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This paper examines the role of color psychology in game design as a tool
for shaping emotional responses, cognitive perception, and player immersion. It
analyzes color as a key element of visual communication that performs aesthetic,
semantic, and navigational functions within interactive environments. The study
highlights the importance of visual hierarchy, consistent color coding, cultural
context, accessibility, and dynamic lighting in enhancing usability and
engagement. The findings emphasize that a scientifically grounded application of
color principles significantly contributes to immersive and coherent game
experiences.

Y cydacHOMy 1U(POBOMY CEpPENIOBHINI BIJICOITPH €  CKJIATHUMH
MYJbTUMEAIMHUMH CHCTEMaMH, JIe KOJIp BUCTYINA€ KIOYOBHUM IHCTPYMEHTOM
dbopmyBaHHs eMoliiHOro naocBiny. [lcuxoinoriss Kojibopy B TedM-au3aiiHi
pO3rIAAaeTbcsd SK MDKAUCUMIUTIHADHUNA HamnpsiM, L0 MOEJHYE TMOJOKEHHS
KOTHITUBHOI IICUXOJIOTii, Teopli CHPUHUHATTS, KOJIOPUCTUKA Ta LHUPPOBOroO
MUCTELTBA 3 METOI0 CTBOPEHHSI KEPOBAHOI'O €MOILIIHOTO BIUIMBY Ha TpaBIl.
Kouip pyHKIIIOHYE HE JTUIIIE SIK €CTETUYHUM 3ac10, ajie ¥ SIK IHCTPYMEHT HaBiraii,
CEMaHTUYHOT'0 KOJIyBaHHs Ta (POpMYyBaHHS ITPOBOI 1I€HTUYHOCTI [1].

MeToto poOOTH € MOOCHIKEHHSI MEXaHI3MIB IICUXOJOTIYHOTO BIUIMBY
KOJIPHUX pIIIEHb Ha CHOPUUHATTA ITPOBOTO MPOCTOPY Ta OOIPYHTYBaHHS
NPUHIUIIB BUKOPUCTAHHS KOJOPUCTUKU JUIsl TMIABUILEHHS 1MEPCHBHOCTI
M (POBUX MPOAYKTIB.

AKTYanbHICTb JOCIIIJKEHHS 3yMOBJIEHA 3pOCTAHHSIM POJI1 IrPOBOT 1HIYCTPii
y T1100aJbHOMY KYJBTYpHOMY TMPOCTOpPI Ta HEOOXIIHICTIO HAyKOBOTO
OCMHCIICHHS MEXaHI3MIB BIUIMBY BI3yaJIbHUX CTUMYJIIB Ha TOBEIIHKY
KOPHUCTYyBauiB. IMEpCUBHICTD, 110 BU3HAYAETHCS K CTYIMIHb 3aHYPEHHS Cy0’ €KTa
B IrpOBE cCepefoBHIlEe, Oe3MOCePEeIHbO 3aJICKUTh B TApPMOHIMHOCTI Ta
[IJIECOPSIMOBAHOCTI  Bi3yaiabHOTO odopmieHHs. KoimipHa mnamiTpa BUCTyHae
OJIHUM 13 TIEPIIHUX CEHCOPHUX CUTHAIIB, SIKI 00OpOOISIOTHCS 30POBOIO CUCTEMOIO,
dbopMyrOUn TEpBUHHE EMOLIMHE Bpa)X€HHsI 1€ J0 YCBIJOMJICHOTO aHalli3y
CIO)KETy 4YM  MeXaHiK. TakuM 4YWMHOM, KOJIp CTa€ I1HCTPYMEHTOM
NEPEeIKOTHITUBHOTO BIUIMBY, IO 3aJa€ TOH CIOPUHHATTS BCHOTO IrPOBOTO
IPOCTOPY.

3 Mo3ulllii KOTHITUBHOI MCHUXOJIOT1I CIIPUUHATTS KOJbOPY IPYHTYETHCS Ha
(b1310J10TTYHUX OCOOJIMBOCTSX 30pOBOi CHCTEMU Ta acOIlIaTUBHUX MeEXaH13Max
nam’siTi. Terun cekTpalibHi BIATIHKY, 30KpeMa YEpPBOHUM Ta OpAHXKEBH, 31aTHI
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I1BUIILYBaTH piBEHb 30yI>KEHHS Ta IPUBEPTATH yBary, TO/I1 sIK XOJIOIH1 BIATIHKH
CHHBOTO 1 3€JICHOTO KOPEIOIOTH 13 BIAUYTTSIM CTaOLIBHOCTI, O€3MEKH Ta CIIOKOIO.
Y reiiM-au3aiiHi 1i 3aKOHOMIPHOCTI BHKOPHUCTOBYIOTHCS JJISi KOHCTPYIOBAHHS
EMOIIITHOT JWHAMIKW: HaNPY>KCHI CIIEHW IICUIIOITECS JOMIHYBaHHSIM
KOHTpPacTHMX a00 HACHYCHHWX KOJhOPIB, TOJI SK €Tamu JOCTIIKCHHS Yd
BIJIMOYMHKY CYIPOBOKYIOTHCSI TAPMOHIMHUMU Ta 3HIKEHUMH 32 HACUYECHICTIO
najgitpamu [2].

BaxnmBuM acriektom € (opMyBaHHS BI3yalIbHOI 1€papXii uepe3 KoJIipHi
KOHTpacTh. [lpuHIMIT Bi3yanbHOI 1€papxii mnependadae CTPYKTypyBaHHS
€JIEMEHTIB CLEHU TaKUM YHHOM, 100 KIIIOUYOBI OO0 €KTH aBTOMATUYHO
NpUBEpTAIA yBary kopucrtyBada. KoHTpacT 3a CBITJIOTOIO, HACHYEHICTIO Ta
TOHOM JIO3BOJISIE BHOKPEMJIIOBATH 1HTEPAKTUBHI OO €KTH, MEPCOHAXIB abo
NOTEHIINHHI 3arpo3u Ha (OHI cepeAoBUIa. TakUM YUHOM, KOJIp BHUKOHYE
(GyHKLII0 HaBIra[IHHOTO MapKepa, ONTUMI3YIOUM KOTHITUBHE HABAHTAKEHHA Ta
CKOPOYYIOYH Yac peaxiii rpaBLs.

CemaHTHYHa (QYHKLIA KOJbOPY NPOSABIAETbCS y (OPMYBaHHI CTIMKUX
acoIllaTUBHUX 3B’S3KIB MK TI€BHUMHU BIATIHKAMHA Ta ITPOBUMHU TOMAISIMHU.
Hanpukman, dYepBOHMIA KOJIp YacTO BHUKOPUCTOBYETHCS I TO3HAYCHHS
HeOe3nekn abo 3MEHINCHHS pPIBHSA 370pOB’S, 3€JIeHMM — IS 1HJAMKaIii
BIJIHOBJICHHS YM IMO3UTUBHOI 11, CHHIM — JJIsI MapKyBaHHs 1HGOPMAIIHHIX a0
HEUTpaJIbHUX eNieMeHTIB iHTepdeiicy. [loBTOpIOBaHICTh TaKUX pillieHb (Hopmye
BHYTPIIIIHIO CUCTEMY 3HaKIB, 10 3a0e3Ieuy€e 1HTYITUBHY 3pO3yMUTICTh IFPOBOTO
pOLECy. Y3rO/UKEHICTh KOJIPHOTO KOIYBAaHHS Y MEXaX YChOTO MPOAYKTY
COpHsi€e CTBOPEHHIO IIUIICHOI BI3yaJlbHOI MOBHM Ta MiABHUIILYE pPiBEHb
KOPHUCTYBAI[bKOI'O JOCBIY.

Oxpemoi yBaru 3aciayroBy€ KyJIbTypHUN KOHTEKCT CIPHUHATTS KOJbOPY.
[HTepripeTanis BIATIHKIB MOKE BapilOBaTHCS 3aJIEKHO BIJl COLIOKYJIbTYPHUX
TpajaMIliii, CAMBOJIYHUX CUCTEM Ta ICTOPUYHUX HApPATUBIB. Y r100aIi30BaHOMY
IrpOBOMY CEpEOBUIL pO3POOHUKY TOBUHHI BPAaXOBYBATH MOJIMBI BIIMIHHOCTI
y TPaKTyBaHHI KOJbOPOBHX CHMBOJIB, 100 YHUKHYTH CEMaHTHYHHMX KOJII31H.
TakuM 9rHOM, KOJIp BUCTYIA€ HE JIUIIE ECTETHYHUM, aJlie i COIIOKYIbTYPHUM
MapKepowm, 110 MOTpedye aanTUBHOTO MIAXOAY 0 MPOEKTyBaHHS [3].

3 TEeXHIYHOI TOYKU 30py, peamizailis KOJIPHOi KOHIICMII 3aleXHUTh BiJ
MO>KJIMBOCTEN rpadiyHUX PYIIIiB Ta CUCTEM OCBITIICHHS. J[MHaMiYHE OCBITJICHHS],
3MiHAa dYacy Ja00u, moroaHi e(peKkTH Ta MocTOOpoOKa 300pakKeHHS CYTTEBO
BIJTMBAIOTH HA KIHIIEBE CIIPUHHATTA naiiTpu. Komip y mudpoBoMy cepenoBuiili €
3MIHHOIO BEJIMYMHOIO, 1[0 TpPaHCPOPMYEThCS TIiJl BIUIMBOM CBITJIOBHUX
napameTpiB, TEKCTYp 1 MaTepialiB. Tomy eQpeKTUBHUI TeiiM-nu3aiiH nependavae
TECTYBaHHS TAJITPH B YMOBaxX pPEaJbHOTO irpPOBOTO TMPOIECY 3 YpaxyBaHHSIM
PI3HUX CLIEHAPIiB B3a€EMO/III.

He MeHII Ba)JIMBHM € MHUTAHHSA JOCTYITHOCTI. 3 OTJISAY HA TMOIIMPEHICTh
MOPYIIEHb KOJIBOPOCIPUIHSITTSA, 30KpeMa HallbTOHI3MY, KPUTHYHO BaXKIHBa
1H(pOopMaIlis He MOBUHHA NEpeIaBaTUCs BUKIIIOUHO yepe3 Kojip. Bukopucranus
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JOJJaTKOBUX MapkKepiB — (OpMHU, MIKTOrpaM, aHIMaIll 4d 3ByKOBUX CHUTHAIIIB —
3a0e3mnedye 1HKIIO3WBHICTh ITPOBOTO TPOAYKTy. Takui Miaxia BigmoBigae
CY4acCHHM CTaHJapTaM YyHIBEPCAJbHOTO [M3aliHy Ta CIPHUSE POUIUPEHHIO
ayuTopii.

Emoriiina perysmsiiis yepe3 KoJip MOKe 3aCTOCOBYBATHCS TAKOXK HA PiBHI
HapaTUBHOI CTPYKTypu. Tpancopmaliist NagiTpu BOPOJAOBXK CIOKETY MiACHIIIOE
JpaMaTypriuHy Halpyry, BIJOOpakarouu €BOJIOLIKD TEpCOHaXIB abo cTaH
irpoBoro cBiTy. Koiip y 1bOMy BHIAJKy BHUCTyNAa€ HE JHIIE EIEMEHTOM
€CTETUYHOTr0 0(OPMIICHHS, a i CBOEPIAHUM MapKEepPOM 3MiH, 110 BiI0YBaIOTHCS Y
BIpTyaJIbHOMY cepenoBuilll. Hampukian, mepexiy Bil TEMJIUX 1 HACHYCHUX
BIJITIHKIB JIO XOJIOJIHUX 1 TEMHUX CHUMBOJII3Y€ 3arOCTPEHHS! KOH(DIIIKTY YU MOSBY
HeOe3neku. 3MiHa JOMIHAHTHUX KOJIBOPIB MOXKE€ TaKOXX CHUTHANI3yBaTH PO
nepexiZi 10 HOBOTO eTamy TIpH, aKIeHTyBaTH KyJIbMIHAIIHHI MOMEHTH alo
dbopMyBaTU BITUYTTS KaTapCUCY Mij Yac PO3B’SI3KU CIOKETHOT JiHIi. Y 0aratbox
CyYaCHUX IFPOBHX IMPOEKTAX KOJbOPOBI PIIIEHHS BHKOPUCTOBYIOTHCA IS
MIJICUJICHHS] KJIFOYOBUX TOJ1M, HANMpUKIIAJ, Yepe3 MiJBUILIECHHS KOHTPACTHOCTI
CLEHHU, 3MIHY OCBITJIE€HHS a00 BHUKOPUCTAaHHA CUMBOJIYHHX KOJIbOpPIB, WIO
ACOLIIOIOTHCS 3 IEBHUMHU €MOIISIMH.

OTxe, ICUXOJIOT1sI KOJBOPY y FeiM-A13aiiH1 € CTpaTeriuyHuM IHCTPYMEHTOM
dhopMyBaHHS IMEPCHUBHOIO Ta €MOILIMHO Hacu4eHoro aocBimxy. Komip BHKOHYE
O6araroyHKIIOHAJIBHY POJIb — BiJI €CTETUYHOTO OPOPMIIEHHS O KOTHITUBHOTO
MOJIETIIOBAaHHS MOBEAIHKU KopucTyBadya. HaykoBo 0OIpyHTOBaHE 3aCTOCYBaHHS
KOJIOPUCTUYHUX TPUHIHUIIB J03BOJIE ONTUMI3YBATH CHPUUHATTS 1HOpMAIIii,
M1JBUILIIUTH PIBEHB 3a]y4YE€HOCTI TPaBIIB Ta 3a0€3MeUNTH CEMaHTUYHY HUTICHICTD
irpoBoro npoAykty. [loganpin AOCHIIPKEHHS Y I[bOMY HalpsiMi MOXYTb OyTH
CIpPSIMOBaH1 Ha €KCIIEPUMEHTAIbHE BUBYEHHSI BIUIUBY P13HUX KOJIIPHUX CTpATEr1i
Ha TMOKAa3HWKU YBaru, €MOILIMHOI PEeakTUBHOCTI Ta €(PEKTUBHOCTI B3a€EMO/IIi
KOPHUCTYBauiB 13 HU(PPOBUMHU IHTEPAKTUBHUMU CEPEIOBULIIAMHU.
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