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This abstract explores the visual style of 2D animation characters as a
fundamental tool for non-verbal communication in multimedia and video games. By
analyzing the psychological impact of shape language, color contrasts, and minimalist
non-photorealistic ~ rendering, the research demonstrates how intentional
simplification enhances emotional resonance. The study highlights the cognitive
mechanisms behind abstraction and its critical role in conveying complex

psychological states and deepening viewer immersion.
Knwuoei cnoea: 2D animation, character design, shape language, color

psychology, minimalism, non-verbal communication, non-photorealistic rendering.

VY MynpTUMEOIHHOMY MPOCTOP1 Bi3yalbHUI CTWJIb MepcoHaxa 2D-aHiMaiii €
MOTY>KHUM 1HCTPYMEHTOM HeBEepOaIbHOI KOMYHIKaIlli, 3AaTHUM TPAHCIIOBATHU TNTHOOKI
MICUXOJIOTIYHI CTaHW Ta (OpPMyBaTH €MOIINHUN 3B'SI30K 13 risgademM. BiamoBa Bij
(doTopeanizaMy Ha KOPUCTh CTWJII30BaHOI rpadiku J03BOJIIE CTBOPIOBATH BUpPa3HI
HapaTUBHI KOHCTPYKIIi 3 MiHIMAJIbHUM BUKOPUCTAHHSIM TEKCTY YH 3BYKY.

MexaHi3M nepenadl e€Mmouiid dYepe3 MIHIMAIICTUYHY Tpadiky OazyeTbcs Ha
KOHIIENIli «mocuiIeHHs depe3 crporieHHs» Ckorra MakKnayga [1]. Bigkunaroun
peaNTICTUYHI JAeTalll, XyA0KHUK 0/Ipa3zy (POKYCy€ yBary Ha rOJIOBHHX PUCaX Ta €MOIIIsX
MEepPCOHaXKa. 3 TMO3MIM KOTHITUBHOI ICHUXOJIOTII, TiNepAeTai3allisi MepeBaHTaKYe
poOouy mam'siTb, TOAL SIK MiHIMaJi3M 3HHMXKY€ 30BHIIIHE KOTHITUBHE HAaBaHTaXXCHHS,
JT03BOJIIFOYM MO3KY MUTTEBO 3UMTYBaTH 0a30B1 eMOIIIHI maTepHu [1].

binbuie Toro, CropolleHHs aKTUBYE «ePeKT Macku». UMM aOCTpaKTHIIIMM €
NEPCOHAX, TUM JIETIIE TIJIsilady CIPOEKTYBATH HAa HBOTO BJIACHY 1JCHTUYHICTb.
CrporieHuii repoil € mOpoKHIM €MOIIHHUM MPOCTOPOM, SIKUU ayJAUTOPIst 3alIOBHIOE

BJIACHOIO CBijoMicTiO [1].
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[lepBuHHUM eTamoM HeBepOaJbHOI'O MO3HUIIOHYBaHHS € «MOBa (Gopm», TOOTO
BUKOPHUCTAHHS T€OMETPUYHMX apXeTutliB [2]. OKpyrJi JiHIi aCOIIIOI0ThCS 3 0€3MEKOI0
Ta JIOBIPOIO, KBaJpaT TPAHCIIOE CTAOLIBHICTH 1 CHIy, a TOCTpl KyTH TPHUKYTHHKa
BTUTIOIOTh JAMHAMIKy Ta 3arpo3y [2]. IHOAl Il MPUHIMIIM 3aCTOCOBYIOTHCS Ye€pe3
CBIJOMUN TUCOHAHC (HANPHUKIIAJ, MAaCHUBHHUI CHIIyeT AJS MEpPCOHaka 3 TEHAITHOIO
HATypOIO0) K CAMOCTIMHHM €JIEMEHT CTOpITeTiHTY [2].

JIpyriM KpPUTHYHO BaXKIMBUM iHCTPYMEHTOM € Kouip. 3rimHo 3 Teopiero M.
ITTena, xomipHI KOHTpAacTH KEpyKTh emoliiHoo Hampyrowo [3]. JloBeaeHo, mio
BHUCOKUN KOHTPACT Ha TJII IPUIITYLIEHOI TeoMeTpli MUTTEBO (POKYCye yBary risjgada
Ha eMOIIisIX nmepcoHaxa [3].

CuHTe3 1MX MIIXOJIB SKHAMKpalle pO3KPUBAETHCS B IHTEPAKTUBHUX Meia.
Takum npukiagom cayrye iHai-rpa Gris Bix Nomada Studio, Bi3yaJIbHHI CTUIIB SIKOI €
OCHOBHHMM 1HCTPYMEHTOM II€pe/adl MCHXOJIOTIYHOIO CTaHy IpoTtaroHicta (puc. 1).
['paBenb CynpoBOIXKY€E TEPOTHIO Uepe3 M'sITh cTaaiil rops (3a moaemno Kroobnep-Pocc),
KOXKHa 3 SIKUX Mae€ YyHIKajdbHE Bi3yaibHe BUpaxeHHS [4]. Cranis 3amnepedeHHs
B1100pakaeThCsA Uepe3 MOHOXPOMHY MANIITPY Ta 3pyWHOBaH1 CTATYi, 1110 CUMBOJII3YIOTh
NnopokHeuy. ['HIB penpe3eHTOBaHUN arpeCMBHUMU YE€PBOHUMU TOHAMH, TOCTPUMHU
JHIAMH Ta MIIAHUMUA OypsmH. Topr CyNpOBOIKYETHCS 3€JIEHUM KOJIbOPOM,
OpraHiyHMMHU (QopMaMu JIiCy Ta MOIIYKOM KOMIIpOMICY 3 OTOYeHHsM. Jlemnpecis
Bi3yaJli3oBaHa 4yepe3 riIMOO0KI CHMHI BIATIHKH, JONI 1 O€3Kpai miABOJHI TIMOWUHU, 1IO0
CKOBYIOTh PYX 1 3MYIIYIOTh 3aHYpIOBAaTUCSl y BiacH1 ctpaxu. Hapemiti, npuiHSITTS
3QJIMBAE CBIT TETUIMM CBITJIOM, paJiaIbHOI CUMETPIEO 31POK Ta TOBEPHEHHSIM I0JIOCY,
10 MPOOYHKYE KUTTSI HAaBKOJIO [4].

VY upoMy TBOpI BiMOBa BiJ KOPCTKMX KOHTYPIB Ha KOPHUCTh AaKBAPEIbHOI
PO3MHTOCTI JJO3BOJISIE Bi3yalli3yBaTu HECTAaOUTbHUN MEHTAIbHUN cTaH repoini. ToOTo
aHiMalist pi3MYHOTO Tija (AKTUYHO € aHIMAIENO ii MCUXIKU. J[MHaMiuHe TOBEPHEHHS
KOJIbOPIB, AKI YacTO BUXOJATh 3a MEXI KOHTYpIB OO'€KTIB 1 3IMBAIOTHCS Yy M'SIKi
TPaJIIEHTH, TIIKPECTIOE POSMUTICTh MEHTAJIBHUX MEXK y CTaHI TPABMH, KOJIA €MOITii
BUXOJISTH 3-T11/1 PallloHAJILHOTO KOHTPOJO. [locTymnoBe HaMmOBHEHHS CBITY KOJbOPOM

CUHXPOHI3Y€ETHCSA 3 TICUXOJIOTTYHUM BITHOBJICHHSIM [5].
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Pucynoxk I — Ilpuknao sizyanvroeo cmunio y epi Gris

[TincymoByto4H, Bi3yaJdbHHUI CTHJIb MEepcoHaxa y 2D-aHiMallii ciix po3risiaaTa
K KOMIUIEKCHY HeBepOaJlibHy MOBY. MiHiMali3M, MoBa OpM Ta JUHAMIYHI KOJIpHI
KOHTPACTH JO3BOJISIFOTH TBOPISIM 3alTM(POBYBATH TNIMOMHH1 IICUXOJIOTTYHI KOHMIIKTH

0e3ImocepeTHbO Y BiyaTbHOMY 00pas3i, 3a0e3Mmeuyoun MaKCUMaIbHUN PIBEHb EMITATIi.
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