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B3AEMO3B'SI30K TEUMIU3ANHY TA HOJITPA®IYHOI'O
O®OPMJIEHHS HACTUIBHUX ITOP Y JKAHPI "ESCAPE ROOM"

The interconnection between game design and the printing execution of board
games in the "escape room" genre is examined. The specifics of non-linear scenarios,
puzzle logic, and interactive mechanics are outlined in relation to material science,
structural features, and specialized printing technologies. The role of publishing
preparation in creating an immersive tactile gaming experience is described.

Key words: Escape room, board games, game design, printing execution,

publishing preparation, material science.

CyuacHuil pUHOK HACTUIPHUX IrOp UIBHUAKO PO3BUBAETHCS, MPOIMOHYIOUU
TpaBIsIM HOBI1 IHTEpaKTUBHI Ta arMocdepHi popmaru. OcobnrBe Miciie 3aiiMae KaHp
«escape roomy, IO MEPEHOCHUThb JOCBIJl peajbHUX KBECTIB Y JIOMallHIi (opMmar.
VYenix Takux 1rop 3ajieKUTh HE JIMILE B1J] CIOKETY Ta JIOTIKU 3arajok, a il BiJ IXHbOIO
MatepiaiabHoro BruteHHs. [lomirpadgiune opopmieHHs, BuOip KOHCTPYKIIH, mpudTiB
1 MarepiaiiB CTalOTh IHCTPYMEHTAMM TelMIU3aiiHy, sIKI KEpyIOTh YBarow rpasBliB,
CTBOPIOIOTH €(DEKT TAEMHHUYOCTI Ta 3a0€3MeUyIOTh IHTEPAKTUBHICTH MPOIIECY.

Metoro 1iei poOOTM € BHU3HAUEHHA Ta TEOPETHMYHE OOIPYHTYBaHHS
B3a€MO3B’ 13Ky MK FeiMIM3ailHOM HACTUIBHUX 1rOp y KaHpl «escape room» Ta ixXHIM
noJIrpaGIYHUM 1 KOHCTPYKTUBHUM O(OPMIICHHSIM.

[eiiman3aiiH HACTUIBHUX 1TOp Y JKaHp1 «escape room» CYTTEBO BIJIPI3HSETHCS
BiJl KJAQCMYHHUX HACTOJIOK THUM, IO (POKYCYeThCS Ha pO3MOBiAl iCTOpii yepes

B3aEMOJIIF0 3 MaTepiaJlbHUMHM OO'€KTaMH Ta BHUPIIMICHHI IMOCIIIOBHUX a0o
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PO3TaTy’)KeHHX JIOTIYHUX 3a7ad. DyHIaMEHTOM JJii CTBOPEHHS YCHIIITHOTO 1IrpOBOTO
JIOCBIIy B IIbOMY JKaHP1 € MOEAHAHHS TPhOX KIFOUOBHX KOMIIOHEHTIB: HEJIIHIHHOTO
CIICHAPIIO, TICUXOJIOTIi CIIPUIHATTS 3araJiok Ta IHTEPaKTHBHUX MEXaHIK B3a€MOJIIi.

Heniniithuii crieHapiii y HacTtultbHOMY (Gopmari J1lae TpaBIsiM CBOOOMY JIiid
3aMICTh CyBOpOro poskiaay. Ha mouaTky BOHM MarOTh JIOCTYI JO KIUJIBKOX 3aBJlaHb
OJTHOYACHO, IO JIO3BOJISIE PO3MOJUIMTH POJIi: OJHI TMPAIIOITh 13 TEKCTOBUMU
MiJKa3KaMu, 1HII aHATI3yIOTh Bi3yallbHI €JIEMEHTH YU IIYKAIOTh MPUXOBaHI 3B’ A3KU.
Po3B’s13aHHs KITIOY0BO1 3arajiKy BiIKpUBAE HOBI KOMIIOHEHTH TPH - JOJATKOBI KAPTKH,
KOHBEPTH YM IUIAHIIETH, IO IMITYIOTh MEPEXiJl JI0 1HIIOI KIMHATU Ta MIATPUMYIOTh
JTUHAMIKY CIOXKETY.

Jlorika TOJIOBOJIOMOK peaji3oBaHa dYepe3 IMPOTPECUBHY CKIAJHICTh: BIJ
MIPOCTUX E€JIEMEHTIB J0 OararomapoBuX KOHCTPYKIii. «Binpomikaroui aetani» (false
leads) 3 momirpadiuHoi TOUKM 30py — 1€ HaJUIMIIKOBa rpadiyHa iHpopMmauis (XuOH1
Bi3yaJbHI aKIEHTH 3a JIONIOMOTOI0 BHUOIPKOBOTO JIAKYBaHHS YU OpHAMEHTAJIbHUUN
«IIymM»), MO 30Ira€ThCs 3 KOJIPHOI raMoro Miaka3ok. TouHICTh mepenadi KoJbopy
(CMYK-cunxpoHnizarlisi) 103BOJISIE TPAaBIIO BIAPI3HUTH KOPUCHUN CHUTHAT BIJ
rpadigyHOTO «ITyMY», 3a0€3IeUyI0ur KOPEKTHY pOOOTYy MEXaHiK IMPOCTOPOBOI YSBH Ta
acollaTUBHOTO MUCIICHHS.

KoHCTpykTHBHI 0COOMMBOCTI KOMIIOHEHTIB € I1HCTPYMEHTOM TeHMIU3aiiHY,
OCKUTbKM  (pI3MUYHI  XapaKTEepUCTUKU MaTepialiB 3a/JaioTh CIOCIO  B3aeMO/III.
Hanpukian, BukopucTaHHs mnamepy 3 HHU3bKOIO mIibHICTIO (60—80 1/M?) mms
«TAaEMHHUX TIOCJaHb» JO3BOJIIE TPaBIsIM O€3MOCEpeHbO BIUIMBATH Ha MaTepial
(3ruHaHHS,  pPO3pUBAHHS,  NPOCBIYYBaHHS), IO  BIANOBIZAE  CIEHAPIIO
«JIECTPYKTUBHOTO» KBECTYy, J€¢ (i3UYHE TMOMIKO/PKEHHS KOMIIOHEHTa € aKTOM
PO3KpUTTS ceKpeTHOi 1Hdopmarlii. HaroMicTh BUKOPUCTaHHS KATUPOBAHOTO KAPTOHY
BHUCOKOI IIUIbHOCTI (Big 1000 r/mM?) mjist irpoBUX TUIAHIIETIB Ta €JIEMEHTIB JIOKAIlIi
3a0e3neuye IXHIO JOBTOBIYHICTh Ta CTAOLIBHICTh T€OMETPIi, 1[0 KPUTHYHO BaXKJIHBO
JUIsL irop 13 MeXaHIKaMH KOMOIHYBaHHS KapTOK. TakuM 4YMHOM, BUOIp MaTepialiB

(grammage, texture) Oe3mOoCepenHbO KOPETIoE 13 3aTyMOM aBTOPIB: CTIMKICTH
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KapTOHYy TapaHTye Oararopa3oBe BUKOPHUCTAHHS, a KPUXKICTh Marepy - OIHOPa30BUM
«Bay-e(eKT» BiJ 3HUIIECHHS KOMITIOHEHTA 337151 POCYBaHHS CIOKETOM.

HecranmaptHi BupyOKHM, KOHBEpPTH 3 MPUXOBAHUMHU IOBIJIOMJICHHSIMH,
danpmBe MTHO KOpPOOOK 4YM OararomiapoBl €JE€MEHTH NEepETBOPIOIOThH TMarip Ha
IHTEpaKTUBHE CepeloBHILE, 3a0e3Meuyloud TaKTUJIbHUNA 3BOPOTHUM 3B S30K.
Marepianin BU3HA4arOTh JIOBrOBIUHICTB: OJHI ITpHM pO3paxoBaHl Ha Oararopas3oBe
BUKOPHMCTAHHS, 1HIII - HA OJHOPA30BE 3HUIIICHHS KOMIIOHCHTIB.

Creuianpai  momirpadiuni  edpekrn - YD-papbu, KombopoBi PuIBTPH,
MIKPOTEKCT - PO3IIMPIOIOTh MOXKJIMBOCTI MIM(PPYyBaHHS Ta CTBOPIOIOTH Oararomaposi
TOJIOBOJIOMKH, SIK1 HEMOKJIMBO BUPIIIUTH O€3 BIAMOBIAHUX APYKAPCHKUX TEXHOJOTIH.

AHaJt3 Mokas3aB, IO YCIiX HAaCTIILHUX ITOP-KBECTIB 3aJICKHUTH Bij IMO€THAHHS
TBOPUMX 1 TEXHIYHUX CKIamoBux. HemiHiiiHl creHapii, Jorika 3arajok Ta
IHTEPaKTUBHI MEXaHIKM €(EKTUBHI JIMIIE y B3Aa€EMOJIi 3 MaTepiaJibHUM BTLJICHHSM.
Came nosmirpadidni TEXHONOTIT, HECTAaHAAPTHI KOHCTPYKIIIT Ta CreliadbHI Marepiain
NEePETBOPIOIOTh A0CTPAKTHI 3aBJIaHHS Ha 3aXOIUIMBUM JIOCBIJ, IO BIJTBOPIOE

arMocdepy CIpaBKkHbOI KIMHATH-3aTa/IKH.
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