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AnoTtania. CTaTTs OpuUCBsSYEHA aHAJI3Y POJl PUCYHKY Ta
KUBOMKCY y (GOpPMYBaHHI TU3aiiHy MEPCOHAXKIB y KOHTEKCTI
CydacHOI YKpaiHChKOi JH3aiiH-OCBITH. PO3KpUTO 3HaueHHS
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aKaJeMIYHOI XyJOKHBOT MiIFOTOBKHU SIK OCHOBH JIJIsl PO3BUTKY
BI3yaJIbHOTO MMCJICHHS, TBOPYOi YSIBM Ta 3HAaTHOCTI [0
CTHIII3AIl1, IO € KIFOUOBUMH JjIsl PO eCiitHOT MISTIBHOCTI Y
cdepi character design. BuzHaueHno, 1110 pucyHok 3abesmneuye
dbyHIamMeHTanbHI 3HAHHS 3 AaHaTOMii, NEpPCHEeKTHBH Ta
KOMIIO3HIIii, TOAl SIK >KUBOMHC (OPMYE BIAUYTTS KOJIBOPY,
TOHAJILHUX BIJIHOCHH 1 BUPA3HOCTI XyI0KHBOTO 00pasy. Ha
OCHOBI aHaJIi3y HaBYAJIBHUX MPOrPaM YKpPaiHCHKUX 3aKiIajliB
BUILOI OCBITH Yy Taly3l JW3aiiHy MPOCTEKEHO CydacHUH
CTaH MIATOTOBKM MaiOyTHIX JAu3aiiHEpiB, BU3HAYEHO
MO3UTUBHI TEHCHIIIT Ta HasgBHI mpobiaemu. OcoOIuBy yBary
MPUIIICHO BIUIMBY HHU(PPOBUX TEXHOJOTIM Ta TOEIHAHHIO
TpaJuIIMHUX 1 UPPOBUX 3acO0iB Yy HaBYAIBHOMY TPOIIEC,
IO PO3LINPIOE MOXIIMBOCTI CTBOPEHHS Bi3yaJlbHUX OOpa3iB.
OxkpecneHo MepCreKTUBH PO3BUTKY METOAMK BHUKIIAJaHHS,
Kl CHPUATAMYThH IHTErpalii aKaJeMiyHOTO PHUCYHKY Ta
KHUBOIUCY 3 TU(PPOBUMHU IHCTpPYMEHTaMH, 30Kpema 3 2D- Tta
3D-rpadikoro, aHIMaIli€r0 Ta KoHIeNT-apToM. [ligkpecieHo
BOXIUBICTh  30epekeHHs OalmaHCy MK  KIACUYHUMHU
XyIOXKHIMU JUCIUTUTIHAMH T4 HOBITHIMH TEXHOJIOTISIMH JIJIsI
(dhopmyBaHHSI KOMIUIEKCHUX TPO(ECIHHNX KOMIIETEHTHOCTEH.
3po0iieH0 BUCHOBOK, IIO0 CHUCTEMHE IO€IHAHHS PHUCYHKY U
YKUBOTIMICY 3 IHHOBAI[IMHUMHU ITiIXO/IaMH 37aTHE 3a0€3MeUnTH
BUCOKHH PIBEHb MIATOTOBKU TU3ANHEPIB-TIEPCOHAKHUKIB B
VYKpaiHi Ta CpUsATH 1HTETpallii HaIllOHAJIBHOI JU3aiH-0CBITH
Y CBITOBHUH OCBITHI! Ta KYJIBTYPHHUUA TPOCTIP.

KurouoBi cjioBa: 1u3aiiH mepcoHaxiB, pUCYHOK, dKHUBOIIUC,
yKpalHChKa IU3aifH-0CBITa, KOHIIENT-apT, U (POBI TEXHOIOT,
Bi3yaJIbHE MUCIICHHS, Xy[I0XKHSI I IroToBKa, character design.

Abstract. The article analyzes the role of drawing and
painting in shaping character design within the context of
contemporary Ukrainian design education. It highlights
the importance of academic art training as a foundation
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for developing visual thinking, creative imagination, and
stylization skills, which are essential for professional
character design practice. Drawing provides fundamental
knowledge of anatomy, perspective, and composition, while
painting develops a sense of color, tonal relations, and
artistic expressiveness. Based on an analysis of curricula in
Ukrainian higher education institutions specializing in design,
the current state of character design training is examined,
emphasizing both positive tendencies and existing challenges.
Special attention is given to the impact of digital technologies
and the integration of traditional and digital media in the
learning process, which expands the possibilities for creating
visual imagery. The article outlines future perspectives for
teaching methodologies that combine classical drawing and
painting with digital tools, including 2D and 3D graphics,
animation, and concept art. The importance of maintaining
a balance between traditional artistic disciplines and
modern technologies is stressed, as it ensures the formation
of comprehensive professional competencies. The study
concludes that the systematic combination of drawing and
painting with innovative approaches can provide a high level
of training for character designers in Ukraine and contribute
to the integration of national design education into the global
educational and cultural context.

Keywords: character design, drawing, painting, Ukrainian
design education, concept art, digital technologies, visual
thinking, art training, character development.

Beryn. V cywyacHOMy CBITI M3aiiH MEPCOHAXIB MOCiAae
BOXJIMBE MICIIE Y Bi3yallbHIA KYJIBTYpi, TIOETHYIOUN y COO1
XyJIO’KH1 TpaauIlli Ta HOBITHI (poBi TexHoorii. [lonuT Ha
¢axiBiiB y 1iit cepi 3pocTae 3aBASKA AKTUBHOMY PO3BUTKY
IHAyCTpil aHiMalii, Bigeoirop, KiHemarorpady, pekIamu
Ta Memia-apty. BomHowac ocHOBOW it (OpMYyBaHHS
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npoeciiHuX KOMIIETEHTHOCTEN TU3aiiHEPiB-TIePCOHAKHUKIB
3aJTUIIAIOTHCS KJIACHYHI XYIOXKHI AUCHUTUTIHA — PUCYHOK Ta
JKUBOIIUC, sKI 3a0e3meuyroTh (yHIaMeHTaldbHI 3HAHHS Ta
MPaKTUYHI HABUYKH, HEOOX1TH1 JJ11 CTBOPEHHSI TIEPEKOHIIMBHUX
1 BUpa3HHUX 00pa3iB.

BuB4YeHHS pPHCYHKY pO3BUBAE IMPOCTOPOBE MHCIICHHS,
3HAHHS aHATOMIii, KOMIO3MIIT Ta KOHCTPYKTHBHOI 1OOYy10BU
dopmu, TOmI SAK SKUBONHC (POPMYE BITUIYTTS KOIBODY,
TapMOHII Ta BHUPAXKAJIBHUX 3aCO00IB XYJAOKHBOTO 00pasy.
Came noegHaHHS WX AUCIUILIIH 3a0e3nedye GopMyBaHHS Y
CTYZIEHTIB KOMIUIEKCHOTO B13yaJIbHOTO MUCJIEHHS], SIKE € 0a3010
JUTsl TBOpYMX MOITyKiB y character design.

CydacHa yKkpaiHChbKa JM3aifiH-OCBiITa TmepedyBae Yy
mporieci akTUBHOI TpaHchopmarlii, O 3yMOBJICHO BIUTMBOM
robanizaiiHuX TpoleciB, Iudposizalii Ta iHTErpami y
CBITOBUH OCBITHIN mpocTip. Lle cTBOproe HOBI MOXIUBOCTI
JUISE PO3BUTKY METOJUK BHKJIAJIAaHHS Ta BIPOBAKEHHS
1HHOBALIIHUX IM1IX01B, BOAHOYAC CTABJISYH ITEPe/] 3aKIa1aMu
BUIIOI OCBITHM BHUKJIHMKH MO0 30epekeHHS OanaHCy Mix
KJIACHYHOIO IIIKOJIOKO Ta Cy9aCHUMHU U(PPOBUMU MTPAKTUKAMHU.

AKTYyaJIbHICTh AOCJIiIKEeHHSA 3yMOBJIEHA
HEOOXI/IHICTIO BHM3HAUEHHS pOJI PHUCYHKY Ta IKUBOMHCY
y mpodeciiHiii mATrOTOBHI  IM3aliHEPIB  TEPCOHAXIB,
aHajidy Cy4YacHOTO CTaHy YKpaiHChKOI JW3aiiH-OCBITH
Ta OKPECJICHHSI TEpPCHNEeKTUB 1i IMOAANBIIOTO0 PO3BUTKY 3
ypaxyBaHHIM IHTerpamii TpaauuiiHuX 1 TUPpPOBUX 3acO0iB.

IlocTanoBka npo6semu. CyyacHa qu3aifHEpChKa OCBITA
B YKpaiHi CTUKA€ETHCS 3 BUKIUKOM (DOpMyBaHHS y 37100yBaviB
muTicHoro  posyminag crnenuiku character design sk
OKPEMOTO HampsMy Bi3yaJdbHOTO MUCTElTBa [2, ¢.102-128; 4,
c.10-85]. Lls nucuuIiina MOeaHY€ XyI0XKHI, ICUXOJIOT1UHI Ta
TEXHOJIOT1YHI aCTIEKTH, 1[0 TIOTPEOYE BiJ] CTYACHTIB TUPOKOTO
CTHEKTpa 3HaHb 1 HAaBUYOK. BaKIMBOIO CKIIAJOBOIO I[HOTO
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IpoIecy € IHTerpailis AUCIUIUIH «PucyHok» 1 «KuBomuc»
y mpodeciiiHy MIATOTOBKY XYIOKHUKIB 3 Bi3yaJbHOTO
obpazy (Visual Development Artists). Came 11 HaBYabHI
Kypcu 3a0e3neuyroTh 0a3zy Il CTBOPEHHS MEPCOHAXIB 3
MEPEKOHJIMBOIO  TIACTHKOK, TapMOHIHHOK  KOJIBOPOBOIO
CTPYKTYpOIO Ta BHUPA3HUMHU  XYAOKHbO-CTHIICTUYHUMU
xapakTepuctukami [6, c¢.20-65; 8, c.50-78].

PucyHok sik akaieMigyHa 0CHOBa OpMY€ 3HAHHS 3 AaHATOMIT,
MPOTOPIIIHA, KOHCTPYKTHUBHOT TOOYI0BU (hOPMH Ta MPOCTODPY,
JI03BOJISIE  BIJIMIPAIIOBAaTH BMIHHS 300pakaTW TEpPCOHaXKa
B PI3HMX T03aX 1 pakypcax, pO3BUBAE CIOCTEPEIKIHUBICTH
1 po3yMiHHA 00’eMy. JKWBOMHC, y CBOIO Yepry, PO3BHBAE
BITYYTTS KOJBOPY, CBITJIOTIHI, KOMMO3UIIHHOI MHUIICHOCTI
Ta XYIOKHBOI €KCIpecii, 1Mo J03BOJISIE CTBOPIOBATH OLIBII
E€MOIIIHHO HAaCHYEHI1 Ta Bi3yaJbHO MpUBAaOIMBI 00pa3u |2,
c.102-128; 6, ¢.20—-65]. CunTe3 1Iux quciuIuiia Gpopmye 6a3uc
JUISL IPOTICJICBTHKA B LLH:;aI?IHepCLKiﬁ OCBITI Ta IATOTOBKH
CTYJZIEHTIB J10 CTBOPCHHS YHlKaJ'IbHI/IX HGpCOHEl)KlB K1 MOXKYTh
OyTH peam3OBaH1 B aHiMaIli, KOMII' IOTepHUX irpax, OpeHa-
IU3aiiHi Ta ApyKoBaHUX memia [2, ¢.102-128; 11, ¢.34-60].

OmnaHyBaHHS JU3aliHy TEpPCOHaXIB € HEOOX1THOI
YMOBOIO TIJTOTOBKM KOHKYPEHTOCIPOMOXHOTO (haxiBIis,
3[IaTHOTO TPAIFOBATH HA MIEPETHUHI MUCTEITBA, TEXHOJIOTIN Ta
MapKeTuHry [5, ¢.45-67; 12, ¢.12-30]. YMiHHsA CTBOpIOBaTH
BIII3HaBaHi, (PyHKIIOHATBHI Ta €MOIlIfHO BUpa3Hi o0Opa3u
BU3Hauae TpodeciiiHy mepeBary CydyacHOTO AM3aifiHepa Ha
100albHOMY PHUHKY KpeaTHBHUX 1HIycTpid [12, c¢.12-30;
8, ¢.50-78]. 111 KOMIIETEeHTHICTb € 0COOJHMBO BaXKJIUBOIO IS
pO3pOOKH OpPEHIOBOTO TEPCOHAXkA, IHTEPAKTUBHUX TEpPOiB
B1JICOITOP, a TAKOXK ISl CTBOPEHHS KOHTEHTY JJISl COIIaIbHUX
MeJlia Ta peKJIaMHUX KaMIaHIu.

Bonoxainas npuanumamu character design, crimparodnch Ha
HaBUYKU PUCYHKY Ta KUBOIHCY, BIIKPUBAE MIUPOKUN CIIEKTP

204



APTIIPOCTIP.2025.Bu. 2 (6)

MOXJIMBOCTEHN 11s1 mpodeciiiHol peanizaiii — BiJ po3poOKu
aHIMAI[IHHUX TIEPCOHAXKIB 10 CTBOPCHHSI ali/ICHTUKU OPEHIIB i
MYJBTUMEIIHHOTO KOHTEHTY [6, ¢.20—65; 7, c.23—45]. Cy4acHi
TEXHOJIOT11, Taki K rpadiuHi MIaHmeTy, UGPOBI MEeH3I Ta
nporpamue 3abe3nedenns st 2D/3D-animartii, 703BOJSIOTH
IHTEerpyBaTl KJIacCHUYHI 3acoOM BHUPaKEHHS 3 CyYaCHHUMU
IHCTpYMEHTaMH, IO MiABHUINYE €()EKTUBHICTh HABYAHHS Ta
SIKICTh KIHIIEBUX MPOAYKTIB [7, ¢.23-45; 11, ¢.34-60].

[Tommpu odveBHOHY 3HAYYIIICTh AWCHUIUIIH PUCYHKY Ta
KUBOTIHCY, YKpaiHChKI 3aKJIaJli BUIIOI OCBITH CTUKAIOTHCS 3
psgom mpobniem y BukiananHi character design. Cepen Hux:
HEJOCTaTHS KUIbKICTh BUKJIQAa4iB 13 MPAKTUYHUM JOCBIJIOM
y koMmepiiiiHomy character design, oOmMexeHa marepiaabHO-
TexHIYHa 06a3a, BKIIOYAIOUU BiICYyTHICTh CydacHUX rpadiaHux
MJAHIIETIB Ta JIIEH31MHOrO0 MPOrpaMHOro 3a0e3MedyeHHs,
nedinuT yKpailHOMOBHUX OCBITHIX MaTepialliB Ta MOCIOHHKIB,
0 TIOETHYIOTh KJIacW4Hi Ta 1udposi migxonu [4, c.10-85;
15, c.12-34].

[Toctae HEOOXiTHICTH TIIMOIIOTO TEOPETHYHOTO i
MPAKTUYHOTO OCMHUCJICHHS POJIi PUCYHKY Ta XKUBOMHCY Y
dbopmyBaHHI IU3aliHy TEPCOHAXKIB Y CHUCTEMI YKpaiHCHKOT
JTU3aH-OCBITH, a TAKOXK PO3POOKH METOAUIHHUX ITiIXOIB, K1
3a0e3neyarh rapMOHIHE TIOETHAHHS aKaJACMIYHUX TPATUIIIN
13 mu(ppoBUMH 1HHOBAIIISIMU, BIJITOBITHO /10 BUKJIUKIB Yacy Ta
nmoTped nmpodeciitHoro puHKYy |5, ¢.45-67; 6, ¢.20-65].

MeTo10 CTarTi € BUSBICHHS POJII PUCYHKY Ta KUBOIUCY
y (opMyBaHHI KOMIETEHTHOCTEH 13 JM3aiHy NEPCOHAXKIB
y CHCTEeMi YKpaiHCBKOI JH3aifH-OCBITH, a TaKOXX aHalli3
CYy4aCHOTO CTaHy Ta BH3HAYEHHS MEPCTICKTUB PO3BUTKY ITi€T
aucuuriiagd. JlocnipkeHHs cpsiMoBaHE Ha OOTpYyHTYBaHHS
3HAYCHHS aKaJEeMIYHO1 XyHOXKHBOI MiJTOTOBKHU SIK 0a3u AJis
character design, BUBUEHHS B3aEMO3B 3Ky MK TPaIUI[I HHUMH
W mudpoBuMU 3aco0aMH  XyJOKHBOTO BHUPKECHHS Ta
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OKpECHEHHS MIIAXIB I1HTErpamii KIaCHYHUX JUCIUILUIIH 13
HOBITHIMHU TEXHOJIOT1SIMU Y HABYIBHOMY IPOTIECi.

AHaJI3  OCTaHHIX  JOCJixKeHb 1  myOuikamiii.
HNocnimxenHss nu3aiiHy nepcoHaxiB (character design)
B YKpalHCBbKili Jau3aiiH-OCBiTI HalyBae nenmani OUIBIION
akTtyanbHOCTI. OcTaHHI poOOTH CBiYaTh MPO MOCTYHOBHUI
PO3BUTOK 11i€1 TUCIUILIIHU, 30KpEMa Y KOHTEKCTI MOE€THAHHS
TPaIUIIHHIX XyAOKHIX IPAKTHK 13 TU(PPOBUMHU TEXHOIOT1SIMH.

Hyopisaa A. I1. Ta Enpapic S. ®. y npami «Xya0KHbO-
oOpa3Hi  3acaau  CTBOpPEHHS  MepcoHaxy»  (2024)
CHCTEMaTH3YIOTh  OCOONMBOCTI CTBOPEHHS MEPCOHAXKIB,
OXOILUTIOIOYM aHajli3 TMOHATTA MEPCOHaXka Ta Horo (yHKINHN
y XYIOXKHIX 1 aHIMAIilHUX TBOpaxX. ABTOpPH KIacU(IKYyIOTh
MEPCOHAXIB 32 PI3HUMHU KPUTEPISIMHU, TaKUMHU K (OpMHU,
CHWJIYETH Ta TCUXOJOTIYHI XapaKTePUCTHUKH, 1110 BU3HAYAIOTh
COpUMHSTTS 00pasy [5, c.45-67].

CenesnboBa A. y crarti «Po3poOka KOHIENT-apTy
XapaKTEPHOTO MepCoHaka 3ac00aMu KOMIT F0TepHO1 rpadikm»
(2024) mpomoHye yHiBepcalbHy MOJEIb KOHIIENT-apTy
MEepCOHa)Ka, BHU3HAYAIOYM OCHOBHI €Tamu Ta XyJOXKHBO-
KOMIO3UIIIHI OCOONMBOCTI HOTr0 CTBOPEHHSA, a TaKOXK
po3msiiae nepexia Bifg 2D 1o 3D-koH1enTy 3 BUKOPUCTAHHAM
nudpoBux iHCTpYyMeHTiB [12, ¢.12-30].

lNanarosebkuii O. b. y po6oTti «Po3pobka Ta aetamizaris
aHiMe-niepcoHaxka «Scavenger Knight»» (2025) neranbHo
OIIHCYE MPOIEC TPOEKTYBAHHS IIEPCOHAXKA, BKIIOUAIOUHN ETaIH
Bi3yasizallli, po3poOKH 30BHIIIHHOTO BUIJISIY Ta TEXHIYHOTO
CTBOPEHHS KOHIIENITY 13 3aCTOCYBaHHSM MPOTPAMHOTO
3a0e3neuenHHs [4, c.10-85].

Koganenko O. B. (2024) nocnimpkye Tpancdopmariiro mporecy
CTBOPEHHS MEPCOHAXIB M1l BIUTMBOM ITU(GPOBUX TEXHOJIOTIH,
HAroJOmIyIOYM Ha  iHTerpamii rpadiyHuX  IUTaHIIETIB,
TIPOTPAMHOTO 3a0e3TIeUeHHS Ta IM(POBOTO peHaepuHry [7, ¢.23—45].
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Jlucenko B. O. (2023) ta Ilerpenxo C. 1O. (2023)
OPUAUIAIOTh yBary METOIWYHUM acCleKTaM BUKJIAJIAHHS
character design y HaBYaJIbHUX 3aKjajax, aHaJIi3yIO4Yu
MIXOW 10 TOEHAHHS aKaJeMIYHOTO PUCYHKY, KOMIO3UIIIT
Ta MPAKTUKH CTBOPEHHS MEPCOHAXIB Y CydacHiil aHimaii [8,
c.50-78; 11, ¢.34-60].

[Mlepyenko H. II. (2023) Big3Hauae cydacHi TEHJEHIIIT
BHUKJIAJIAHHS JTUCIUIUTIHK, ITiIKPECIIOYN HEOOXiTHICTh
OHOBJICHHSI HABYAJTLHUX IPOTPAM Ta pO3POOKH YKpaiHOMOBHUX
ocBiTHIX MarepiamiB [13, ¢.15-38].

bpunmsoB C. B., Ky3pmiuoBa B. C. ta Konecuukor B.
B. (2024) posmianaroTh 3araibHi TPEeHAUM Ta BUKIUKU
nudpoBizaiii B MUCTEITBI 1 JU3aliHi, 0 TAKOX CTOCYETHCS
character design, 0co6IMBO Yy KOHTEKCTI iHTerpamii HuppoBUX
TEXHOJIOT1H Yy HaBYaIbHUM mporiec [2, ¢.102—128].

INaBpumtok O. B. (2021) aknentye Ha poui character design
y hopMyBaHHI Cy4acHO{ Bi3yaJIbHOT KyJIBTYPH Ta HEOOX1THOCTI
azanTallli HaB4aJbHOTO MPOIIECY 10 BUMOT HMU(PPOBOI €MOXHU
[3, c.45-52].

[Tonpu HAsIBHICTH ITUX TOCIIKEHb, B YKPATHCHKIH r3aiiH-
OCBITI JIOCI BIJICYyTHIA KOMIUIEKCHUH MIAXi A0 BUKJIAJTaHHS
TUCIUIUTIHA «J{M3aiiH mepcoHaxiB», SKUW OW IHTErpyBaB
TPAJMINIHI XyJOXHI MPAKTUKH 3 Cy4aCHUMHU HHU(PpOBUMU
TEXHOJIOT1sIMU. 30KpeMa, He C(hOPMOBAHO €TMHOT METO/IONIOT 1,
[0 OXOIUTIOBasia O yci eTanu CTBOPEHHsI MepcoHaka — BiJl
KOHIIeTITyami3allii 1o peaizarii B MUPpPOBOMY CEpeIOBHIII
[2-4; 6-8; 11-13].

Buknan ocHoBHoro marepiajiy. /[uzaiiH mnepcoHaxiB
(character design) mocizae BaXJTMBE Miclie cepes HampsiMiB
Cy4YacHOI BI3yaJbHO1 OCBITH, TOEAHYIOUN TPAAUIIIITHI XYTOXKHI1
NPAKTUKA 3 HUPPOBUMHU TEXHOJOTISAMH Ta KPEATHBHUMH
igaycTpismu. Moro 3HauymicTe 3pocTae depe3 CTPIMKHMA
PO3BUTOK aHiMaIlli, reiMan3aiHy, KOMIKCIB, pEKJIaMHOTO Ta
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Meiaan3aiiHy, Je MEepCOHaXi CTalTh KIIOUOBUMHU HOCISIMU
171€1, HACTPOIO Ta KyJIbTypHOro koay [2, ¢.102—-128; 6, ¢.50-78].

B ykpaiHchkiii cucTeMi AW3afHEPCHKOI MIATOTOBKH
(dbopMyBaHHSI KOMIIETEHIIIH Yy CTBOPEHHI TMEPCOHAXIB
3MIACHIOETBCA Yepe3 HTETpalilo akaJeMidHOTO PHUCYHKY Ta
KHUBOIUCY. PUCYHOK (opMye aHAaTOMIYHE Ta KOHCTPYKTHBHE
OayeHHs TMepCcOoHaka, pPO3BUBAE 3HAHHS MPO MPOMOPILI,
MIEPCIIEKTUBY, 00’ €MHICTH Ta MPOCTOPOBY MOOYTOBY (hOpM, TOAI
SK JKUBOIKC CIIPUSE OBOJIOAIHHIO KOJBbOPOM, CBITJIOTIHHIO,
KOMIIO3HUIIIMHOIO TapMOHIEID Ta XYIOKHBOK EKCIIPECIEr0
[8, ¢.50-78; 11, c.34—60]. KomiiekcHE BUKOPUCTaHHS LHUX
JTUCIUILTIH JO3BOJISIE CTYJACHTaM CTBOPIOBATH IEPCOHAXKIB 3
MEPEKOHIMBOIO TUIACTUKOIO Ta EMOIIIITHOI0 BUPA3HICTIO, IO €
KIIFOYOBHM JUTSI 1XHBOI yCIIIHOT pearnizamii B mudpoBUx Ta
TpaguIIHUX MeTia.

OcTanHl pOKM CBig4aThb MTPO TIOCTYMOBE BKJIIOUCHHS
muctuIunian - «Ju3aitH  mepcoHaxkiB» y OakalaBpChKi Ta
MaricTepchKi mMporpamMu yKpaiHChKHMX 3aKJIaJ(iB BUIIOT OCBITH
[5, c.45-67; 6, ¢.50-78]. HaiiuacTinie BOHa TMOAAETHCA SIK
BHOiIpKOBa a00 CKIIa10Ba OLTBIII 3arajIbHIX Ky PCiB 3 LTIOCTpaii,
aHIMaIlii 4u rpadigyHOrO IU3aiHy, M0 00MEXKY€E MOKIMBOCTI
Uit QOPMYBaHHSI CHCTEMHHUX 3HAHB Ta MPAKTUYHUX HABHUOK.
Bonnouac character design morpeOye BIacHOi METOAMKH
BUKJIQJJaHHS, SiIka 0a3yeTbcsl Ha MOEAHAHHI aKaJgeMIYHOTO
PUCYHKY, >KMBOIHUCY, aHATOMIi, CTHJIi3allii, CTOPITEIIHTY Ta
nudpoBux TexHoyoriu [4, c.10-85; 7, c.23-45].

KimrodoBuM ~ acnieKToM — HaBUaHHS €  OBOJIOMIHHS
IHCTPYMEHTaMU Ta TEXHIKAMH, 5IK1 3a0€311eUYI0Th TOBHUH ITUKIT
CTBOPEHHSI MEPCOHAXKa — BIJ] KOHIENTyasi3amii Ta po3poOKu
CHJIYeTIB J0 JeTaji3allii, KOJbOPOBUX Bapiailiii, eMOIIHHUX
BHpa3iB Ta MIATOTOBKM I aHIMAIii 4Yd 1HTEPAKTHBHUX
HnaT(bopM Lleit mpoliec BKIIIOYAE p060Ty 3 pe(bepeHcaMH
aHaJli3 IMUTbOBOI ayIUTOPii, alanTalio NepcoHaXxa Mija piHi
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MezmiadopMaTH, a TaKOXK CTBOPEHHS aBTOPCHKOTO CTHIIO [8,
¢.50-78; 11, ¢.34-60].

[Tormpu axkTUBHUN PO3BUTOK, yKpaiHChKa IU3aH-OCBITa
CTUKAEThCS 3 HU3KOI MpoOieM: oOMekeHa TexHiuHa Oasza
(rpadiuni mraHmeTH, JiEH31HE MporpaMHe 3a0e3neueHHs ),
HecTauya BUKJIAJAa4uiB 13 MPAKTUYHUM JTOCB1JIOM KOMEPIIIHHOTO
character design Ta HemoCTaTHsA KUIBKICTh YKPaiHOMOBHHX
HaBUaJBHUX MaTepialiB. BogHodac icHye motpe6a y CTBOpEHHi
MEePCOHAXIB, CTWIICTUYHO TIOB’S3aHUX 13 HAIIOHAIHHOIO
KyJBTYPHOIO TPaJMII€I0, IO BIAKPUBAE HOBI MEPCIEKTUBU
JUIS aBTOPCHKUX MMIIXOIB y HaBYaIbHOMY Tiporeci [2, ¢.102—
128; 12, ¢.12-30].

Po3Butok character design B Ykpaini notpedye cucTeMHOi
MIITPUMKH, OHOBJICHHS HaBYAJbHUX IMPOTPaM, CTBOPEHHS
npoiIILHUX MaﬁCTepeHb Ta HApTHEPCTBA 3 MPE/ICTABHUKAMH
KpeaTUBHOI 1HIyCTpii. Ile nosgomuts He Juie HI,Z[I‘OTyBaTI/I
(I)aXlBI_IlB 3MAaTHUX PEaTi30ByBaTH BIIACHI TBOpPUI TPOEKTH,
a ¥ 3a0e3NeyuTH iXHIO KOHKYPEHTOCIIPOMOXKHICTh Ha
MDKHApOAHOMY PHUHKY. Y JIOBFOCTPOKOBIM MEpPCHEKTUBI
1HTerpamis akaJeMIYHUX TPAIHIIA Ta Cy4yaCHHX IU(PPOBUX
TEXHOJIOT1M crpusiTiMe (OPMYBaHHIO HOBOTO TTOKOJIIHHS
NU3aliHePiB-TIPAKTUKIB, SKI BMIIOTh TMOEIHYBATH XYJOXKHIO
eKCcrpecito Ta (YHKI[IOHAIBHICTh, CTBOPIOIOUM TIEPCOHAKIB,
3MaTHUX CTAaTH BII3HABAHUMH KYJbTYPHUMH CHMBOJAMH [5,
c.45-67; 6, c.50-78].

BucnoBku. [IpoBenenuii aHami3 CBiAYUTH TPO KITIOYOBY
POJIb PUCYHKY Ta KUBONUCY Y (POPMYBaHH1 KOMIIETEHTHOCTEN
13 Iu3aiiHy MEpPCOHAXIB Yy CHUCTeMI YKpAiHCBKOi Ju3aiiH-
OCBITH. AKaJeMivHi XYIOXHI JUCIUILUTIHA 3a0€31euyoTh
cTyaeHTaM (yHIaMeHTaIbHI 3HaHHS 3 aHATOMIi, KOMITO3HIII1,
KOJIbOPY Ta MPOCTOPOBOrO MHCJIECHHS, 110 € HEOOXiTHOIO
0a3010 1 CTBOPEHHS TNEPEKOHJIHMBHX, qJYHKI_IlOHaJIBHI/IX
1 BHpa3HMX mepcoHaxiB. BoaHowac cywyacHi BHUMOTrH
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KpEaTUBHUX 1HIYCTPii 3yMOBIIOIOTH HEOOXITHICTh IHTETparlii
TPAJAUIIITHIX METOAMK 13 TUPOBUMH TEXHOJIOTISIMU, TAKUMHU
sk 2D- ta 3D-mantoBaHHsI, KOHIIENT-apT, aHIMaIlisg Ta podoTa
3 nupoBUMH TUTATHOPMAMH.

Jlocni/pkeHHsT  TOKas3ano, M0 yKpaiHChKa JIHM3aifH-
ocBiTa TiepeOyBae Ha eTam aKTHBHOI TpaHcQopMallii:
JTUCIUILTIHA «JlM3aiiH IepCOHAX1B» TTOCTYIIOBO BKITFOUAETHCS
0 HaBYAIBHHUX TIpOrpaM, NpoTe IMme He cPOpMOBAHO
KOMIUIEKCHOTO TIIJIXOAY, SIKHUi Ou 3abe3redyBaB CHCTEMHY
IHTErpaIlilo KIACUYHUX Ta HUPPOBUX 3aCO0IB CTBOPEHHS
nepcoHaxiB. [cHye moTpeda y po3BUTKY METOAMK BUKJIAIaHHS,
3a0e3MmeyeHHl TEeXHIYHO1 0a3u, MIATOTOBI KBai(hiKOBaHUX
BUKJIaJ[a4uiB 1 CTBOPEHHI YKPAaiHOMOBHHX OCBITHIX MaTepialiB.

[TepcrieKTHBY MOAATBITUX TOCITIHKEHD Y IIbOMY HAIIPSIMKY
OB’ s13aH1 3 pO3pOOKOI0 KOMIUIEKCHOT METO10JI0T11 BUKJIaTaHHS
U3aiiHy TIEPCOHAXIB, M0 TMOETHYE aKaJIeMIUHUN PUCYHOK,
KHUBOIUC Ta MUPPOBI TEXHOJOTII 13 TOCHIKEHHSM BIUIUBY
HAyKOBO-METOJIMYHUX IHHOBAIlIH HAa ()OpMYBaHHS aBTOPCHKOTO
CTWIIO Ta mNpodeciiHUX KOMIETEHTHOCTEH CTYIEHTIB.
BaxnuBuM € Tako)X BUBYCHHS aJanTaiii JUCIUILUTIHHA 0
noTped CydyacHOTO PHHKY Mpalli Ta iHTerparis HallloHaIbHOT
KyJABTYPHOI crienu]ikd y Tpolec CTBOPEHHS MEPCOHAXIB.
Takuit miaxig cropusTAME MiAroTOBHI (DaxiBIiB, 3TATHHX
e(eKTUBHO peanizoByBaTH TBOPYI MPOEKTH Ta KOHKYpPYBaTH
Ha MIKHApOJIHOMY PiBHI.
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