I0TepHOi rpadiku K
E. 3ask, K. HoynroHn, JI. Xapmos, P. Baiic, JI. llIBapi; E. Ketmesnnt Ta iH. y 90-x
poKax 3’SIBMJIMChb TIOBHOI[iIHHI 00pa3oTBOpYi i MOBHOKOJIbOPOBI pPOOOTH,
BUKOHAHI 3 BUKOPUCTAHHSIM I1epCOHAIbHOTO KOMIT I0Tepa.

HuyHi TOHATTS KOMIT'IOTepHOI rpadiky IOTPAKTOBYETHCS MO-Pi3HOMY:
SK OOMH 3 HaNMNONyJASIpHIMX HampsaMmiB computer science (JIuryH, &
[llymeiiko, 2010); obysacTb 3HaHb, KA BMBYAE i pO3po0bJsie 3acobu i MeToau
CTBOpPEHHS i IepeTBOpeHHS TpadiuHMX 00’€KTiB 3a JTOIOMOIOK KOMIT I0Tepa
(Moposenko, & BwuiiHeBcbkuii, 2013). Haiibinbil 1oBHe BM3HAUEHHS IIbOTO
MoHATTST mpexncrtaBiaeHo VY. E.KapscoHom: 1) rpadiuHi 300paskeHHS, 0
BUBOJISITbCSI HA €KpaH AUCIUIes], TIoTep abo mpuHTEep; 2) BUBUEHHS METO/IB,
1[0 BUKOPMCTOBYIOTHCS IS OTPMMAHHSI TaKOTO 300paskeHHSsT; 3) BUKOPUCTAHHS
KOMIT 10Tepa [JiJisi CTBOpeHHS i1 00po6KM rpadiuHmux 306pakeHb Ha BifleoeKpaHi,
SIK y TexHikax aHimallii abo BMpOOHMIITBI ayioBidyasbHMUX 3aco6iB (Carlson,
2017).

Komm’'ioTepHuit Au3aitH BM3HA4aloTh, K cdepy mausaiiHy, B SKOMY
3@ OCHOBHMI iHCTPYMEHTY XyAOXXHbOTO KOHCTPYIOBAaHHSI Ta MPOEKTYBAHHS
cayrye komir'iotep (BoposHa, & Iludbpun, 2007). KaouyoBUM MOHSTTSIM, IO
BM3HAUYa€ 0COOGIMBOCTI IIbOTO BUAY XYAOKHBbOI TBOPUYOCTi B CJIOBOCITONyUYeHHi
«KOMIT'IOTepPHUIT nOu3aliH», € TIOHSITTS <«Iu3aiH», MO € MIpodeciiiHuM
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MOZe/JIIOBAaHHSIM 30BHIIIIHbOI CTOPOHM (BUTJISIAY, 3By4YaHHS i T.iH.) peaJibHUX i
BipTyaJIbHMX 00’€KTiB i Cy0’€KTiB MOBCSIKIEHHOI KYJIbTYPU, CTBOPEHHIM (HUHI
HepiAKo 3a IOMOMOroK KOMII'I0Tepa) MOAHOIO CUMIyeTy 3 MEeTOIO MigBUIIeHHS
yCIIixy TpeseHTallii ¢eHOMeHIB Ili€ei KyJbTypu 06e3 MpSIMOTO 3B’SI3Ky 3 iX
dbyHKIIi€t0, 3MicTOM i cemioTMuHMM 3HaYeHHSIM (OctanuH, 2004).

[MousaTTs 1MdbpoBOro AM3aiHy € MuUpIMM. BiH Moske o3HauaTu: 1) mpoiecu
MPOEKTYBaHHS rpadiku, au3aiH-00’€KTiB HABKOJIMIIHBOTO OTOYEHHS abo
BipTyaJibHMX 00pasiB y CepemoBMIIi IOMOBHEHOI/BipTyaqbHOI peasbHOCTI
i3 3aCTOCYyBaHHSM iMepcCiiiHMX 3D-TeXHOJIOTil i cIieliaJibHOTO MpPOrpaMHOro
3abesneueHHsT Hu@poBoi 0OpoOKM Ta reHepalii 300paxkenp (lapmabxanse,
2019); 2) po3pob6Ky 3aco6iB, cucTeM Ta MPUIALiB MiKpOeJeKTPOHiIKM; 3) OMuc
OCHOBHMX IIPMHLMIIB CTBOpPEHHS €JeKTPOHHMUX IIPUCTPOIB 1 IIPOLeciB
MPOEKTYBaHHS LMdpoBux cxeMm i migmcucrtem (Harris, & Harris, 2013).
B 3arajibHOMY pO3yMiHHi 1ie TIOHSITTSS MO’KHA IIPeNCTaBUTU SIK IIPOEKTHE
3aCTOCYBaHHS LM(POBUX TEXHOJIOTiM Yy pisHOMaHITHMX cdepax CydacHOTO
OU3aiiHy — po3poOli eneMeHTIB i cucrtem iHGOpMAaIliifHOTO IIPOCTOPY,
MyJIbTUMEia B CEpeNOBUITHOMY ¥ €eKCIIO3UIIfHOMY [OM3aiiHi, po3poOii
MMPOMMCIIOBUX BUPOOiB, HACHMUEHUX IHTEPAKTUBHMMM  MOSKIMBOCTSIMU
(/IaBpeHTBhEB M 1p., 2016). V 3acToCyBaHHI UMMPPOBUX TEXHOJIOTi/ MMUCTEITBO
TaKOXX BaK/IMBe, aIke BOHM 3aCTOCOBYIOTBCSI MMCTEIBKMM CIIOCOOOM,
MajicTepHUM CreliaaicToM, 10 Bojofie uudpoBum pemeciom. Ha BimmiHy
Bif TpamuiiiHOro 06pasoTBOPUOro MMUCTENTBa LM@pPoBe Mae MPUHLMIIOBI
BigMmiHHI ocobamBocTi: mudpoBuit ¢opmar, aHagoroBa dopma CIIPUITHSITTS
iHbopmaiiii, BisyaqbHMII XapakTep IMOBiJIOMJIEHHS, a TaKOX TaKi BJIAaCTUBOCTI
SIK 6e300’€KTHICTb, MOCTYIHICTh [JisI pedaryBaHHS, JIETKiCTb BUIaJeHHS,
CTBOPEHHS iIeHTUYHUX KOTIil i iX MHOXXMHHICTb, 110 MPU3BOAUTDH A0 MacOBOTO
BigTBOpeHHS. OTXe, B LMU(GPOBOMY MMCTELTBI XYyIOKHUK BUKOPUCTOBYE
undpoBi TexHosorii (6a3y0ThCS Ha IBiMKOBOMY KO[Ii), i HajtuacTimie 3a Bce —
11e KOMIT I0Tep.
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3BakaluM Ha Te, IO CyyacHMII GisHec BMMarae Bif HM@pPOBUX Oy3aiiHepiB
pPi3HOTO CIIEKTPY BMiHb II0 CTBOPEHHIO TaKUX iHHOBALiiHUX IIMPOBUX
MPOAYKTiB, aHAJIOTIB [/ SIKMX Iife He OyJIo y MpocTopax Lu(poBOro CBiTy,
MArOoTOBKA 3 KOMITIOTepHOi rpadiku 3m00yBauiB BMIIOI OCBITM Mae€
Opi€HTYBaTUCS Ha CydyacCHi TeHAeHIIii IMPPOBOro MUCTEIITBA.

Anani3 iHbopMalliitHux pecypciB (caifTiB, opTasiB, IIaTGOPM) 3 TEMATUKU
1MdpPOBOTO MUCTEITBA [O3BOJMB BUIUIMTM Taki TeHHeHIii Iiiei ramysi:
BipTyaJibHe MMUCTEITBO, 3D-IpyK, mporpamMHe 3a0e3IledYeHHSI 3 BiIKPUTUM
KOJIOM, MUCTEILITBO LIITYYHOTO iHTeJeKTy, MoeAHaHHs 2D-aHiMallii 7 cydacHUX
TeXHOJIOriii, 3D-KMBOMMC, irpoBUii AM3aliH.

BipTyasbHe MucTenTBO HabOYyJIO IOIYJSIPHOCTI B cepenyui XX CT. 3aBOSIKA
HOBMM TEXHOJIOTIYHMM Ta KOMYVHIKalliflHMM po3poOKaM. BipryanbHe



MMCTELITBO CTOCYETbCSI XYOOXHIX Ta €eCTeTMYHMX [POMO3ulliii, SKi
PO3POOJISIIOTHCS B HeMaTepiaJbHOMY Ta Hedi3MuHOMY KOHTeKCTi. Lle o3Hauae,
III0 BOHO CTOCYEThCSI TBOPiB MMUCTEIITBA, SIKi He € «06’€KTOM» y CeHCi CBOei
MaTepiaTbHOI IMIPUCYTHOCTI, @ 3aMiCTb IIbOTO € edheMepHUMM 00’ €KTaMMU, SIKi HE
iCHYIOTB IIOCTiiIHO i € TUMYACOBMMM. BipTyasbHICTh Y MUCTEITBI TAKOX MOXe
OyTM IIOB'sI3aHa 3 TBOPAMM, SIKi JOCTYIIHi JiMIlIe 3a IIEBHUX YMOB, i, OT;Ke, BOHU
OyoyTh MOBHOLIIHHMMM y CBOEMY XYIOOXXHbOMY Ta €CTETMUHOMY CEHCi JuIie
TOMi, KOJIM [0 HbOTO 3BEPHEThCSI T'POMAACHKICTb, HAMNPUKIAL, TBOPU
MepeskeBoro mucrentBa (Albuquerque, & Almeida, 2012). IIpuki1agoM Takoro
MucrenTBa € cuHTeTMuHa ranepes «FEELINGS», Ha gkiii Ha Mozilla Hubs
(https://hubs.mozilla.com/Tqygwlx/feelings) MpeacTaBieHa undpona
BMCTaBKa TBOPIB IIeCTU XYIOXHMKIB Aaajiao, MeTbio I'anTta (puc. 1), Knayaii
Xapr, JIaXKyne Makwminnian, Maptinu MeHeron Tta Kati Illynbl. 3amuciaeHo
3aIIOBHIOIOUM Oe3Ti/IeCHMII IPOCTip BipTya/lbHOIO, MPEACTABIEHI XYIOXKHUKA
CTBOPIOIOTh HOBi MOZI€JIi B3a€EMOZIii MiXX ITpeiMeTOM, CO60I0 Ta iHIIVMA.

W T
: N

Puc. 1. BipryanbHa po6ora Metpio I'anta ByziBHuuTeo (919) - ckpiHHJOT 3
https://hubs.mozilla.com/TqygwLx/feelings

3D-apyk 3aBAsku moHaf 80 BMpoOHMKaM 3D-MPUHTEPIB i JecsiTkaM TUCSY
MiATIPUEMCTB, MOOYA0BaHMX HA OCHOBI Te€XHOJIOTii 3D-ApyKy He 3MeHIIIyE CBOiX
00epTiB po3BUTKY. K IMPOrHO3Y€ TiraHT MPOrpaMHOro 3abe3rnedyeHHs ajs1 3D-
npyky AMFG, y Haibaukdi poKM ramaysb CcTaHe Ime GisbIl pi3HOMaHITHOM.
[Tpo/IoBKYBaTUMYTh 3’ SIBJISITUCSI 3aXOIUIIOIOUi HOBi TexHosorii — Bifg 3D-ApyKy
KpeMHieM Ta MeTaJioM 0 TePMOIJIACTUYHMX ITOJiMepHMUX BOJIOKOH Ta HaBiThb
KOMMO3UIIIMHUX MaTepianiB, npusHaueHux pns 1apyky (The Additive
Manufacturing Industry Landscape, 2019). Ilpuknamom, IO iJIIOCTpye
MMCTeNTBO 3D-ApyKy, MOXXKHA Ha3BaTu poboTy Mikaenu [IxkaHce BaH ByypeH
«XpusaHTeMa».
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Ilepexim umdpoBuMx au3aliHepiB OO IPOTPAaMHOrO  3abe3IredyeHHs
3 BIIKPUTUM KOIOM € BaXXJIMBOKW TeHAEHI[I€l0 OCTaHHiX pOKiB. Bemnuki
KOMIIaHiil BiIKpMBAIOTh BUXiTHMIA KOJ IJISI CBOTO IPOTPAMHOro 3abe3rneueHHs.
Hampuxknan, Intel mae Bmacumii lleHTp TeXHOOTiA 3 BigKpUTUM KOZOM
(https://01.0rg), a Pixar Hapmaa BUXigHMIA KOO OIS CBO€EI TeXHOJIOTii aHiMaii
Bigkpuia CBOI aHiMalliiHi TeXHOJIOTi1
(https://github.com/PixarAnimationStudios). 3pocTa€e KiJIbKiCTb aKTUBHUX
KopuctyBauiB Blender y cBiti (Siddi, 2020).

MucTelTBO ITYYHOTO iHTe/IeKTY (MUCTELITBO HeIPOHHUX MepeXX) — 1ie HOBa
dbopma MHUCTEITBA, CTBOPEHA 3a JOIIOMOIOI0 PO3YMHMX aJTrOpPUTMiB. BoHO
rmovyajo OypX/JAMBO pO3BMBATUCS i MmigHiMaTtu I1ikaBi ¢isocodchKi MUTAHHS
Ipo Te, 1[0 B MepIly 4Yepry PO3yMI€TbCS MiJ, MUCTELTBOM. AJjie akioTaxk
HaBkoJyio mucTenTsa II, 9k mpaBuio, 3a0yBae abo irHopye Toi (akT, 0 KO,
110 cToiTh 3a I, MoBMHEH CTBOPIOBATHCS B eIy uepry JoabMmu. [Ipukiagom
TaKoro MucrenTBa € pobora «IlopTper Egmona Benmami», sika 6yna mpomaHa
Ha ayKIioHi 3a 432 500 gonapiB (McFadden, 2019).

3 nommupeHHSIM TexHOJOoriin 3D-aHimalii 2D-aHimMaliis movazia 3aHenagaTu,
npoTte rnoegHaHHS 2D-aHimallii 7 CydyacHMX TEeXHOJIOTiVi Hajaiu 11 HOBOTO
nuxaHHs. e sickpaBo Bimobpasmiiocs y rpadini mynbTdinbmy «Kimayc», me 6ymio
BUKOPUCTAHO SIKICHMI MIeiAiHr (3aTeMHeHHSI ab0 BUCBITIEHHSI OKpPeMMX
IIJITHOK ITpY CTBOpeHHi 300paskeHHs) (Failes, 2019).

3D-KMBOMMC BK/IKYA€E€ CTBOPEHHSI Ta MaHimy/aooBaHHS 3D-1uudpoBuMU
MOJeISIMM Ta TeHepyBaHHS 300pakeHb Ha OCHOBi 3MO[JeIbOBAaHOI B3a€EMOii
CBiT/IIA, MaTepiaiiB, MOBEPXOHb Ta Kamepy. PO3BUTOK 1IbOTO BUAY LIM(PPOBOTO
MMCTELITBA IIOB’SI3aHMII 3 BMKOPMUCTAHHSIM BipTyaJIbHOI  peajbHOCTI,
HaIIpUKJIAJ y poboTax TaKuX XYOOXKHMKIB SIK AHJpiit Ymkxa3i Ta OnekcaHapa
['opuMHCHKI.

UX-ausaitH 3aBOSKM TIOCTiliHiN IOTpebi B YIOOCKOHAJEHHi 103a6isiTi
Iu3aliHepCcbKOl MPOAYKIIii TaKOX 3aJMIIAIOThCS KIUYOBMM TPEHIOM
cyyacHoro 1udpoBoro mucrelrBa. UX-MPOEKTYBAaHHSIM Ha3MBA€ETbCSl BILIUB
Ha BiIUYTTS 1 MOBEAIHKY KOPUCTYBAUiB ILISIXOM CTBOPEHHSI i B3a€EMHOIO
y3roJkeHHsI TUX eJIeMeHTIB, sSIKi BIUIMBAIOTh HA IOCBig B3a€MO/Iii KOPMUCTYBayiB
3 KOHKPETHOI0 KOMIIaHi€l. [0 umciaa Takux ejeMeHTiB BigHOCSIThbCsT (i3muHi
00’eKTM (HaIIpUKJIaJ, peajbHi TOBapy i yIakoBKa), 3ByKOBi 00’e€KTU (pekiama,
XapaKTepHi My3uuHi (parmMeHTM) i HaBiTh 3amaxy (apoMaT CBiXKOCIIEUEHOI'O
xj1iba B KpamHuiii). Kpim Toro, cioayu BiZHOCATBHCSA i HeMaTepialbHi 00’ €KTH,
3 SKMMM KOPMCTYBau MOXXe B3a€MOIiSITH, Hampukiaan 1udpoi iHTepdeiicu
(Beb-caiiTu, momaTKu IJiS MOOiIbHMX TenedoOHiB), Ta, 3BMUYAHO, JIOAU
(TpenCcTaBHUKYM CAY>KOM MiATPMMKM, MponaBili, Apy3i i pomuui) (YHrep, &
Yenmnep, 2011). BnacHe pospobka mudposux intepdeiiciB (Ul-musaiiH) i €
MPOMYKIIi€I0 CYy4yacHOTo IM(GPOBOrO XyAOXKHMKA. AJKe IiIJIKOM AOIiJIbHO
BBaKaTu  MMUCTELTBO MalCTepHICTh 3pOoOMUTM B3aEMOil0 KOpuUCTyBaua i3
MPOAYKTOM  HaiOGiJbll  TMPOCTOI0, 3pO3YMiJIOIO, 3aBIASIKM  €CTEeTUUHO
npuBabsmBoMy i 3pyuyHomy iHTepdeiicy. Hapasi akuent y UX/UI-musaitHi
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poOUTHCS Ha afalITMBHOMY IM3aiiHi iHTepdeiiciB, aHiMaIllii Ta BUKOPUCTAHHI
3D-eeMeHTIB.

IrpoBuit mu3ajiH BKJIIOYAE IIMpIIe I10jie PO3pOoOKM Bimeoirop i crocyeTbcs
BUKOPUCTAHHS TBOPYOCTi Ta AM3aiiHy IJISI pO3pOOKM TPy B pO3BakaabHUX abo
OCBiTHiIX wimgx. BiH mepembayae CTBOpPeHHS irpoBMX CepemoBMIIIL,
TepPeKOH/IMBUX iCTOPiii, MepCOHaXiB, irpOBUX IMpeAMETiB (IIPOIICiB) Ta 00 €KTiB
(aceTiB), SIKi COPUSIOTH B3a€EMO/i1 3 IHIIMMM I€PCOHAKAMM, KOPUCTYBAaYaMU U
06’exkTamu (puc. 2).

JOTMYHMMM [0 irpoBOro Au3aiiHy HampsiMOM LM(PPOBOrO MUCTEITBA €
KOHIIENIT-apT Ta AOu3aiiH IepcoHaxiB. KoHuemnT-apT - 1me Bup idrocTpariii,
OCHOBHOIO METOI0 $SIKOl € BMPAsUTM Bi3yaJibHY IOEeMOHCTpPAlil0 HaCTPOIO
IJISI BUKOpUCTaHHSI v difibMax, Bifeoirpax, aHiMallii Tomio [Jsi Bisyasisaliii
KOHLIENITYaJIbHO1 YMKM Tlepef, KiHIeBUM MPOAYKTOM. KOHLIeNnT-apT TakoX Mae
Ha METi JaTy ysIBJIeHHS PO Bi3yaJibHUI PO3BUTOK Ta KOHIIENTYaJIbHUI AM3aiiH
ySIBU XyOdOKHMKA. TepMiH «KOHIIEINT-apT» BiTHOCUTBCS TAaKOX 0 OpraHisaiiii
TepCcoHaxiB y BigmosimHomy cepemoBuiii (Shamsuddin, Islam, & Islam, 2013).

Puc. 2. IIpuknapg irpoBoro ausaiiHy — jineHsis Creative Commons
(https://snappygoat.com/0/1bbc8f50a2be19681d0e0684d06ae83e3a38885e/minecraft-

video-game-blocks-block-1106261.png)

Iv3aitH mepcoHaxiB (puc. 3) — CTBOPEHHSI KOroch ab0 UOroch, IO, B3STO
B KOHTEKCTi JI0T0 OTOYeHHS, BUKIIMKAE Y ayaAUTOpii BIIeBHEHICTb, peakliilo umn
OuikyBaHHSI 1m0A0 (izMuHOi OymOBM, XapaKTepa Ta OCOOMCTOCTI TBOPiHHS.
Sk 3a3Havae [I. 3erminiep «aM3aiiH IMepCOHAXiB — 1Ie Bce Ipo ifei Ta Te, SIK iX

noegHatu» (Seegmiller, 2018).
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Puc. 3. KoHnenr-apT nmepcoHaxiB — JjineH3is Creative Commons
(https://commons.wikimedia.org/wiki/File:Variance_in_character_design_-

_Lia_Turtle, Shain, and_Cendrea_from_Chaos%26Evolutions.png)

OTxXe, pO3BUTOK LM(PPOBUX TEXHOJIOTi MPU3BOAUTDb 0 YPi3HOMAaHITHEHHS
¢dopm 1umdppoBoro MucrenTBa. HaitnmommpeHinii 3 HMUX HaBeOeHi Buile i
CIIOHYKAIOTh A0 IIePeOCMUCIEHHST 3MiCTY MiITOTOBKY 3 KOMIT I0TepHOi rpadiku
Ta 1udpoBoro ausaitHy. lle Oyno 3pobGaeHO TIpM PO3pOoOI  3MicTy
3 KOMIT'IOTepHOi TpadikM y TMpoleci MiAroTOBKM 3000yBadiB OCBiTHBOI
nporpamu «LndpoBuit nu3aitH». 30KpeMa 0yJ10 BIPOBAIKeHO TaKi 000B’I3KOBI
OCBiTHi KOMMOHEHTU SK «IIpOeKTyBaHHSI KOPMCTYBALIbKMUX iHTepdeiiciBy,
«lIndpoBe AM3aiH-NIPOEKTYBAHHSI» Ta BUOIPKOBI KOMIIOHEHTM «BcTym 1o
undpoBoro musaiiHy», «L[ubpoBuit KMBOIMC OCHOBAMM KOJbOPO3HABCTBA»,
«Komm’'oTepHi aHimaiiiiHi TexHosorii». Ha 2-mMy Kypci 6y/0 IIpoBemeHO
HaBYaJbHY MpPaKTUKy 3 aucuumuiinu «Komir'iorepHa rpadika», Mg yac sKoi
CTYyIeHTU HabyBa/iM MPaKTUYHMUX YMiHb 3 OBOJIOAIHHS TeXHOJIOTi€el 3D-
CKaHyBaHHY Ta 3D-ApyKy.

Iis yCImimHAoi poboTy 3 KOMIT IOTEpHOI Tpadikoio CTyaeHTaM IOTPiOHO
OBOJIONITM TPaAULiAHMMM 3HAHHSIMM 3 O0OpPa30TBOPUOrO MMCTENTBA i
BMiHHSIMM 3aCTOCOBYBaTM iX JJjIsI CTBOpPeHHSI LMQPOBMX TIPOAYKTIB
3a IOTIOMOTOI0 KOMIT' IOTepHMX TIporpaM Ta LudpoBoi TexHiku. Ha Hamry
ITYMKY, daxiBIleBi 3 KOMIT I0TEpHOI rpadiku moTpioHe:

1. 3HaHHSI OCHOB XYyOOXXHBOT'O MMCTELTBA: KOMIIO3MIIii, KOJOPUCTUKH,
MepCIreKTUBU, MPOIOPILiii, CBIT/IOTiHi.

2. BonmominHs 6a30BMMM HaBMUYKAaMM MaIOHKA Bif pyku: poboTa JIiHi€0 K
BUpakaJbHMM 3ac0600M rpadiku, ecKizaMy Ta IITPUXYBAHHSIM.

3. 3IaTHICTb TBOPYO MiAXOOUTU OO CIIpaBM: MOLIYK Ta FeHEPYBaHHS ifeii,
MOHITOPMHI CyYaCHMX TpeH[iB o006pasoTBopyoro mmucrenTBa. daxiBelb
TIOBMHEH OYTM B KypCi BCiX HOBOBBEJIE€Hb, 1100 3aUIIATHCS 3aTpeOyBaHMM.

4. BinbHe BoOiHHS TpadiuHMMM pelakKTopaMM [IJisi CTBOPEHHS pacTPOBUX i
BEKTOPHUX, 2D- i 3D-300paskeHb.

5. YMmiHHA 3acTocoByBaTH HMGPOBI TeXHOJOrii AJjs1 BTiJIeHHS CBOIX imeii:
MajioBaT Ha rpadiyHOMy IIJIaHINIETi, BMKOPMUCTOBYBATU TEpPCOHAJIbHUIA i
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TepcoHabHMII KOMIT I0Tep, MPOEeKIIifiHy TexXHiKy, ¢oToarmapar, IPUCTPOI JIst
VR- ta AR-peanbHOCTi, CKaHep i IPUHTEP, Y TOMY 4nciai 3D Toiro.

BUCHOBKU

AHaji3 KIIOUOBUX MMOHATH IIMGPOBOTO MMUCTELTBA Ta MOro TeHAEHIIi
IO3BOJIMIM BUIIUTY CYy4acHi HAMpsIMM PO3BUTKY HM(PPOBOro MUCTENTBA TaKi
SK BipTyaJibHE MUCTENTBO, 3D-ApyK, mporpaMHe 3abe3reueHHs 3 BiIKpUTUM
KOAOM, MUCTEIITBO LITYYHOIO iHTeJIeKTY, MoegHaHHs 2D-aHimallii 7 cyyacHux
TEXHOJIOriii, 3D-KuBOMNC, irpoBuii nusaiiH. HuHi cneniasicTt 3 KOMI ' IOTE€PHOI
rpadiku Ta UM@GPOBOro OM3aiiHy IOBMHHI He JMIle BMITM peTyIIyBaTU Ta
MaJIIoBaTy 300pakeHHSI B y rpadiuyHoMy pegakTopi, poobutu 3D-mopeni i
peaslicTMuHi  Bisyami3aliii, mpaipoBaTu 3 TIpeaMeTHOI0 (oTorpadiecio,
CTBOPIOBAaTM KpeaTUBHI KOHIIEIIlil i MoKa3yBaTu CBOI ifgel Ha ckeTdax, a ¥
BOJIOZIiITM 3acobaMy ITporpamMyBaHHS rpadiku, po3pobku VR- Ta AR-IIPOEKTIB,
BipTyasibHUX Ta 3D-MajalOHKIB Ta TexXHoJoriasMu 3D-npyky. Tomy 3MicT
MATOTOBKM 3 KOMITIOTepHOI rpadiku Ta 1mudpoBOro namu3aiiHy Mae
nepenbavyaTyi O3HAMOMJIEHHS SIK TPaAULIIAHMMM 3HAaHHSIMM 3 06pa30TBOPUOTO
MMCTeITBa Tak i 3 HMOPOBMMM TEXHOJIOTiISIMM Ta MPOTPAaMHMMM 3acobaMu
CTBOpPEHHS Pi3HOMAaHITHOI 1MppPoBOI mpoAaykKilii. [lepcriekTMBaMM IMOOITBIINX
IOCTiIKeHDb € IMOCTiiHMIA MOHITOPMHT TEH[EHIIi Y IMPPOBOMY MUCTELTBI Ta
OHOBJIEHHSI 3MIiCTy OCBiTHBOI mporpamu «ludpoBuii mms3aitH» Ta 3MICTy i
repestiky 000B’SI3KOBMX Ta OCBiTHiX KOMITOHEHTIB IIi€i ITporpamMu.
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