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2D AHIMALIA SIK BI3YANbHWUIA KINKOY OO CYCMNINbHOI CBIAOMOCTI
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Abstract. The work explores 2D animation as a tool of visual communication capable of capturing
audience attention and conveying complex, socially significant topics in an accessible and emotionally
engaging form. The focus is placed on its ability to evoke empathy, increase viewer engagement, and enhance
information retention. An example of animation use to raise awareness about HIV/AIDS is presented.
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Hapasi cycninbCTBO nepexvBae nepiod BUCOKOI couianibHOT YyTNMBOCTI, KOSK
NUTaHHA OOBKINMsA, nNpaB NIOAWHK, NCUXIYHOMO 340POB’HA, IHKMKSIl, BINHM Ta i4EHTUYHOCTI
HabyBaloTb MPIOPUTETHOrO 3HAYEHHHA, ane iHOopMauiHUN NPOCTIP MNepenoBHEHUN
Bi3yanbHUM KOHTEHTOM, TOMYy BWHUKAE noTpeba B edekTMBHMX 3acobax KOMyHikauil,
34aTHUX LWBMAOKO, AOCTYMNHO Ta €MOUIMHO AOHECTM BaXnMBi cycnifibHi nuTaHHA. Cepef
AOCTYNHUX 3acobiB KOMYHiKauii MoxxHa BUAinuTh 2D aHimau,ito, WO 3a OCTaHHi pOKM 3Mmorna
cTaTth NOTYXXHUM iHCTPYMEHTOM coLianbHOro BAAnBy 0cobrMBO A1 MOSOAI, 3MiHIOKYM i
CTaBMNeHHA N NOBEIHKY.

2D-aHimauisi, iHWKnMKM cnoBamun ABOBMMIPHA aHimauid, nepenbdavae CTBOPEHHSA pyxy
B 4BOBUMIpHOMY npocTopi. [aHunin Bug, aHimauii Biapi3HAETbCA CBOIM MAOCKUM, NiHINHUM Ta
TpaguUiHUM XYLOOXHIM CTUNEM, LLIO MOXE MOEOHYBaATUCA AK 3 PYYHUM MartoBaHHAM, TaK i
3 undpoBMMM TEXHOMOrAMU. Bnnue oTpnmaHoi 2D-aHimauisi 3Ha4HOK MipOKo 3anexuTs Big
MaWCTEPHOCTI aHiMaTopiB Yy CTBOPEHHI BUPA3HWX MEepPCOHaxiB Ta CUEH 3a OO0MOMOroko
HamManboBaHWX Bif pykM abo cTBOpeHux umcpoBum cnocobom 3o0b6paxeHb [1]. BueHnmn
BM3HA4YeHO, WO rOfIOBHUM 3aBAaHHSM aHiMauil € CTBOPEHHS YMOB, CMPAMOBaHWX Ha
PO3BUTOK NIOAMHU 3a JOMOMOIOK BUKOPUCTAHHA COLOKYNbTYPHUX TEXHOSOrN Ta METOLIB,
SKi CNPUAITL NOLOMAHHIO HEraTUBHUX MPOSIBIB Ta OCOOMUCTICHOMY YAOCKOHANEHH!O [2].

Ak Bisyanisauia gogae BaroMOCTI 3HAYEHHKD HanmMcaHoro TeKCTy, Tak i aHimauis
CTBOpPIOE rMnBUHY Bidyanisauii. Pyxomi enemMeHT ogqHO3Ha4YHO MOXYTb NiABULLNTA PiBEHb
3anyyeHHsa Ta B3aemogil. Konu akicb eneMeHTn NoYnHarTb pyxaTucs, TO Le HEeOOMIHHO
3axONmoe yBary rnsgada Ta nigBuuye piBeHb CNpURHATTA iHopMmadii [3]. 3BicHO, Bce ue
3aKnageHo Npupoaoto, amke pyx Le OCHOBHA CKNadoBa XUTTS NOLAMHMU, PyX 3aBxaun Oys
npueabnmemMm Ansa NOAen Ta gonomaras AgisHatucs 6inbLue Npo HaBKONULLHE CEPeaoBULLE.

2D aHimauia € Hag3BMYyanlHO aganTUBHUM 3acobOM KOMYHiKauii, SKMN 0O3BONSAE
npencTaBUTU cknagHi abo YyTnuei TeEMM y 3p03yMinii, HEHaB A3NMUBIN Ta LOCTYMHIN hopmi.
BoHa 3gaTHa cnipolyBaTtu cknagHi KoHUenuii 3aBAsiku BUKOPUCTaHHIO CMMBORIB, MeTadhop
Ta BidyalnbHUX acouiauin, 3HWKY4YN piBEHb CNPOTUBY Y rnagadis. [NoegHaHHs BidyanbHUX
obpasiB, KONbOpy, 3BYKYy Ta PUTMY PyXy CTBOPKE EMOLINHMIA 3B’A30K i3 ayauTOpiIeto.
EMOUINHMIA KOMNOHEHT CnpuUsie Kpawomy 3anam’aToByBaHHIO iH(opmauil, nonerwye
CNPUNHATTA Ta MoTuBye A0 Aii. OCKiNbKn LMdpoBi TEXHONOrII MOCTINHO PO3BMBAKOTLCS,
CTBOPEHHA Ta MOLUMPEHHS aHiMauiMHOrO KOHTEHTY cTae Aedani OOCTYNHIWMM §K Ans
BENMKNX OpraHis3auin, Tak i 4na foKanbHUX iHiLiaTue.

HopasaHHs emouin 0o aHiMauii, nig Yac 1 po3pobku, pobuTb oTpumaHy iHopMaLito
nerwor ans 3anaMm’siToByBaHHS, a OTXe B pesynbTaTi nepernsgy couiasibHOro posinky
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nanHa oTpMMae Ta 3acBOITb HOBi 3HaHHS 3HAYHO Kpalle HixX skbu ue byna 3Bu4variHa
HaykoBa ctatTs. Mo3ok ogHakoBo 36epirae iHopmauito sk y BUrnagi 3obpaxkeHb, Tak i
TEKCTy, ane iX MnoegHaHHs pa3oM 3 eMOUiHUM 3abapBrieHHAM, pobuTb CIPURHATTA,
nogarnblle 3anam’aToByBaHHS Ta Bi4TBOPEHHS BKNageHoro 6avyeHHs couiansHol npobremum
3Ha4yHo nerwum gnga nogen [3].

OpHieto 3 kno4voBux nepesar 2D aHimauil € 34aTHICTb OO CMAPOLWEHHS cKnagHux
NoHATL. BukopuctoBytoun cumBonivHi obpasu, metacdopu Ta BidyanbHi acouiauii 2D
aHiMauis Moxe 3pobuTU 3pO3yMifIM HaBITb CKIaAHUN abo HE3PYYHUI KOHTEHT, TUM CaMUM
3HWXKYHOUM piBEHb CNPOTMBY B rnsgadiB. Kpim Toro, putmika pyxy, KonbopoBa nanitpa Ta
TUMW NEepCoHaxiB 30aTHI BUKNUKATW LinecnpsiMoBaHy eMOLUiHY peakuito — Big ChiBYyTTS
A0 HAaTXHEHHS Y/ NOYYTTS BigNOBIAANbHOCTI.

Ha BigMiHy Big 3BMYaHOro CTaTUYHOrO 306pakeHHs1 Yn HaBiTb peanbHOro Bigeo,
aHiMauisa [o3BOnsie CTBOPUTU rineppeanbHiCTb, fka no3basreHa 3avBux geTanen Ta
KOHLUEHTPYETLCS NMLLE Ha CYyTi NUTaHHSA. Y CBOI Yepry ue O03BOMSE Kpalle coKycyBaTu
yBary noanHU Ha npobnemi, NigKpecnuTh 1l 3Ha4YeHHSA Ta BUKIMKATK rnbLlue po3yMiHHA B
rnsgava.

[apHMM nNpuKnagom BuKopuctaHHs 2D animaudil 4nga nigBuLLEHHS piBHS 0Bi3HAHOCTI
HaceneHHs Ha couianbHy Temy (Hanpuknag, BIJ1/CHIO) moxHa BBaXxxaTu HaB4YarnbHy Bigeo-
aHimauito Big TeachAids, HekomepuinHoro couianbHOro nignpuemcrea. MeTo 03Ha4YeHUX
NPoekTiB BYN0 BUCBITNNTU CMOCIO BUPIiLLEHHS YacTo TabynoBaHMX TeM. 3a OCHOBY aHimaLin
B3ATO aHiMoBaHi 2D nepcoHaxi BigoOMMX nogen ana NiABULWLEHHS neaaroriyHoil
edekTuBHOCTI. Po3pobneHi aHimauii ons pisHUX KynbTyp Ta MOB BKIOYalTb OM0OCU
3HAMEHUTOCTEN 3 KOXXHOro perioHy. Po3pobneHi maTepianu WMPOKO BUKOPUCTOBYHOTLCS B
Pi3HUX YacTMHaXx CBITY.

OTXe, Yy KOHTEKCTi CyyacHOro iHopMaUiNHOrO nepeHacuyeHHst Ta 3POCTaHHSA
coujianeHol YyTnusocTi, 2D aHiMauis € epeKTUBHUM IHCTPYMEHTOM Bi3yarnbHOI KOMYHiKaLiT,
WO [03BONSA€E [OOCTYNMHO M €MOLINHO [OHOCUTM CcKnagHi couianbHi Temu. AHiMauis
npuBepTae yBary, CMpoOLWy€E CAPUAHATTA Ta MnoKpawye 3anam’saTOBYBaHHS BaXXMBOI
iHbopmauii. 3aBasgkM po3BUTKY LMPPOBUX TEXHOMOrN CTBOPEHHS 2D aHimauii Moxe
aKTUBHO BMKOPMCTOBYBATUCS SAK Yy rNobanbHMX, Tak i B NOKanbHUX couianbHUX iHiLiaTuBax,
BMNSMBAOYM Ha CYCMiflbHY CBIAOMICTb i MOBEIHKY.
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