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The article analyzes the technological and psychological aspects of using
pixelated 3D aesthetics in modern puzzle games. While photorealism dominates
the industry, pixelation remains a vital tool for independent development, as
evidenced by the $3.8 billion market for retro-style games. The study addresses
technical challenges like "pixel creep" in Unity and proposes solutions such as
orthographic projection and specialized shaders. Through the analysis of Return
of the Obra Dinn and Eclipsium, the author demonstrates how visual limitations
trigger the "gap-filling" phenomenon, enhancing player immersion and logical
focus. The research concludes that pixelated 3D serves as a catalyst for innovation
by transforming visual constraints into meaningful gameplay elements.

VY cydacHiil irpoBiit 1HIYCTpIi CIIOCTEPITa€ThCs 3POCTAHHS IHTEPECY 10 1rop
13 MIKCENIbHOI CTWIICTUKOW. [lompu pO3BUTOK TEXHOJOTIM Ta MOKIIUBICTD
CTBOpEHHsI (hoTOpeaTiCTUUHOI rpadiku, 6araTo po3poOOHUKIB 1 IPABIIIB 3BEPTAIOThH
yBary Ha OUIbIII CTHJII30BaH1 Ta MIHIMAJIICTUYHI Bi3yasibHi pimeHHs. [likcenpHa
rpadika moeHye B co01 MPOCTOTY, BUPA3HICTh Ta BII3HABAHUI XYA0KHINA CTUIIb,
0 poOUTH ii MOMYJSIPHOIO Cepel HE3aJIeKHUX PO3POOHUKIB 1 HIMPOKOI
ayJIUTOPIi.

CydacHuil OyM peTpO-CTUIICTUKU MIATBEPIKYETHCS TUHAMIKOIO PUHKY: Y
2025 pori cexTop peTpo-irop ouiHieTbes y 3,8 mumbspnaa gonapis CIIA, a
nporuo3oBanui oocar 10 2033 poky cTtaHOBUTH 8,5 Mubsipaa aonapis [1]. Le
CBIIYUTH MPO NEBHY «BTOMY)» CIIOKMBAYIB BiJ TeppeaiiCTUYHUX MPOEKTIB Ta
CEpBICHUX MOJEJIe Ha KOPUCTh 3aBEPIIECHUX, CTUIICTUYHO BUPA3HUX 1rOp.
Oco06imBO1 momnyysipHOCTI HaOyBarOTh 3D-roj0BOJIOMKH 3 TMIKCEIHLHOK abo
BOKCeIbHOIO Tpadikoro [2]. Taki irpu MOEIHYIOTh MPOCTY Bi3yaldbHy (Gopmy 3
rMMOOKMM  ITPOBUM  TPOIIECOM, 3aCHOBAaHMM Ha JIOTIYHOMY MUCJICHHI,
CIIOCTEPEXIIMBOCTI  Ta JIOCTI/DKEHHI TIPOCTOpY. 3aBASKA I1bOMY BOHU
MPUBAOIIIOIOTH JOCBIAYEHUX TPABIIIB 1 HOBY ayJauTOpit0. 3D-TroI0BOIOMKH — 11€
JKaHpP BIJEOITOpP, Y AKOMY IpaBellb MOBUHEH BUPINIYBATH PI3HOMAHITHI JIOT14HI
3aBJaHHS Y TPUBUMIPHOMY cepenoBuIlli. OCHOBHOIO OCOOJHUBICTIO TaKUX 1TOP €
B3a€MO/Iis 3 00’ €KTaMU Y IPOCTOP1: 0OEpTaHHS €JIEMEHTIB, IepEMIIIICHHS OJIOKIB,
MOIIYK MPAaBHJIBHOTO paKypcy abo MIsaXy Ui TMPOXOKEHHS PiBHS.
TpuBuMIpHUN NPOCTIp POOUTH ITPOBUM Mpouec OUTbII CKIAJHUM 1 IIKaBHM,
OCKIJIbKM TPaBLIIO HEOOXITHO BPaXxOBYBATH TJIMOMHY, MEPCIEKTUBY Ta B3a€MHE
po3TallryBaHHs 00’ €KTIB.
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MerToro nanoi poOOTH € BUBUEHHS aCMEKTIB PO3POOKHU AHU3aiHy MIKCEIbHUX
3D-ron0BOJIOMOK, SKUW CHOpHUATHME 30UTBIICHHIO 3aIliKaBIEHOCTI TPaBIB Ta
no30aBIATHME HEOAKaHUX BI3yaJIbHUX €(EKTiB, SKI YacTO 3yCTPIdalOThCs B
ITPOBUX JJOJIaTKaX MOAOOHOTO TUITY.

CTBOpeHHs SKICHOTO TiKcenizoBaHoro 3D-300paxkeHHs (Tak 3BaHOTO
«XpycTKOro» ado «crunchy» 3D) noB’si3aHe 3 HU3KOIO TEXHOJOTTYHUX BUKIIHKIB.
KirogoBoro mpobiiemoro € edekt «pixel creep» — apredakT MEpeXTiHHS MIKCEIB
Ha Kpasx 00'€KTIB Mmija 4ac pyxy kamepu. s po3B'sizaHHs Ii€l mpoOiieMH B
cepenoBuili  po3poObku  Unity dYacTo 3aCTOCOBYIOTBCS — CHEIliali30BaHi
1HCTpyMeHTH, 30KpeMa ProPixelizer, 1m0 103B0IsI0TH BUOIPKOBO 3aCTOCOBYBATH
MIKCei3aIlio 10 OKpeMuXx 00'ekTiB. {1 MOCATHEHHS BI3yaJlbHOiI CTaOLILHOCTI
ONTHMAJbHUM € BHUKOPUCTaHHS oOpTorpadiuHoi Mpoekii, ska 3ade3nedye
HE3MIHHICTh MacITady 00'€KTiB HE3aJICKHO BiJI BIICTaH1 10 BIpTyaJIbHOT KAMEPH.

Jnst mocnimkeHHd (PaKTOpiB MOMYJSIPHOCTI KaHpy OyJI0 PO3IJIAHYTO JiBa
XapakTepHi NpoekTu (puc. 1).

Pucynok 1 — [Ipuknanu nuzaitHy nikceabHUX 3D-ro10BoIOMOK:
a) Eclipsium; 6) Return of the Obra Dinn
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Return of the Obra Dinn [3]. BukopucroBye TexHiky 1-0iTHOTO AU3EPUHTY
(dithering). Lle cTBOprO€ cenM(iuHUN «aHATITUYHUI Bi3yal, IO JOMOMAarae
rpaBleBl aOcCTparyBaTucs BiJ JpYTOpPSAHMX JeTaled 1 30CepeAuTHCS Ha
JETEKTUBHOMY TIPOIIECi Ta JOTIYHIN JASTyKIIii.

Eclipsium [4]. [lpeacraBnsie HampsiM CIOPPEATICTHYHOTO MMKCEIHLHOTO
xopopy. UiTka mikcemizaiis TyT MOCUIII0e aTMoc(epy HEIEeBHOCTI Ta KOIIMapy.
VY rpi mikcenm MarTh BEIMKY KOJbOPOBY PO3AUIBHICTB, SIKa J03BOJISE OAUUTH
MPUXOBaHI 00'eKTH ab0 HEBUJMMI CTEKKM B YMOBaX HHM3bKOI PO3JUIBHOL
30aTHOCTI. Y KOHTEKCTI TOJIOBOJIOMOK, ITOB’A3aHHUX 13 B3a€EMOJIIEI0 CBITJIA Ta
TIHEHM, Taka CTWJIICTHKA 3HAYHO IIJBHUIIYE PIBEHb IMEPCHUBHOCTI (3aHYpPEHHS)
KOpHUCTYBaua.

[TomynsipHiCTh MIKCETbHUX TOJIOBOJIOMOK CEPENl ayAUTOPIi, IKa Ma€ TOCTYII
10 ¢doTopeanizamy, MOSICHIOEThCS (DEHOMEHOM «3allOBHEHHS MMYCTOT». 3a YMOBH
HU3BKOI JleTaii3alii 300pa’keHHs, MO30K TpaBIlsi aBTOMATHYHO PEKOHCTPYIOE
BIJICYTHI JI€TaJIi, 1[0 CTBOPIOE IIMOIINMA MEPCOHAII30BAHUM JIOCBII.

[likcenizalisa Hala€e rpaBlIeBl HACTYITHI TEPEBaru:

— aKTUBHE CHOCTEPEKEHHS — HEUITKICTh 3MYIIY€ BIWBIATHUCA Y AETaIl,
NEPETBOPIOIOYM Bi3yaJIbHUH MOIIYK HA YACTHHY T'€HMILIEIO;

— abCTpakIlisl SK 3aXUCHUU MEXaHI3M — y XOpPOP-TIPOEKTaX 1€ J103BOJISIE
BUKJIMKATH CTPax Ha PiBHI 17Ie¥, yHUKAIOUM HAAMIPHOI (h1310JI0TTYHOT OTH/IH;

— KOTHITUBHA C(OKYCOBAHICTh — BIJICYTHICTh 3aWBUX Bi3yaJbHUX IIYMiB
(BIIOJMCKIB, CKJIQJHUX TEKCTYp) JAO3BOJIAE KOHIIEHTPYBATHCS BUKIIOYHO Ha
JIOT1YHIN CTPYKTYpI1 3a7a4i.

AHamni3 TEXHIYHUX Ta TICUXOJIOTIYHMUX AacCMHeKTIiB MmiKcenbHuX 3D-
TOJIOBOJIOMOK HIATBEPJIKYE, 110 LIEW HAIPSIMOK € OJJTHUM 13 HAUNEPCIEKTUBHIIINX
JUIsl cydacHoi 1rpoBoi 1HAycTpii. OOMEXKEHHsS BI3yaJlbHOTO Py CTaloTh
KaTajgi3aTopoM Ui TeMMIM3allHEePChbKUX 1HHOBAILlM, MEPETBOPIOIOYM KOKEH
MmiKCenb Ha OAMHHUII0 CEHCY, IO CTUMYJIOE YABY Ta AaHANITUYHE MUCIICHHS
TpaBIIs.
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