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This abstract investigates the principles of UI/UX design in 2D pixel art video
games, focusing on managing cognitive load and maintaining immersion. By
examining diegetic interfaces and the "clarity gap" in indie games, the research
highlights how minimalist Ul elements harmonize with low-resolution aesthetics. The
study demonstrates that effective interface integration is essential for seamless player

experience and optimal information delivery in constrained visual environments.
Knwuosi chosa: 2D games, pixel art, UI/UX design, cognitive load, diegetic

interface, game design, user experience.

VY cyuacHoMy reiiman3aiiti mikcenbHa rpadika (pixel art) 3anummaerses ogHUM 13
HAUMOMYJISIPHIIIUX ~ Bi3yaldbHUX CTWIiB. OJHAaK CTBOPEHHS KOPHUCTYBAIIbKOTO
inTepgeiicy (UIl) ta xopucryBanpkoro aocBigy (UX) mns 2D-irop 13 Takoro
CTWJIICTHKOIO BHMarae cnemnudiunoro maxomy. I[likcemp-apT 1e Oararo B 4YoMmy
MUCTENTBO TOAOJAHHS TE€OMETPHUYHUX MPOOJieM, J¢ KOKEH IKCellb Ma€ ifcanbHy
koH(pirypartito. 3apnannas Ul-nmu3aitHepa monsarae B ToMy, o0 30€perTH 0 «Maritoy
MIHIMaJII3My, OpPraHIYHO BIIMCaBIIM 1i B 3arajbHy KOMIIO3MIIIIO Ta He
NIEPEBAHTAXKYIOUH eKpaH [1].

OcHoBHa mnpobOnema UX y nauHamiunux 2D-irpax 1e BHCOKE KOTHITHBHE
HAaBaHTAXEHHSI Ha TpaBlls MiJ 4ac IHTEHCUBHOTO irpoBOTro mporiecy. Inrepdeiic mae
HE JIMIle TiepeaaBaTy iHGopMaIlito, aje i BIUIUBATH HA 3aHypPEHHs (IMEPCHUBHICTD) Ta
dbopMmyBarH IIHHICTH irpoBoro cBity [2]. Komm rpaBenp 3mylieHHH IOCTIHHO
NepeMUKaTH yBary MiX IFPOBUM IIPOIIECOM Ta KJIACUYHUM EKPAaHOM 1HJIMKATOPIB

(HUD), BunuKae Tak 3BaHUi «po3puB sicHOCTI» (clarity gap) [2].
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Jlist BupilieHHs 1i€i mpoOieMu pO3pOOHHKM BCE YaCTINIE 3BEPTAIOTHCSA 10
nieretnyHoro iHtepdeiicy enementiB Ul, Kl € 4yaCTUHOIO CaMOro irpoBOTO CBITY.
Xowa Ted mMiAXiA TPaAMIHO acoIifoeTbess 3 Macmrabuumu  3D-mpoekramu,
JTOCIHDKEHHST TTOKa3ylTh, 1Mo y 2D-irpax 3amina Tpaguiiiaux eixementiB HUD nHa
JTUETETUYH1 TAaKOXK €()EKTUBHO MPAIIO€ HA 3HUKEHHS KOTHITUBHOTO HABaHTAXKEHHS
[2]. Hampukitan, cran 3m10poB's a00 KUIBKICTh HaOOIB MOXKE BimoOpa)kaTtvcs yepes
3MiHY KOJIbOPOBOI HaJITPU CaMOro IMEPCOHA)Xa, IHTEHCHBHICTh OCBITIEHHS a0o
Bi3yaJIbHE TIOIIKO/DKEHHSI EKIMIpYBaHHSA, MIO0 JI03BOJIAE TPAaBLEBI 34YUTYBaTU
iH(opMaIliro IHTYITHBHO, HE BIAPUBAIOYH TOTIISI B1J] €HILICHTPY TOJIIH.

3 touku 30py UX, Halikpamuii iHTep(deiic e Tol, KUl rpaBelb HE MOMIYAE.
Bin BucTynae HEBUIMMHUM 1HCTPYMEHTOM, 1110 I0IIOMarae yTpuMyBaTi KOPUCTyBaua y
NICUXOJIOTIYHOMY CTaHl «IOTOKY» MiJ Yac MpoxoikeHHsa [3]. 3aHanTo CKiIaaHUN
1HTEeppeiC BUKIMKAE TPUBOTY Ta BIJBOJIIKAE, a HAATO CIPOILUEHUN MPHU3BOAUTH IO
IUTyTaHUHU B MeXaHikax [3]. ¥ mikcenpbHUX MpOeKTaXx IeH OalaHC T0CITaeThCs Yepes
3MEHILEHHS KUIBKOCTI TEKCTY Ha KOPUCTh YHIBEPCAIbHUX 1KOHOK, WYITKOTO
KOJTLOPOBOTO KOAYBaHHS Ta MPOAYMaHO! THMOrpadikd, sKa CHeIiaJbHO aanToOBaHa
I1]] HU3bKY PO3AUIBHY 3aTHICTh 1 HE PYWHYE LUIICHICTh KapTUHKH [3].

[TincymoBytoun, UI/UX pmuzaiin y 2D-irpax i3 mikcenabHOW rpadiko0 CIij
po3MIAgaTH HE K MPOCTe TEXHIYHE HallapyBaHHS, a K HEBIA'€MHUN €JIEeMEHT
BI3yaJbHOI 1JI€HTUYHOCTI mpoekTy [3]. MiHiMi3alis 30BHIIIHBOIO KOTHITUBHOTO
HABaHTAXXEHHS, OOEpeXHE Ta JOLUIbHE BIPOBAKEHHS IIETE€TUYHUX E€JIEMEHTIB, a
TaKOX CyBOpa TMoOBara /0 IIKCEJIbHOI CITKH JO3BOJIAIOTH CTBOPUTU O€3IIOBHUN
JIOCB1JI, /i€ TpaBellb MOBHICTIO 30CEPEKYETHCSI HAa €MOIlIHHIN B3aeMOJIi 31 CBITOM

rpH.
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