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Cy4yacHOI YKpaiHChKOi NMU3aiiH-OCBITH. PO3KpHUTO 3HaYeHHS
aKaJIeMIqHOI XyJ0KHBOT ITiITOTOBKH SIK OCHOBH JISI PO3BUTKY
BI3yaJIbHOTO MHUCJICHHS, TBOpPYOi YySBU Ta 3AaTHOCTI JI0
CTHJII3AIli1, 0 € KIFOYOBUMH JI TPOodeciiftHOl MisNTbHOCTI Y
ctepi character design. Busnadyeno, 1o pucyHok 3adesnedye
(dyHaamMeHTanbHI 3HAHHS 3 aHaToMii, TMEpPCIEeKTUBH Ta
KOMITO3HMIII1, TOMI K >KUBONHUC (HOpPMYy€ BITUYTTS KOJIBOPY,
TOHAJILHUX BIJIHOCHH 1 BUPA3HOCTI XyIOKHBOTO 00pasy. Ha
OCHOBI aHaJli3y HaBYaJbHUX MPOrpaM yYKPaiHCHKUX 3aKJIaIiB
BUIIOI OCBITHM y Taiy3l Ju3ailHy MPOCTEKEHO CydyacHUMH
CTaH TIATOTOBKM MaWOyTHIX Ju3aiiHepiB, BU3HAYCHO
MO3UTHBHI TEHJIEHIIII Ta HasBHI npobiaeMu. OcoOIuBy yBary
MPUAUICHO BIUTUBY IUGPOBUX TEXHOJOTIA Ta TOETHAHHIO
TpamuIiiHuX 1 nudpPoBHUX 3ac00IB y HaBYAILHOMY MPOIIECi,
10 PO3MIUPIOE MOXKIMBOCTI CTBOPEHHS Bi3yaJdbHUX 00pasiB.
OKpeciieHO MEePCHICKTUBH PO3BUTKY MCTOAMK BHKIA[aHHS,
SKi CIPUATUMYTh iHTerpanii aKaJeMIigYHOTO PHUCYHKY Ta
KHUBOITUCY 3 MUPPOBUMHU IHCTpPYMEHTaMH, 30Kpema 3 2D- Ta
3D-rpadikoro, aHimarliero Ta KoHment-aprom. lliakpecieno
BOXIIMBICTh 30epekeHHs OajlaHCy MK  KIACHYHUMH
XyIO)KHIMHU JTUCHUIUIIHAMHU Ta HOBITHIMU TE€XHOJOTISIMU JIJIS
(hopMyBaHHSI KOMIUIEKCHUX MPOGECIHHUX KOMIETEHTHOCTEH.
3po0eHO BUCHOBOK, III0 CUCTEMHE IOEAHAHHS PHUCYHKY M
YKUBOIIMCY 3 IHHOBAIIMHUMU TiAX0IaMH 371aTHE 3a0€3MeUUTH
BUCOKUW pIBEHb MiJITOTOBKU IU3aiHEPIB-NIEPCOHAKHUKIB B
VYkpaiHi Ta CpusITH iHTETpallii HallOHATLHOT TU3aliH-OCBITH
y CBITOBUI OCBITHIN Ta KyJIBTYPHHH MPOCTIp.

Kuro4oBi ci10Ba: 1u3aiiH nepcoHaxiB, PUCYHOK, dKUBOTIHC,
yKpaiHChbKa JU3aiiH-0CBITa, KOHIIETIT-apT, TU(POB1 TEXHOIOTI,
Bi3yaJlbHE MHCJICHHS, XyJI0XKHS IMiAr0TOBKa, 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
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the importance of academic art training as a foundation
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 cywacHoMy CBIiTI IM3aifH MEPCOHAXIB MOCiAae
BXJIMBE MICIE y Bi3yallbHIM KyJabTypl, MOEAHYIOUU Yy COO1
XYJTOXKH1 Tpazuzlui'l' Ta HOBITHI 1T poBi TexHouorii. [lonmut Ha
(1)aX1BulB y 1in C(1)ep1 3pOCTae 3aB/IAKH aKTHBHOMY PO3BUTKY
iHAyCTpili aHiMalii, Bigeoirop, KiHemarorpady, pekIamu
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Ta wMenia-apry. BoaHodac ocHoBOw s (OpMyBaHHS
npogeciiHuX KOMIIETEHTHOCTEH qu3aiiHepiB-TIePCOHAKHUKIB
3QIMIIAITHCS KIACUYHI XyJO0XKHI JTUCHUIUIIHE — PUCYHOK Ta
KUBOMHC, sKi 3a0e3meuyroTh (yHIaMEHTallbHI 3HAHHS Ta
MPAaKTUYHI HABUYKH, HEOOX1HI 1151 CTBOPEHHS EPEKOHIUBUX
1 BUpa3HuX o0pas3iB.

BuBueHHsT pHUCYHKY pO3BUBa€ MPOCTOPOBE MUCIICHHS,
3HAHHS aHATOMii, KOMIO3HIIi Ta KOHCTPYKTUBHOI TOOYI0BH
dbopmu, TOMI SK KUBONMUC (OPMYE BITUYTTA KOJIBODPY,
rapMoOHIl Ta BHUpaXaJIbHUX 3aCO0IB XYI0XKHBOTO 00pasy.
Came moegHaHHS [UX JUCIHHILUIIH 3a0e3neuye popMyBaHHS y
CTY/ICHTIB KOMIIJIEKCHOTO Bi3yaJbHOTO MUCIIEHHS, sIKE € 023010
JUTSL TBOPUYMX MOMIYKiB y character design.

CyuacHa ykpaiHCbKa Ju3aiiH-OCBiTa TmiepedyBae y
mporieci akTUBHOI TpaHcdopmMallii, 0 3yMOBJICHO BILJTHBOM
robanizaifHuX TpoleciB, Iudposizalii Ta iHTErpami y
CBITOBHI OCBITHIH mpocTip. Lle cTBOproe HOBI MOXKIMBOCTI
JUIsL PO3BUTKY METOJUK BHKJIAQJaHHA Ta BIPOBAIKEHHS
IHHOBAIITHUX IT1IXO1B, BOJHOYAC CTABJISYH ITepPe/T 3aKIa1aMu
BHIIOT OCBITH BUKIWKHA MO0 30€peKeHHsI OamaHCy MiK
KJIACUYHOIO IIKOJIOIO Ta Cy4aCHUMHU LIU(PPOBUMU MTPAKTUKAMHU.

AKTyaJIbHICTh AOCJTiKeHHA 3yMOBJICHA
HEOOXIJHICTIO BH3HAYEHHS pOJIi PHUCYHKY Ta IKUBOIUCY
y mnpodeciiiHii  TArOTOBII  JM3alHEpIB  MEPCOHAXKIB,
aHai3y Cy4yacHOTOo CTaHy yKpalHChKOi JM3alH-OCBITH
Ta OKpPECJIEHHSA IEPCHEKTUB 11 IOAAIBIIONO PO3BUTKY 3
ypaxyBaHHSAM 1HTErparii TpaguliiHuX 1 nudpoBUX 3aco0iB.

IMocranoBka npodaemu. CydyacHa qu3aifHepChKa OCBITa
B YKpaiHi CTUKA€ThCS 3 BUKIIMKOM (POPMYBaHHS Y 3100yBaviB
nuTicHoro po3yMiHHs crnenudiku character design sk
OKPEMOT0 HamnpsMy BizyalbHOro MUcTelTBa [2, ¢.102—-128; 4,
c.10-85]. Lls nucnuITiHa MOEAHYE XyT0XKHI, ICHXOJIOT1UHI Ta
TEXHOJIOT14H1 aCIeKTH, 110 TOTPeOye€ BiJ] CTYAEHTIB ITUPOKOTO
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CIEKTpa 3HaHb 1 HABUYOK. BaKIMBOIO CKIIAIOBOIO IIHOTO
mporiecy € iHterpamis quciumuia «Pucyrnok» i «Kusommcy
y TmpodeciiiHy MATOTOBKY XYAOKHHUKIB 3 BI3yaJbHOTO
obpasy (Visual Development Artists). Came 1mi HaBYabHI
Kypcu 3a0e3meuyroTh 0a3y Uisi CTBOPEHHS IEPCOHAXIB 3
NEPEKOHJIMBOIO  TUIACTUKOID, TapMOHINHOIO KOJHOPOBOKO
CTPYKTYpOIO Ta BHUPAa3HUMHU  XYIAOKHbO-CTHIIICTUHYHUMU
xapakTepuctukami [6, ¢.20-65; 8, c.50-78].

PucyHok sk akagemiuHa ocHOBa )OpMy€ 3HaHHS 3 aHATOMI1,
MPOTOPIIiiA, KOHCTPYKTHUBHOI MOOYI0BH (POPMHU Ta MPOCTOPY,
JI03BOJISIE  BIJIMIPAIIOBATH BMIiHHS 300pa)kaTW TEpPCOHAXKA
B PI3HUX MO3aX 1 paKypcax, PO3BUBAE CIOCTEPEKIUBICTH
1 po3yMiHHs 00’emy. JKuBoIHC, y CBOIO 4epry, po3BUBAE
BIUYTTS KOJBOPY, CBITJIOTIHI, KOMIO3MIIIHOI IJIICHOCTI
Ta XyJIOXKHBOI E€KCIpecii, 0 J03BOJIIE CTBOPIOBATH OLIBII
EMOIIIITHO HacWueHl Ta Bi3yallbHO NpHUBAOIMBI 00paszu |[2,
c.102-128; 6, ¢.20—65]. Cunre3 nux TucHuIIIiH popmye O6azuc
JUIsl TIPOTICACBTUKUA B JM3aifHEPCHKIM OCBITI Ta MIATOTOBKH
CTYJICHTIB JI0 CTBOPEHHSI YHIKaJIbHUX MIEPCOHAXKIB, SIKI MOXKYTh
OyTu peamizoBaHi B aHiMallii, KOMI IOTEPHHUX irpax, OpeHm-
JU3aiiHl Ta ApykoBaHUX Mmemia [2, ¢.102—128; 11, ¢.34-60].

OnanyBaHHS Ju3aifHy T[EPCOHAXIB € HEOOX1IHOIO
YMOBOIO TIJTOTOBKM KOHKYPEHTOCIPOMOKHOTO  (haxiBIld,
3[IaTHOTO MpAaIfOBaTH Ha MEPETUHI MUCTEITBA, TEXHOJOT1N Ta
MapkeTuHry [5, ¢.45-67; 12, ¢.12-30]. YMiHHs cTBOprOBaTH
BITi3HABaHl, (DyHKI[IOHAJIBHI Ta EMOIITHO BHpa3Hi 00pa3u
BHU3Hauae mpodeciiiHy mepeBary CydyacHOTO Iu3aiiHepa Ha
100aTbHOMY PHHKY KpeaTuBHHMX 1HAycTpid [12, c¢.12-30;
8, ¢.50-78]. 111 KOMIIETEHTHICTh € OCOOIMBO BaYKJIHUBOO JJIsI
pO3pOOKH OpPEeHIOBOTO TEPCOHaXKa, IHTEPAKTUBHUX TeEpOiB
BiJICOITOp, @ TAKOXK JIJISi CTBOPEHHS KOHTEHTY JIJIsl COIIaIbHIX
Mejia Ta peKJIaMHUX KaMTaHiu.

Bononinns npuniunamu character design, cnuparovrch Ha
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HAaBUYKH PUCYHKY Ta KUBOIHUCY, BIIKPUBAE ITUPOKUI CIIEKTP
MOYKJIMBOCTEH uts mpodeciitHoi peamizamii — Bif po3poOKH
aHIMAIITHUX TTEPCOHAXKIB 10 CTBOPCHHS aliICHTUKU OPEH/IIB 1
MYJIBTUMEIIHHOTO KOHTEHTY [6, ¢.20-65; 7, ¢.23—-45]. CyuacHi
TEXHOJIOT11, TaKi K rpadiuHi TUIaHmeTy, mudpoBi MeH3mi Ta
nporpaMue 3adesnedeHHs s 2D/3D-animMalrii, 103BOJISAIOTH
IHTErpyBaTl KIJIIACUYHI 3aCO0M BUPAXKEHHS 3 CYYaCHUMHU
IHCTpyMEHTaMH, 10 MiABHIIY€ €(QEeKTHBHICTb HABYAHHS Ta
AKICTh KIHIIEBUX MPOAYKTIB [7, ¢.23—45; 11, ¢.34-60].

[Tonpu oueBHMIIHY 3HAUYIIICTh IUCUUIUIIH PUCYHKY Ta
KUBOTINCY, YKPAiHChKI 3aKJIaJli BUIIOI OCBITH CTHKAIOTHCS 3
psanom mpobieM y BukiananHi character design. Cepen HuXx:
HEJOCTaTHS KUIBKICTh BHKJIQAA4iB 13 MPAKTUYHUM JTOCBIJIOM
y koMmepmiitHoMmy character design, oOMexeHa MaTepiaiabHO-
TexHIYHa 0a3a, BKIIFOYAOUH BiJICYyTHICTh Cy4YaCHUX rpadiuHux
TUIAHIIETIB Ta JIIEH31MHOr0 MPOTrpaMHOro 3a0e3MeueHHs,
nedinuT yKpailHOMOBHUX OCBITHIX MaTepialliB Ta MOCIOHHKIB,
10 MOEAHYIOTh KJIacu4Hi Ta nudposi miaxoau [4, c¢.10-85;
15, c.12-34].

[locrae HEOOXigHICTH TIHMOMIOrO TEOPETUYHOTO U
MPAKTUYHOTO OCMUCIIEHHS POJi PHUCYHKY Ta >KUBOMHCY Y
(dbopMyBaHHI u3aiiHy TMEPCOHAXIB Yy CHUCTEMI YKpaiHCHKOT
JTN3alH-OCBITH, & TAKOXK PO3POOKH METOAMYHUX TI1IXOMIIB, SIKi
3abe3mevyarb rapMoOHIiHE TTOETHAHHS aKaJeMIYHUX TPaJauIii
13 Iu(ppoBUMH IHHOBAITISIMH, BIJITOBITHO JI0 BUKJIUKIB Yacy Ta
notped npodeciitHoro puHKy [5, ¢.45-67; 6, ¢.20-65].

MeTo10 CTaTTi € BUSABICHHS POJII PUCYHKY Ta JKHBOTHCY
y (opMyBaHHI KOMIIETEHTHOCTEH 13 AM3aliHy MEPCOHAXIB
y cHCTeMi YKpaiHChKOi OWU3aiiH-OCBITH, a TaKOX aHai3
CY4acHOTO CTaHy Ta BH3HAYCHHSI MEPCIEKTHB PO3BUTKY IIi€i
muciuIutiad. JIOCTHiKeHHsT CIpsSIMOBaHE Ha OOTPYyHTYBaHHS
3HAYCHHS aKaJIEMIYHOI XYJIOKHBOI IMIJTOTOBKH SIK 0a3u st
character design, BUBYEHHS B3a€EMO3B’ 3Ky MK TPATUIIIHHUMU
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i 1mubpoBuMH 3aco0aMu  XyJOXKHBOTO BHUPXKEHHS Ta
OKPECJICHHS MUISAXIB I1HTETpaIii KIACHYHUX JUCIUILTIH 13
HOBITHIMH TEXHOJIOT1IMH Y HaBYaJIbHOMY IMPOIIEC.

AHaNi3  OCTaHHIX  JocCiailkeHb i  myOJaikaniii.
Hocmimxenass nu3aiiHy nepcoHaxiB (character design)
B YKpaiHCBKIA JU3aiiH-OCBITI HalyBae Jaedami OUIbIIOT
aktyanbHOCTl. OcTaHHi poOOTH CBiIYaTh MPO MOCTYMOBUM
PO3BUTOK IIi€1 TUCIUILUIIHU, 30KpEeMa Y KOHTEKCTI MOETHAHHS
TPAIUIIAHUX XYIOKHIX TPAKTHUK 13 HIUPPOBUMHU TEXHOJIOT1SIMHU.

Hy6pisua A. II. Ta Enpnpic . @. y npami «Xy10XHbO-
oOpa3Hi  3acagu  CTBOpPEHHS  MepcoHaxy»  (2024)
CHUCTEMAaTH3YIOTh OCOOJMBOCTI CTBOPEHHS IIE€PCOHAXKIB,
OXOIUTIOIOYM aHai3 MOHATTS MEepCOHaka Ta Horo (yHKIN
y XyIOXKHIX 1 aHIMaliiHUX TBOpax. ABTOPH KIACHU(IKYIOTH
MEPCOHAXIB 3a PI3HUMH KPUTEPISIMH, TaKUMU 5K (Hopmu,
CIWJIYETH Ta TICUXOJOTIYHI XapaKTePUCTHKH, 110 BU3HAYAIOTh
COpUMHATTA 00pa3y [5, c.45-67].

CenesnboBa A. y crarti «Po3poOka KOHIENT-apTy
XapaKTepHOTO MePCOHaXka 3aco0aMu KOMIT IOTEPHOI Tpadikm»
(2024) mporoHye yHiBepcalbHYy MOJEIh KOHIICTIT-apTy
NepCOHAXKA, BU3HAYAIOYM OCHOBHI €Tamu Ta XyJIOKHBO-
KOMITO3HUIIIHI  OCOOMMBOCTI HOTO CTBOPEHHS, a TaKOX
posrisinae nepexin Bix 2D 1o 3D-koHIeNTy 3 BAKOPUCTAHHIM
udpoBux iHcTpymeHTIB [12, ¢.12-30].

lanstoBerkuit O. b. y po6oti «Po3poOka Ta neramnizaris
anime-epcoHaxka «Scavenger Knight»» (2025) merampHO
OIIHCYE MPOIIEC TPOEKTYBAHHS TIEPCOHAXKA, BKITFOUAIOUHN ETaITH
Bizyasizallii, po3poOKH 30BHIIIHBOTO BUIVISIY Ta TEXHIYHOTO
CTBOPEHHS KOHIIENITY 13 3aCTOCYBaHHSM IPOTPAMHOTO
3a0e3neueHHs [4, ¢.10-85].

Kosanenko O. B. (2024) nocmimpkye TpancdopMariito mporecy
CTBOPEHHS TIEPCOHAXIB ITi]T BIUTHBOM ITU(PPOBUX TEXHOJIOTIH,
HAroOJIONIYIOYM Ha  1HTerpamii rpadiyHUX  TUIAHIIETIB,
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TPOrPaMHOTO 3a0e3TieueHHs Ta IudpoBoro pexnepuHry [7, c.23-45].

Jluceuko B. O. (2023) Ta Ilerpenxo C. [O. (2023)
OPUAUIAIOTh yBary METOJWYHUM acleKTaM BHKIJIAJIaHHS
character design y HaBUaJbHMX 3aKJIajiaX, aHaII3YyIOUU
MIIXOIM IO TIOETHAHHS aKaJeMIidYHOTO PUCYHKY, KOMIO3UIIiT
Ta MPAKTUKA CTBOPEHHS MEPCOHAXKIB Y CydacHIi aHiMalii |8,
c.50-78; 11, ¢.34-60].

[Mleuenko H. II. (2023) Big3Hadae cydacHi TEHJIEHIIIT
BUKJIQJaHHS JUCUUIUIIHM, MIAKPECTIOIUA HEOOX1THICTh
OHOBJICHHS HABYAJILHUX ITPOTPaM Ta PO3POOKH YKPATHOMOBHHX
ocBiTHIX marepiamis [13, ¢.15-38].

bpunso C. B., Ky3pmiuoBa B. C. ta KonecHuxoB B.
B. (2024) posmsparoTh 3araibHI TPEHAU Ta BUKIUKU
nudpoBizamii B MUCTEITBI 1 JU3aliHi, 1[0 TaKOXK CTOCYETHCS
character design, 0cOOIMBO y KOHTEKCTI iHTerparlii HudpoBUX
TEXHOJIOT1H y HaB4YalIbHUH Tipotiec [2, ¢.102—128].

I'appurmiok O. B. (2021) akrientye Ha podi character design
y q)opMyBaHHl Cy4acHOi BI3yaJIbHO1 KyJIbTYPH Ta HEOOX1AHOCTI
ajanTailii HaB4aJIbHOTO TPOIECY 10 BUMOT ITU(GPOBOI EMOXHU
[3, c.45-52].

[Torpu HasABHICTH LIUX JOCIIHKEHB, B YKPATHCHKIN TU3alH-
OCBITI JIOCI BiJICYyTHI KOMIUIEKCHUH IMAXIT A0 BUKJIQJTaHHS
muciuIuTian  «J{u3aiiH mepcoHaxiBy, SKUW OW IHTETPyBaB
TpaauIIiHI XyAOKHI MPAKTUKHA 3 CYYaCHUMH LHU(PPOBUMU
TEXHOJIOT1sIMU. 30KpemMa, He CPOPMOBAHO €MHOT METOIOJIOT 11,
0 OXOIUTIOBaJIa O yCi eTanu CTBOPEHHSI MEepCOHaka — BiJl
KOHIIENTyasi3amii A0 peainizaiii B HUPPOBOMY CEpEIOBHUII
[2-4; 6-8; 11-13].

Buknan ocHoBHoro marepiajay. /luzaiiH nepcoHaxiB
(character design) mocigae BakJIHMBE MICIle CEpel HaIpsMiB
Cy4yacHOI Bi3yaJbHOI OCBITH, TOETHYIOUN TPAAUIIIIHI XyJ0KH1
NPaKTUKK 3 HUPPOBUMHU TEXHOJOTISMM Ta KPEaTUBHUMU
iHaycTpisiMu. Moro 3HauymiicTe 3pocTtae 4yepe3 CTPIMKHUI
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PO3BUTOK aHiMaIlii, reiMan3aiiHy, KOMIKCIB, PEKIAMHOTO Ta
Mefiaan3aiiHy, e MepCOHaXi CTAIOTh KIFOUOBUMHU HOCISIMU
171€1, HaCTPOIO Ta KyJbTypHOTo Kony [2, ¢.102—128; 6, ¢.50-78].

B ykpaiHcekiit  cuctemi nHSaﬁHepCLKO'l' MiTOTOBKHU
(bopMyBaHHﬂ KOMIIETCHIIIH Y CTBOpeHHl NIEPCOHAXKIB
3MIACHIOETBCSA Yepe3 IHTErpalilo akaJgeMIidYHOrO PUCYHKY Ta
*uBomHCy. PUCyHOK (popMye aHATOMIYHE Ta KOHCTPYKTHUBHE
OayeHHS TepCOHaka, PO3BUBAE 3HAHHS TMPO IMPOTOPIIi,
MEePCIEKTUBY, 00’ EMHICTB Ta POCTOPOBY o0y 10BY (popM TOJ
SK >KMBOIUC CIIPUSE€ OBOJIOAIHHIO KOJILOPOM, CBITJIOTIHHIO,
KOMITO3UIIITHOIO TapMOHIEI0 Ta XYyIOKHBOIO EKCIIPECIE0
[8, ¢.50-78; 11, ¢.34—60]. KoMIuiekCHE BUKOPUCTAHHS LIMX
JTUCIUIUTIH JI03BOJISIE CTYyJACHTaM CTBOPIOBATH IMEPCOHAXKIB 3
MIEPEKOHIIMBOIO TTACTHKOIO Ta €MOIIIHHOI0 BHPA3HICTIO, 110 €
KJIFOUYOBUM JIJIsSI iXHBO1 YCIHIIIHOI peani3aiii B nudpoBux Ta
TpagUIIHUX MeTia.

OcTaHHi pPOKM CBiAYaTh NPO TOCTYNOBE BKIFOUCHHS
JTUCHUIUTIHA  «Jlu3aiiH mepcoHaxiB» y OakalaBpChbKi Ta
MaricTepchKi MporpaMu YKpaiHChbKUX 3aKJIaiB BUIIOT OCBITH
[5, ¢.45-67; 6, c.50-78]. Haituacrime BOHa ITOJAETHCH SIK
BHUOIpKOBa a00 CKJIa10Ba OB 3araIbHUX KyPCiB 3 UTIOCTpaIlii,
a”imanii yu rpaigyHoro nu3aiiHy, mo 0OMexye MOXKIMBOCTI
11t POPMYBaHHS CHCTEMHUX 3HAHB Ta MPAKTUYHUX HABHYOK.
Boanouac character design moTpeOye BIacHOi METOIUKH
BUKJIAJIaHHS, Sika 0a3yeThcsl HAa TMOEIHAHHI aKaJeMIYHOTO
PHUCYHKY, >KHBOTIHCY, aHATOMIii, CTHJIi3alii, CTOPITEIIHTY Ta
nnudpoBux TexHojorii [4, ¢.10-85; 7, ¢.23-45].

KimtogoBuM  acmiekToM — HaBYAaHHS €  OBOJIOJIHHSA
THCTPYMEHTaMU Ta TEXHIKAMH, SIKi 3a0€311eTYIOTh TOBHUH ITUKIT
CTBOPEHHS MEpPCOHAXa — BiJl KOHIIENTYyai3allii Ta po3poOKu
CWIIYETIB J0 JeTami3allii, KOJbOPOBUX Bapialliid, eMOIIHHIX
BUpA3iB Ta MIATOTOBKM JJs aHIMaIii 49M 1HTEpaKTUBHUX
mwiargopM. Llelt mporec Bkirouae poboty 3 pedepeHcamu,

208



APTIIPOCTIP.2025.Bu. 2 (6)

aHai3 LiTOBOI ayAUTOPii, aJanTalilo nepcoHaxa mia pi3Hi
MemiaopMaTH, a TaKOK CTBOPEHHSI aBTOPCHKOTO CTHIIIO [8,
c.50-78; 11, ¢.34-60].

[Tonpu akTUBHHI PO3BUTOK, YKpaiHChKa MM3aiH-OCBiTa
CTHKA€THCS 3 HHU3KOI0 TpobieM: oOMekeHa TexHiuHa 0aza
(rpadiuni TUTaHIIETH, JTIIEH31MHE TporpamMHe 3a0e3MeueHH),
HecTavya BUKJIAAA4iB 13 MPAKTUYHUM JIOCBIJIOM KOMEPIIIITHOTO
character design Ta HemOCTaTHS KUIBKICTh YKpaiHOMOBHUX
HaBYaJbLHUX MaTepiaiiB. BogHouac icHye moTpeda y CTBOpeHHI
MEPCOHAXIB, CTWJIICTUYHO TIOB’S3aHUX 13 HAI[lOHAJIBHOIO
KyJBTYPHOIO TPAJHUINI€I0, IO BiJKPUBAE HOBI MEPCIICKTUBU
JUTsl aBTOPCHKHUX MIIXOAIB Y HaBYajabHOMY Tiporeci [2, ¢.102—
128; 12, ¢.12-30].

Po3Butok character design B Ykpaini motpebye cucteMHOi
MIATPUMKH, OHOBJIEHHS HAaBYAJIbHUX MPOTrpaM, CTBOPEHHS
mpoiIbHUX MalCTEPEeHb Ta MAPTHEPCTBA 3 MPEACTaBHUKAMU
KpeaTtuBHOI iHxycTpii. [le 103BOMUTE HE JNHINE MATOTYBAaTH
(haxiBIiB, 3aTHUX pEaTi30BYBaTH BJIACHI TBOPYl IMPOEKTH,
a ¥ 3a0e3NneyuTH iXHIO KOHKYPEHTOCIIPOMOXHICTh Ha
MDKHApOJHOMY PHHKY. Y TOBTOCTPOKOBIH I€PCHEKTHBI
1HTerparis akaJeMidYHUX TPAJUIN Ta CydacHUX IHUPPOBUX
TEXHOJIOTIN crhpustuMe (POpMYBaHHIO HOBOTO TTOKOJIIHHS
IU3aiiHEepIB-NIPAKTUKIB, SKI BMIIOTh TMOETHYBATH XYIOKHIO
eKcrpecito Ta (QyHKIIIOHAIBHICTh, CTBOPIOIOYU TEPCOHAXKIB,
3MATHUX CTAaTH BII3HABAHUMH KYJIbTYPHHUMH CHMBOJAMH [5,
c.45-67; 6, c.50-78].

BucnoBku. [IpoBenenuii anami3 CBIAYUTH MPO KIIOYOBY
POJIb PUCYHKY Ta KUBOMUCY Y (hOpMYBaHH1 KOMIIETEHTHOCTEH
13 Ou3aiiHy TEpPCOHAXIB Yy CHUCTeMi YKpaiHCBKOI JU3aiiH-
OCBITH. AKaJeMIuHI XyIOKHI AUCIHUIUIIHA 3a0€3Me4uyroTh
cTyzneHTaM (yHIaMeHTaIbHI 3HAHHS 3 aHATOMIi, KOMIIO3UIIi,
KOJIbOPY Ta MPOCTOPOBOTO MUCJICHHSA, MO € HEOOXiTHOIO
0a3010 [JI1 CTBOPEHHS TEPEKOHJIMBHUX, (PYHKI[IOHATBHUX
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1 BHpa3HUX TepcoHaxiB. BomgHowac cywyacHi BUMOTHU
KpEaTUBHUX 1HIYCTPiil 3yMOBIIOIOTh HEOOXITHICTH iHTEeTpaii
TPAIUIIAHUX METOJIUK 13 ITU(DPOBUMH TEXHOJIOT1SIMU, TAKUMHU
sk 2D- Ta 3D-mantoBaHHs, KOHIIETIT-apT, aHIMaIlisl Ta podoTa
3 uupoBUMH TIATHOPMAMH.

JlocnipkeHHsT  TIOKaszayio, 10  YKpaiHChbKa  JHU3aiH-
ocBiTa TmepedyBaec Ha eTami aKTUBHOI TpaHcdopmarii:
TUCTUIUTIHA «JlM3aliH IEpCOHAXiIB» TTOCTYIIOBO BKJTFOUAETHCS
0 HaBYAJIBHMUX TMporpaM, NpoTe Me He cPOopMOBaHO
KOMITJIEKCHOTO TIAXOy, SIKHH Ou 3a0e3reuyBaB CHCTEMHY
IHTETpamilo KIACHYHUX Ta LU(GPOBHUX 3acO0IB CTBOPEHHS
nepcoHaxiB. [cHye moTpeda y po3BUTKY METOJMK BUKJIaJaHHS,
3a0e3neueHHl TeXHIYHO1 0a3u, MIATOTOBIN KBaTi(iKOBAHHX
BUKJIa/Ia4iB 1 CTBOPEHHI YKPaiHOMOBHHX OCBITHIX MaTepiaiB.

[lepcniekTUBY MOAANBUINX AOCTIIKEHD Y LILOMY HANPSIMKY
OB’ s13aH1 3 pO3p0OKOI0 KOMIUIEKCHOT METO/I0JIOT1i BUKJIaTaHHS
U3aiiHy NMEPCOHAXIB, L0 MOEJHY€E aKaJEeMIYHUN PUCYHOK,
YKUBOIIUC Ta HU(PPOBI TEXHOJIOTIT 13 JOCTIHKCHHSIM BIUIUBY
HAyKOBO-METOJMYHUX IHHOBAII1H Ha )OpMyBaHHS aBTOPCHKOTO
CTWIIO Ta TNpOodeciiHUNX KOMIETCHTHOCTEH CTY/IEHTIB.
BaxxnuBuM € TakoK BHMBUEHHS ajanTauli AUCUMIUIIHUA 10
noTped CydyacHOTO PUHKY Ipalli Ta iHTerpallis Hal[lOHaJIbHOT
KyJAbTypHOI crienu(iku y TpPOIEC CTBOPEHHS IMEPCOHAXIB.
Takuii WAX1A COPUATHME MIATOTOBI (PaxiBIlIB, 3JaTHUX
e(heKTUBHO peali30ByBaTH TBOPYI MPOEKTH Ta KOHKYPYBaTH
Ha MDKHApOJAHOMY DiBHI.
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