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This work examines the role of animation in user interfaces as a tool for

improving usability, user engagement, and system feedback. The paper focuses
on modern principles of interface animation, including motion design patterns,
microinteractions, transitions, and state changes. The study places emphasis on
how animation contributes to clearer navigation, improved user experience, and
stronger brand identity. Examples of practical applications in mobile and web
interfaces illustrate how well-implemented motion helps users understand
system logic and interact with digital products more intuitively. The work
emphasizes that animation is not only a visual effect, but a meaningful
communication element that significantly affects the perception of modern
interfaces.

AHiMaIlis craja HEeBiJl'€MHOIO YAaCTHHOKO CyYacCHHMX 1HTEp(EiCiB, OCKUIbKU
BOHA JI03BOJISIE IMOKPAILUTH B3AaEMOJII0 KOPUCTyBaua 3 CHUCTEMOIO, 3pOOUTH
Ipoliec HaBiramii 3po3yMUIIIIUM 1 3a0€3MeYUTH MUTTEBUN 3BOPOTHUN 3B’S30K.
Y MOOUTbHHMX 3aCTOCYHKaX, BeO-IuiaTgopMax 1 MporpaMHOMY 3abe3nedyeHH1
aHIMallisl oMoMarae miJKpecIuTH JOTIKY Mepexo/liB, CTPYKTYPY €KpaHHUX eJie-
MEHTIB Ta B3a€MO3B 30K MIX J1sIMU KOPUCTYyBaua.

OyHKuioOHANBHICTh aHIMamii B 1HTepdencax MepeBaXHO 3BOIUTHCSA 0
TPHOX OCHOBHHMX HAmNpsIMiB: HaBiraiisi, iHpOpMyBaHHA Ta €MOIIIWHUI BILIUB.
Hagiramiitna animaiisi cipsMoBaHa Ha 3a0€3MEUEHHS TUIABHOTO TMEPEeMIIIeHHS
MK eKkpaHaMu abo cTtaHamu. BoHa momomarae KOpUCTyBaudy 3pO3yMiTH, 1€ BiH
3HAXOJUTHCH, K MPAIIOE€ CUCTEMA Ta IO BIOYBAETHCS MICIIsI BUKOHAHHS TICBHOT
nii. Hampuxoan, aHiMoBaH1 epexo/id MK BKJIaJIKaMH abo0 IJIaBHE PO3TOPTaHHS
MEHIO poOJIATH iHTepdeiic OLIbI neperdauyBaHUM.
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Pucynok 1 — Ilpuknan animarnii ikoHku iHTepdeiica
Hpyruii BaXXJIMBUN HAIIPsIM CTOCY€EThCS 1HGOPMYBaHHs. AHIMaIlisl BUKOPH-

CTOBYETBCS JJIsI Tepeladl CUCTEeMHHUX IOBIJIOMJIEHb, 3MIH CTaHIB a0o0 MiATBEp-

JOKEHHSI BUKOHaHHS 1. MIKkpoB3aeMo/li — KOPOTKI JIOKaJbHI aHIMalli Ha
KIITaAT e(EeKTy HATUCKAHHS KHOIIKH, 3MiHU 1HJIMKATOpa 3aBaHTAKCHHS M I10S-

330



BU CTIOBIIIEHHS MOKPAIIYIOTh SKICTh B3a€MO/I1i, HE TePEeBaHTAXKYIOYH KOPUCTY-
Baua 3aiBol0 iH(opMari€ro. 3aBIsSKU LIbOMY KOPHCTYBa4 OTPUMYE BITUYTTS
YKHUBOI1 B3aeMo/Iii 3 iHTepdeiicom, 110 301IblIye 3arajbHU KOM(POPT poOOTH.

TpeTiM KOMIIOHEHTOM € €MOULIWHMUIA 1 OpeHI0BUI BIUIMB. AHIMAIllsl MOXE
dbopMyBaTH CTUIIICTUKY 1HTEpdECy, MATPUMYBATH allICHTUKY Ta CTBOPIOBATH
VHIKQJIbHUNA XapakTep Npoaykry. HeBenwki pyxu, enacTUYHICTh, M’ SIKi TIEPEXO0-
JIM Ta Yac peaxilii eIeMEeHTIB 3/1aTHI IepeIaTu HACTPii OpeHmy, 3poOuTH 1HTEp-
detic OumpII ApyXKHIM a00, HABMAKK, JUHAMIYHUM 1 TexHoyoriunuM. Lleit ene-
MEHT 0COOJIMBO BaXJIMBHUM Y MPOJTYKTOBUX 3aCTOCYHKAX, /1€ BPAXKCHHS BiJ Bi3y-
aJIbHOI B3a€MO/I11 BIUTMBAE HA PIIIEHHS KOPUCTYBa4a 3AIUIIUTUCH Y TPOIYKTI.

Y cydacHOMy Au3aiiHI IIMPOKO 3aCTOCOBYIOThCS TpHHIMNU Motion
Design, Taki sik miuaBHICTh (Smoothness), odikyBaHHA (anticipation), KOMIeHca-
1ig pyxy Ta ¢okyc yBaru. Bonu gonomararots OyAyBaTH MOCIIIOBHY Bi3yaJbHY
JIOTIKY, B SIKIM KOKHa aHiMallisi Ma€ (DyHKI[IOHAJIbHY LIHHICTb. 3aCTOCYBAHHS
HaJMIpHOiI a00 3aHA/TO MIBUAKOI aHIMaIlil MOK€ HEraTUBHO BIUIMBATH Ha KOPH-
CTYBaI[bKHI OCBIJ, TOAl K MPAaBUIBHO MiAi0paHa TPUBAIICTh 1 (PI3UYHICTD py-
XY TOKPAIYIOTh CIIPUAHATTS CUCTEMHU.

Po3Butok Texnomorii takmx sk Lottie, Rive, CSS Motion a6o SwiftUI
Animations 3Ha4HO CIIPOCTUB pOOOTY AM3alHEPIB Ta pO3POOHUKIB, JO3BOJISIOUN
CTBOPIOBATH CKJIAJHI aHIMAIlIHI CHCTEMH 3 MiHIMAJIbHUMHU 3aTpaTaMU. 3aBASKH
MM 1HCTPYMEHTaM MOXJIMBE BIIPOBAKCHHSI aHIMalllid, 1[0 MAalOTh HEBEIUKY
Bary, BUCOKY YITKICTb 1 CyMICHICTb 3 pizHuMH mnatdopmamu. Lle 3pobuio aHi-
Mallil0 He JIMIIEe JEKOPATUBHUM €JIEMEHTOM, a CIPaBXHIM 1HCTPYMEHTOM IOK-
pamensas UX.

A Arievartizn

Pucynok 2 — Iarepdeiic Rive
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3arajioM, aHiMmallisg B iHTepdelicax Mae 3HAYHUN BIUIMB HAa CIPUNHATTS
NpPOAYKTY, (POpPMY€E JIOTIKY B3a€EMOJIi Ta MIJBHIINYE 3PYUHICTh BUKOPHUCTAHHS.
Bona gonomarae 3pobutu iHTepeiic IHTYiITUBHO 3p0O3yMUINM, TPUBAOIUBUM Ta
MOCITIIOBHUM. 3aB/SIKM TPAMOTHOMY 3aCTOCYBAHHIO PyXy AHM3ailHEpU MOXKYTh
HIJKPECIUTH CTPYKTYPY CHUCTEMH Ta 3pOOMTH B3a€EMO/III0 OUIBLI MPUPOIHOIO,
10 0COOJIMBO BaXKJIMBO B YMOBaX BUCOKUX BUMOT JIO SIKOCTI ITU(DPOBUX TIPOTYK-
TIB.
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