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BCTYI

MAaHoubka Onbra

KaHavaaT MUCTELTBO3HABCTBA, AOLEHT
[apaHT OCBITHLO-MPOPECINHOI NPOrpamu
«[In3anH Bi3yanbHUX KOMYHiKaLLin»

LLlaHoBHi KONeru Ta gopori MaricTpaHTu!
CbOrofHiLHin 3aXMCT = e He NPOCTOo
(iHanbHa akagemivHa npoLienypa. Lie MoMeHT,
KON CTae 04EBNOHO: AM3alH yXe OaBHO
nepecTas 6yTu nuwe dopmoto. BiH cTaB
MOBOIO, IHCTPYMEHTOM MUCIIEHHS! | CTOCOB0M
BiAMOBIOaTW Ha CKNadHi 3anuTy Yacy.
TemaTviKa npeacTaBneHmx KBasnipikaLinHux
POGIT LIbOro POKY NEPEKOHNMBO AEMOHCTPYE,
LLO HaLLi MaricTpy NPaLLooTb Y CaMOMy
LLeHTpi CyYacHOro NpogecinHoro nons.
Mu 6aumMo An3arH AK IBEHTUYHICTD — Y
DOCNIAXEHHAX 6peHa-anaeHTUKK, poni
3HaKy, KOpropaT1BHOI Bi3yaslbHOI MOBW.
Mwu 6a4MMO am3anH AK KynsTypy naMm'aTi Ta
CMaKOEMHOCTI -y po60oTaXx, MPUCBAYEHMX
YKpaiHCbKi TunorpadivHin TpaauLil,
KUTaNCbKiv ecTeTuu, Midbonorii, X1Bonucy;,
KYNbTYPHWUM KOAaM i HeMaTepianbHin
crnafwvHi.

BooHouac Uj NpOeKTH YiTKO apTUKYMOTh
[V3alH K TEXHONOrI4HY 1 MiXAMCLMNNIHApHY
NPakTUKY. LUTYYHWH IHTENEeKT, iHTepakTMBHe
nakoBaHHs, UI/UX'y KOMM'OTEPHUX irpaX,
3MiLaHi TexHiku aHimMalLLi, VJing, 3D-aHiMaLis,
MYyNsTUMELINHI HapaTVBM — yCe Lie He NPOCTO
TpeHau. Lle iHCTpyMeHTH, 3 AKUMW HalLwi
BUMYCKHWKM NPaLIOIOTh YCBIAOMNEHO,
KPUTWUYHO W BiOMNOBIAAbHO.

Oco61BO LLIHHWUM € Te, LU0 3HaYHa YacTuHa
pOGIT anentoe 0o NoaMHK Ta T 4oCBiay:00
€MOLLIMHOrO BNNMBY NriakaTa, 4O Bidyanisaii
CKNagHWX CoLLianbHMX | NICUXONOMIYHUX TEM,
[0 rPOMasHCHKOI CaMOCBILOMOCTI, 40 Fpy
AIK CepefoBMLLa B3aEMOAIT, 40 AM3anHY K
crnocoby emnaril. Lle cigunTh Npo 3pine
npogeciiHe MUCNEHHS | PO3YMIHHA ETUUYHOI
poni An3anHepa CbOrogHi.

Xouy HaronocuTu: NpeacTaBneHi
KkBanigpikaLinHi poboTu € LinicHUMun
aBTOPCbKUMU NPOEKTAMU, Y AKNX

INTRODUCTION

Olha Hanotska

PhDin Art History, Associate Professor
Guarantor of the educational

and professional program

"Visual Communications Design”

Dear colleagues and dear master'’s
students!

Today's defense is not merely a final aca-
demic procedure. It isa moment when
it becomes clear that design has long
ceased to be just a matter of form. It has
become alanguage, a tool of thinking,
and a way of responding to the complex
challenges of our time.

The range of qualification projects pre-
sented this year convincingly demon-
strates that our master’s students are
working at the very core of the contem-
porary professional field. We see design
as identity — in studies of brand identity,
the role of the sign, and corporate visual
language. We see design as a culture of
memory and continuity — in projects
devoted to Ukrainian typographic tra-
dition, Chinese aesthetics, mythology,
painting, cultural codes, and intangible
heritage.

At the same time, these projects clearly
articulate design as a technological
and interdisciplinary practice. Artificial
intelligence, interactive packaging, Ul/
UXin computer games, mixed animation
techniques, VJing, 3D animation, and
multimedia narratives — all of these are
not merely trends. They are tools with
which our graduates work consciously,
critically, and responsibly.

Especially valuable is the fact that a signif-
icant number of works address the human
being and human experience: the emo-
tional impact of posters, the visualization
of complex social and psychological issues,
civic self-awareness, play as a space of
interaction, and design as a means of
empathy. This testifies to mature profes-
sional thinking and a deep understanding
of the ethical role of the designer today.

I would like to emphasize that the pre-
sented qualification projects are holistic

NO€AHaHO OOCMIOHULBLKY FMNBUHY,
KOHLLENTYarbHY YiTKICTb i BUCOKUI pPiIBEHb
Bi3yanbHoi peanisadii. MarictpaHTn
NMPOAEMOHCTPYBanu 30aTHICTb He NnuLle
npaLoBaT 3 GOpMOLo, a  GopmMynoBaTH
CEHCU, apryMEHTYBATU PILLIEHHSA Ta MUCTIUTH
CcTpareriyHo.

3a pe3ynsTaTtamm poboTU eK3aMeHaLLIMHOI
KOMICIT MOXY 3 YNEBHEHICTIO 3a3HauUTL:
3axuCT KBanigikaLinHuxX pobiT BiabyBcs
YCiLLHO, & piBEHb NiArOTOBKM BUMYCKHWKIB
OCBITHbO-MPOMECIMHOI NPorpamu «An3anH
Bi3yanbHUX KOMYHiKaLLi» BignoBigae
CyYaCHWM akaaeMivyHUM i NpopeCinHUM
BMMOTam.

[akyo MaricTpaHTaMm - 3a CMINMBICTb
MUCININUTU, EKCNEPUMEHTYBaTK 1 BpaTtu
BiINOBIAANbHICTb 3@ BNaCHUIM aBTOPCbKMN
ronoc. JaKkyto HayKoBUM KEPIBHUKAM i
peLLeH3eHTaM —- 3a GaxoBui Cynposig,
BMMOIMBICTb | OBIPY.

| HaMronoBHiwWwe - A NepekoHaHa, Wwo
CbOrofHi MM BUMYCKaEMO HE MPOoCTO
MaricTpiB AM3anHy, a Au3anHepis,
34aTHUX GOPMYBaTU Bi3yarbHy KynsTypy
ManbyTHBOrO.

LLinpo BiTato Bac i3 yCrilHUM 3axXmMCTOM!

FapaHT OCBITHLO-NPOPECINHOT NPOrpamMm
«[In3anH BidyanbHNX KOMYHIKaLLN»
OnbralaHoubka

authorial works that combine research
depth, conceptual clarity, and a high
level of visual realization. The master's
students have demonstrated not only
the ability to work with form, but also the
capacity to formulate meaning, justify
design decisions, and think strategically.
Based on the results of the examina-
tion board’s work, | can confidently
state that the defense of the qualifica-
tion projects was successful, and that
the level of training of graduates of the
educational and professional program
“Visual Communication Design” meets
contemporary academic and profes-
sional standards.

| thank the master’s students for their
courage to think boldly, to experiment,
and to take responsibility for their own
authorial voice. | also extend my grati-
tude to the academic supervisors and
reviewers for their professional guidance,
high standards, and trust.

Most importantly,  am convinced that
today we are graduating not merely mas-
ters of design, but designers capable of
shaping the visual culture of the future.
My sincere congratulations on your suc-
cessful defensel

Guarantor of the Educational
and Professional Program
“Visual Communication Design”
Olha Hanotska
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Knioyosi cnosa: KopropaTyBHa
ineHT1dIKaLd, peansaiH,
Bi3yarbHi KOMYHIKaLLi, ToeHan
an3anHy, LMpposisaLlid, CTanmn
DO3BUTOK, LUITYYHU IHTENEKT.

Keywords: corporate identity,
redesign, visual communication,
design trends, digitalization, sus-
tainability, artificial intelligence

BOXOHOBA
APOC/IABA

CyuacHi TeHAeHLUIT B An3anHi eneMeHTiB
KoprnopaTuBHOI iAeHTUdIKaLLii
Ta ix TpaHchopMaLlis

KepisHuk: OnexkcaHap Cobones,
KaHaOn4aT MUCTELITBO3HaBCTBa, Mpodecop

AHOTALIA: MaricTepcbka poboTa
npuceaYeHa OOCNIAXEHHIO CYyHaCHNUX
TEeHOEHLIM Y AM3anHi KopropaTuBHOI
ioeHTndIKaLi Ta X TpaHchopmMaLii nig
BMN/IMBOM LMOPOBi3aLii, eKONoriyHnx
CTaHOapTIiB i TEXHOMOrIN WTYYHOro
iHTenekTy. MpoeKT NoeaHyE TEOPETUYHUI
aHanis cTpaTerin peam3anHy 3 NPakTUYHO
PO3POBKOI0 OHOBIMEHOI Bi3yarbHOI CUCTEMM
[NA WBenLapcbkol koMnaHil «QualiCasa, Wwo
MpPaLLIOE Ha PUHKY HEPYXOMOCTI.
AKTYAJIbHICTb TEMW: 3ymoBneHa
CTPIMKOIO 3MiHOIO PUHKOBUX YMOB
i rmobanisakiieto, Lo BUMarae Bif 6peHais
afanTauii 0o undpoBmx NnaTPopm
(MOBINbHUX AOAATKIB, cOLMeEpex) Ta
LeMOHCTPALLT coLlianbHOT BiAMOBIAaNbHOCTI.
KopropaTnBHa ileHTUYHICTb CbOroaHi
TpaHCPOPMYETLCA 3i CTATUUHOIO
Habopy CMMBONIB Y AMHAMIYHY CUCTEMY,
AKa 3abe3neyvye eMOLLINHNA 3B'A30K 3i
CMOXMUBaYEM.

BOKHONOVA
YAROSLAVA

Contemporary Trends in the Design of
Corporate Identity Elements and Their
Transformation

Supervisor: Oleksandr Soboley,
Phd in ArtStudies (Design), Professor

ABSTRACT: The master's thesis is
devoted to the study of contemporary
trends in corporate identity design and
their transformation under the influence
of digitalization, environmental stand-
ards, and artificial intelligence technol-
ogies. The project combines a theoret-
ical analysis of redesign strategies with
the practical development of an updated
visual system for the Swiss real estate
company QualiCasa.

THE RELEVANCE OF THE TOPIC: is
determined by rapid changes in mar-
ket conditions and globalization, which
require brands to adapt to digital plat-
forms (mobile applications, social media)
and demonstrate social responsibility.
Today, corporate identity is transforming
from a static set of visual symbolsinto a
dynamic system that ensures emotional
engagement with consumers.

s qqualicasa

O. qualicasa

Datenbasierte
Qualitatssicherung
& Management
im Lifecycle

Cquaticasa

Hauptstrazse 72 | Brugg

O anlicann

Zustandsanalyse
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O. qualicasa

CIC]

Datenbasierte
Qualitatssicherung
& Management

im Lifecycle

e Inter

IPATKOBI

OVERLAY IBEHT-MAHEN|

TREFAMA

TPAMIEHT

UNDERLAY NOUATOBWA

KOHLLEMLYSA MPOEKTHOI YACTUHM: pean3aiiH enemeHTis
KopnopaTtuBHOI ineHTudikaLii «QualiCasa» 6a3yeTbca
Ha LLIHHOCTAX npo@decioHaniamy, cTabinbHOCTI Ta
iHHOBaLLIMHOCTI. BidyanbHe pilleHHs BKIOYaE Cy4aCHUM
NOroTuN, LWPMdTY Ta EKONOrYHO CBILOMY KOMbOPOBY Nanitpy
(ocHoBHWV korip — «Racing Greeny). KoHLenLis nepen6adyae
MiHIMani3M, IHK/IO3VBHICTb AW3anHy Ta BUKOpUCTaHHS LU
AN ONTUMI3aLLIT KOHTEHTY 1 NepcoHani3aLii B3aemogii 3
KOpUCTYBaYeM.

CONCEPT OF THE PROJECT COMPONENT: the redesign
of QualiCasa'’s corporate identity elements is based
on the values of professionalism, stability, and innova-
tion. The visual solution includes a contemporary logo,
typography, and an environmentally conscious color
palette (primary color — Racing Green). The concept
emphasizes minimalism, inclusivity in design, and the
use of artificial intelligence to optimize content and
personalize user interaction

OB'€KTOM AOOCNIAXEHHSA: npouec dopMyBaHHs Ta
Bi3yanbHoi TpaHcdOopMaLLii KopropaTUBHOT ifeHTUdIKaLLT
KOMMaHiN y Cy4aCHUX PUHKOBKX YMOBaX
MPEAOMETOM AOOCHIAXEHHSA: rpagiyHi 3acobwu,
CTUNICTUYHI MPUNOMM Ta CTPATET T pebpeHANHIY KOMNaHiT
«QualiCasay 3 ypaxyBaHHAM Cy4aCHMX TEHOEHLLN AU3anHy
(UMdpPOBI3aLLi, eKOMOrYHOCTI Ta BUKOPUCTaHHS LLII)

META OOCIAXEHHA: posibpaT cyvacHi TeHAeHLT
B AM3aliHi eNleMeHTIB KOpnopaTMBHOI ifeHTUdIKaLl Ta
HAOYHO peani3yBaTu IX y Mexax peamsanHy obpaHol
KOMMaHil.

MEXI OOCTIAXEHHA: obMexeHi aHaniaoM LWBenLLapCbkmnx
KOHKYpPeHTIB KoMNaHii «QualiCasa» Ha pUHKY
HEepYyXOMOCTI.

HAYKOBA HOBW3HA: nonsrae y BUsiBMeHHi onTuManbHUX
cTparterin pebpeHavHry ansa «QualiCasa» Ha OCHOBI
CUHTE3Y aKTyanbHUX AN3anH-TPEHAIB Ta NPaKTUYHOro
aHarisy puHKy.

METOOW OOCNIOXKEHHSA: aHani3 HaykoBoi nitepaTtypu,
kenc-cTagi (case study), SWOT-aHanis, BisyanbHui aHasi3
KOHKYPEHTIB, METOA AN3arHY Ta MPOTOTUMYBaHHS, a TakoxX
iHHOBALLIMHI METOOM 3 BUKOPUCTaHHSAM LLIL

THE OBJECT OF THE RESEARCH: the process of forma-
tion and visual transformation of corporate identity of
companies under contemporary market conditions.
THE SUBJECT OF THE RESEARCH: includes graphic
tools, stylistic approaches, and rebranding strategies
of QualiCasa, taking into account current design trends
such as digitalization, sustainability, and the use of arti-
ficial intelligence.

THE AIM OF THE RESEARCH is to analyze modern trends
in the design of corporate identity elements and to
visually implement them within the redesign of the
selected company.

THE SCOPE OF THE RESEARCH: limited to the analysis
of Swiss competitors of QualiCasa in the real estate
market.

SCIENTIFIC NOVELTY: lies in identifying optimal rebrand-
ing strategies for QualiCasa based on the synthesis of
current design trends and practical market analysis.
RESEARCH METHODS: include analysis of academic
literature, case studies, SWOT analysis, visual analy-
sis of competitors, design and prototyping methods,
as well as innovative approaches involving the use of
artificial intelligence.
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FALLYPA HATSURA
KATEPUHA KATERYNA

MpuHUMNK Ta 3acobu amM3anHy Principles and Tools of Game
irpoBOro npocTopy Space Design
KepisHuk: Bonoanmump flecHsk, npopecop Supervisor: Volodymyr Lesniak, Professor

Knio4osi crnosa: an3aviH
irPOBOrO MPOCTOPY,
IMEPCMBHICTb, IrPOBWI AOCBIA
(UX), BizyansHi komyHikaLlii,
CTIMMaHK, IHTEPaKTUBHICTb,
TpVBUMIDHa rpadika.

Keywords: game space design,
immersion, game experience
(UX), visual communications,
steampunk, interactivity,
three-dimensional graphics.
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AHOTALIA: KeanigikaLinHa poboTa
NPUCBAYEHa KOMMNEKCHOMY AOCIAXEHHIO
NPUHLMNIB Ta 3aco6iB AN3anHY irpOBOro
NPOCTOPY B KOHTEKCTI Cy4aCHOI iHAYCTPIl
Bigeoirop. Y AOCMiAXEHHI MpoaHasnisoBaHo
€BOJI0LI0 iIrPOBUX CepenoBuLL Bif
HaMMPOCTILUMX ABOBUMIPHUX CTPYKTYP A0
CKNnagHWX TPUBUMIPHMX CBITIB 3 BUCOKUM
piBHeM iMepcil. PoboTa po3kpusae
H6araToLwapoBiCTb ifPOBOro NPOCTOPY
AK Pi3NYHOro, KoHUEenTyanbHoro Ta
€MOLLIMHOr O SBMLLA, LLO 6e3nocepeHbo
BM/IMBAE Ha CMOXVBYMIM AOCBIA. [TpakTUYHa
YacTuHa BTifleHa y po3po6Lii nokaLLii
[ONA KBECT-IPY, LLIO AEMOHCTPYE CUHTES
PeHTEIINHOI eCTETUKN Ta eNEMEHTIB
CTIMMNaHKYy.

AKTYAJIbHICTb TEMW: 3ymoBneHa
CTPIMKMM PO3BUTKOM irPOBKX TEXHOMOT i
Ta 3pOCTatouNM MOMUTOM Ha AKICHWUA
Bi3yanbHWUN KOHTEHT. YCniX cy4acHOro
irpOBOro MPOAYKTY 3aNeXUTb He NuLe
Bi MeXaHiK, a 1 Bif 30aTHOCTI An3anHy
YyTPUMYBaTK iHTEpPecC rpasLs yepes
npoayMmaHy HasiraLito, atMocoepy Ta
iHTePaKTUBHICTb.

ABSTRACT: This qualification thesis is
devoted to a comprehensive study of
the principles and tools of game space
design in the context of the contempo-
rary video game industry. The research
analyzes the evolution of game environ-
ments from the simplest two-dimen-
sional structures to complex three-di-
mensional worlds with a high level of
immersion. The paper reveals the mul-
tilayered nature of game space as a
physical, conceptual, and emotional
phenomenon that directly influences
user experience. The practical part is
implemented through the development
of a location for a quest game, demon-
strating a synthesis of fantasy aesthet-
ics and steampunk elements.

THE RELEVANCE OF THE TOPIC: is deter-
mined by the rapid development of
gaming technologies and the growing
demand for high-quality visual content.
The success of a modern game prod-
uct depends not only on mechanics but
also on the ability of design to maintain
player engagement through well-con-
sidered navigation, atmosphere, and
interactivity.
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KOHLLEMLUSA MPOEKTHOI YACTUHM: ronsirae y CTBOpEHHi
KOHLLeNTYyasbHOI NOKaLLT ANA GeHTe3i-KBECTY 3 enemMeHTamm
CTiMMaHKY. BidyanbHe pilueHH:A 6a3yeTbCA Ha NOEAHAHHI
MeXaHIYHWX AeTanen, CKnagHUX TEKCTYp Ta creumdiyHoro
OCBIT/IEHHA A7151 CTBOPEHHS 3araakoBoi aTMocdepw. MpoexkT
nepenbayac iHTEPaKTUBHICTb CepefoBULLA, ie KOXEH
efleMeHT OTOYEHHS MPaLLIOE Ha PO3KPUTTA HapaTKBY Ta
nonerweHHs HaBsiraLii rpasLs.

CONCEPT OF THEPROJECT COMPONENT: the creation of
a conceptual location for a fantasy quest game with
steampunk elements. The visual solution is based on a
combination of mechanical details, complex textures,
and specific lighting to create a mysterious atmosphere.
The project provides an interactive environment in
which each element contributes to narrative develop-
ment and facilitates player navigation.

OB'€EKTOM AOOCNIAXEHHA: on3anH irposoro
npocTopy.

MPEOAMETOM AOCIAXEHHA: npuHLmMiK Ta 3acobu
[13aViHy irpOBOIro MPOCTOPY, BK/KOYAKUM KOHLLEMTYarbHi,
€CTeTUYHI, YHKLLIOHaNbHI, MCUXOSOriYHI Ta TEXHOMOTIYHI
acnekTw.

META OOC/IOXEHHA: cuctemaTn3alisa Ta aHanis
MeTOofiB An3anHy ANS BUSBNEHHA eeKTUBHMX NiOXOAiB
[0 CTBOPEHHS BUCOKOSIKICHWX Ta €CTETUYHO NPUBABNMBIX
irpOBUX CEpeoBMULL.

XPOHOIMOTI4HI TA TEPUTOPIATIBbHI MEXI: JocniaxeHHs
OXOMIOE Nepioa OCTaHHIX ABOX AeCATUNITL (2004-2024 pp.),
LLIO XapaKTepPU3YETLCA PO3KBITOM rpadiyHNX TEXHOMOT I
Ta irpoBMX OBUXKIB. TeputopianbHo poboTa 6a3yeTbes
Ha CBITOBOMY AOCBIA irpOBOI iIHAYCTPIT 3 NPaKTUYHOK
peanisaLlieto B YkpaiHi (M. Xapkis).

HAYKOBA HOBW3HA: nonsrae y BUCBITNEHHI HOBMX MiAXOLIB
[0 NPOEKTYBaHHA NOKALLI, LLO NOEAHYIOTb XYOOXHIO
CTUMI3aLLito 3 KOrHITUBHMMM aCneKTaMM CrPUNHATTA
NPOCTOpPY rpaBLIEM.

METOAW AOCNIOXEHHSA: aHani3 TeopeTnyHUX Oxepen,
NOPIBHANBHWI aHani3 irpOBWX XaHPIB, KOHTEHT-aHani3
Bi3yasibHWUX KOMMOHEHTIB, eMMIPUYHE CMIOCTEPEXEHHS 3a
irpoOBMM MpOLLECOM Ta MeToan 3D-MOLENtOBaHHS.

THE OBJECT OF THE RESEARCH: game space
design.

THE SUBJECT OF THE RESEARCH: the principles and
tools of game space design, including conceptual,
aesthetic, functional, psychological, and technologi-
cal aspects.

THE AIM OF THE RESEARCH: is to systematize and
analyze design methods in order to identify effective
approaches to creating high-quality and aesthetically
appealing game environments.

CHRONOLOGICAL AND TERRITORIAL SCOPE: the study
covers the last two decades (2004-2024), characterized
by the flourishing of graphic technologies and game
engines. Geographically, the research is based on global
experience of the gaming industry with practical imple-
mentation in Ukraine (Kharkiv).

SCIENTIFIC NOVELTY: lies in highlighting new
approaches to location design that combine artistic
stylization with cognitive aspects of the player’s spa-
tial perception.

RESEARCH METHODS: include the analysis of theo-
retical sources, comparative analysis of game genres,
content analysis of visual components, empirical obser-
vation of gameplay, and 3D modeling methods.
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Knio4osi crnosa: an3aviH
iHpOrpadiky, BidyanisaLida
LlaHnx, fPOMafAHCbKa
CaMOCBIOMICTb, COLLiansHi
Mepexi, BidyarnbHa KOMyHiKaLig,
3aly4YeHHA rPOMaaCbKOCTI.

Keywords: infographic design,
data visualization, civic aware-
ness, social media, visual com-
munication, public engagement.
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€PPEMOBA
KATEPUHA

3acobu cTBOpeHHs iHdorpadikm

ANS NigBULLEHHS FPOMaasHCbKOT
CaMOCBIAOMOCTI cepef] KOpUCTyBauiB
coLiianbHUX Mepex

KepiBHuk: Onbra KBiTka, kaHaMoat
MWCTELTBO3HaBCTBa, CTapLui BUKaaad

AHOTALIIA: Jana MaricTepcbka poboTa
LOCTiAXYe NoTeHLLian an3aiHy iHborpadikv
AK IHCTPYMEHTY ANA NMiABULLEHHSA
rpoMagfaHCcbKOT CaMOCBIAOMOCTI
KOPUCTYyBauYiB coLlianbHUX Mepex.
B ymMoOBax cy4yacHOro umepoBoro
CepenoByiLLa, NepeHac4eHoro iIHPopMaLLE,
Bi3yanisauia faHWX cTae KNo4YoBUM
MeTOAOM CMPOLLEHHS CKNaaHUX CEHCIB
Ta NPUBEPHEHHS yBaru LWMPOKOT ayaAnTOpil.
PoboTa noeaHye TeopeTuyHUIM aHani3
poni BisyanbHNX KOMYHIKaLLIM y coujanbHin
B3aEMO[il Ta MpakTUYHY po3pobky cepii
iHQorpadik Ha TeMy KyMbTYPHO-ICTOPUYHOI
crnagwuHm.

AKTYAJNbHICTb TEMWU: 3ymoBneHa
[OMIHYBaHHSAM Bi3yaslbHOrO KOHTEHTY B
coLjanbHMX Mepexax Ta noTpeboto y HOBKX
MeTOo[ax BrvBY Ha rPOMaASHCHKY NO3ULLIO
B yMOBaX iHQOPMALLIHOI NepeHacn4eHoCTi.
IHOorpadika no3BONAE WBUAKO Ta
edeKTUBHO JOHOCUTU KITIOYOBI GaKTy,
LLO OCOBMMBO BaX/MBO AN OpraHi3aLlii
CyCninbCTBa Yy CKNafHi yacw.

YEFREMOVA
KATERYNA

Tools for Creating Infographics to
Enhance Civic Self-Awareness Among
Social Media Users

Supervisor: Olha Kvitka,
Phd in ArtStudies (Design), Senior Lecturer

ABSTRACT: This master's thesis explores
the potential of infographic design as
a tool for enhancing civic awareness
among social media users. In today's dig-
ital environment, saturated with informa-
tion, data visualization becomes a key
method for simplifying complex mean-
ings and capturing the attention of a
broad audience. The study combines a
theoretical analysis of the role of visual
communication in social interaction with
the practical development of a series of
infographics dedicated to cultural and
historical heritage.

THE RELEVANCE OF THE TOPIC: is deter-
mined by the dominance of visual content
on social media platforms and the need
for new methods of influencing civic atti-
tudesin conditions of information overload.
Infographics enable the rapid and effective
communication of key facts, whichis espe-
cially important for social organizationin
challenging times.

Rurokn
YKPAit¢bKOI

KHaxaTa
JinToBCbKO~-
nonbcbka pgoba

naneukingi XIV ¢r.y Benukomy
KHaziscTBi JlnToBCbKOMY 6YNO

EIAQPVCLKOI Y
907 TA VKPAIHCLIKOI Y
O naceaenna

Hahy>xuBaHiwoto B ycix chepax
XKWTTA cTana nitepatypHa
cTapoykpalHcbka MOBa, Lo B TOMU
yac odiuiHO HasmBanacs
PYCLIHM ¢ FHISOMN,
ABNAOYU COBOIO CYMiLL: =

u.epxoauocnonn‘ucbxm

po3MoBHOI cTapob6inopycbkol

PO3MOBHO| CTapoykpaincbkof

oKpeMux cnis Ta 3aopo~r?_s
nonbCbKOI Ta NATUHCHbKOI MOB

Pa3zoM 3 ocTaTouHUM i
MPUAHATTAM : 988
XPUCTUSAHCTBA, i
Ha Pyci ak niTepartypHa MoBa no4yana
BMKOPUCTOBYBATUCS

UEPKOBHOCAQER AHCLIKA MOBA —
WTYYHa NiBASHHOCNOB'AHCbKA MOBA,
ctBopeHa Kupunom ta Medopiem

Ha OCHOBI COAVHCLIROI O AIAAKTY
MAKEAOHCLKOI AQBH.

3 UMX NaM'aToK MIiCTATb
enemMeHTn MicUueBux giane
3 AKWX NOCTYNOBO QPOPMYE
yKpaiHCcbka MoBa
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MowanMcs apeummH
BHMIHAYHWE SIRYIB YKPSIHCEKOT
KyNBTYRH | ocaith Ta
XAPKIBCEEWA CYASRMA NpOUSE
Han HiuM — aponec «Coinky
Buaeonenna Yrpalauo.

1929-1991
gKPATHCIsKA
MOBA B CPC

Hac yrucein -
i mayiomansmol 1
crifinocri

Ha gonuTi oapors 3 BpemosaHns,
B. Oypaykiscexors, cnigueui ConomMod
Bpyk crazas:

aHam wodo yupausckyo
MHAMEeANMTEHIMO TOCMOBMMS Ha
HONEHM, IMO HOWo 3adoy.

HKoro He nocmaeMm — nepecmpengenM»

“ipainh,
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KOHLIEMLUSA MPOEKTHOI YACTUHW: cTBOpeHHs cepii
«YKpaiHCbKka MOBa Kpi3b Bikit, LLIO CKNaaaeTbCA 35 TeMaTnuHMX
6nokis (50 ny6nikauin). OCHOBHa yBara npuainseTsCs
TpaHcdopMaLLi aKageMidHX 3HaHb MPO ICTOPIO YKPAEIHCHKO!
MOBMW Y JOCTYMHMIA Bi3yarnbHWIN KOHTEHT. [TPOEKT AEMOHCTPYE,
AK Yepes noeaHaHHsA apxiBHVX MaTepiarnis, CUMBOMIYHNX
KOMbOpIB Ta adanTMBHOI TUMOrPadikv MOXHA CTBOPUTH
€MOLLINHNIM 3B'A30K 3 YMTaueM Ta CTUMYIMIOBaTU iHTEpec [0
MUTaHb HaLLIOHaMbHOI IIEHTUYHOCTI. Pe3ynsTaTti JOCTIiIKEHHS
NiOTBEPOXYIOTh, LLO IHPOrpadika € edeKTVBHMM 3aCO60M
KoHconigauii cycninbCcTea Ta NiaBULLIEHHSA 06i3HAHOCTI
rPOMaAsAH 3 aKTyarbHUX COLLIOKYNETYPHUX MUTaHb Y
KOHKYPEHTHOMY MefjanpocTopi. BidyarnbHe pilleHHs 6a3yeTbcs
Ha MeTofi LIM(MPOBOrO KOMaxy, BUKOPUCTaHHI ICTOPUYHIX
doTorpadi, aBTEHTUYHOI TUMOrpadikmn Ta afanTUBHOMO
Ou3anHy ana nnatdopm Instagram ta Facebook. KoxHa
Cepist Mae CBOKO KOMbOPOBY ManiTpy, Lo Binobpaxae ayx
MEBHOI eroxu.
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CONCEPT OF THE PROJECT COMPONENT: The project
involves the creation of the series "The Ukrainian Language
Through the Ages’, consisting of five thematic blocks (50
publications). The main focus is on transforming academic
knowledge about the history of the Ukrainian language
into accessible visual content. The project demonstrates
how the combination of archival materials, symbolic color
schemes, and adaptive typography can create an emo-
tional connection with the reader and stimulate interest in
issues of national identity.The research results confirm that
infographics are an effective means of social consolidation
and of raising public awareness of akTyarnbHu1x sociocul-
turalissues within a competitive media environment. The
visual solution is based on the method of digital collage,
the use of historical photographs, authentic typography,
and adaptive design for Instagram and Facebook platforms.
Each series has its own color palette that reflects the spirit
of a specific historical period.

OB'€KTOM OOCHNIAXEHHA: iHporpadika, aka
BMKOPWCTOBYETLCA Y COLLIaNbHMX MEPEXaX.
MPEOAMETOM OOCHIAXEHHA: 3acobu cTBOpeHHSA
O13anHy iHdorpadiku Ans coLianbHUX Mepex.

META OOCHNIOXEHHA: nocniantu ponb iHporpadiku Ak
IHCTPYMEHTY NiABULLEHHSA MPOMaAAHCHKOI CAMOCBIAOMOCTI
Ta po3pobUTH aBTOPCbKMI MPOEKT MPO CTAHOBNEHHS |
NPUrHOBNEHHS YKPAIHCbKOI MOBM.

XPOHOJMOTIYHI TA TEPUTOPIATIbHI MEXI: novaTok
2010-x pokiB OO TenepiwHbLOro 4Yacy. YkpaiHa
(3 ypaxyBaHHsM rno6anbHoro LOCBiLy BUKOPUCTaHHS
iHporpadiku B Mefia).

HAYKOBA HOBW3HA: nonsrae y KoMrnnekCHoMy aHarnisi
iHPorpadikun He NPOCTO AK rPadiyHOro 06'ekTa, a Ak
cneumneiyHoro metoay GopMyBaHHA FrPOMaaaHCbKOT
CaMOCBIJOMOCTI.

METOAU AOCIAXEHHA: nopiBHAHHA, aHani3
i CUHTE3, Knacugikallid, NpoeKTHO-rpadivHe
MOLENOBaHHS.

 Boowen
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THE OBJECT OF THE RESEARCH: infographics used on
social media platforms.

THE SUBJECT OF THE RESEARCH: tools and methods of
infographic design for social media.

THE AIM OF THE RESEARCH: to examine the role of info-
graphics as a means of enhancing civic awareness and
to develop an original project on the formation and sup-
pression of the Ukrainian language.
CHRONOLOGICAL AND TERRITORIAL SCOPE: from
the early 2010s to the present. Ukraine (with consid-
eration of global experience in the use of infographics
in media).

SCIENTIFIC NOVELTY: lies in a comprehensive analysis
of infographics not merely as graphic objects, butas a
specific method of shaping civic awareness.
RESEARCH METHODS: comparison, analysis and
synthesis, classification, and project-based graphic
modeling.

+ K Moga
&l CTa
MMBO”OM CEOGO,QH na

\iigm;l‘ucmqa MORA
kpi3b Bikn:
IHPorpadika

CIIIOHOBINEHHA
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Knioyosi cnosa: andanH wpndTy,
rpadiuHUn An3aiH, Tunorpadis,
AKUMASHTH WPUPT, GYHKLLIT
OpenType, CTUNICTUYHI HabopW.

Keywords: type design,
graphic design, typography,
display typeface, OpenType
features, stylistic sets.

KAMYCTIHA
AHACTACIA

OcobnMBOCTI 3aCTOCYBaHHS
CTUNICTUYHUX HaboPIB Yy APYKOBaHIM Ta
eKpaHHin Tunorpadii

KepiBHuk: TeTsHa IBaHEHKO,
KaHaMAaT MUCTEeLTBO3HABCTBA, AOLLEHT

AHOTALIA: KBanigdikauinHa poboTa
NpUCBAYEHa KOMMNEKCHOMY AOCIAXEHHIO
poni cTURICTUUHUX Habopis (stylistic
sets) y cyyacHoMy WpUGTOBOMY AW3aHi
Ta IXHbOMY BIM/INBY Ha ePEKTUBHICTb
Bi3yanbHUX KOMYHiKaLin. Y poboTi
npoaHani3oBaHO eBOMIOLLIKO QYHKLLIN
OpenType Bif MeTaneBoro Habopy oo
Cy4YacHuUX undposmx ¢opmarTis, LLO
NO3BONNIO BUABUTU iXHI €CTETUYHI Ta
dYHKLIOHaNbHI NepeBaru ik [OAaTKOBOMO
iHCTPyMeHTYy BepcTku. Ocobnvea ysara
NpUAiNeHa TeXHIYHNM acrnekTam Po3pobKu
LWPUPTIB, AKi 3a6e3NeuyIoTb FHYUKICTb
MaKeTyBaHHS Ta LLNICHICTb Bi3yasibHOro
CTWIIIO NPV POBOTI 3 Pi3HUMK NiATEMaMK
B MEXaX O[JHOr0 NPOEKTY.

AKTYANbHICTb TEMWU: 3ymoBneHa

HEObXiOHICTIO AOTPUMAHHSA Bi3yasribHOI

€0HOCTI B CKNaHWX OM3aNH-NPOEKTaXx, fe
CTUIICTUYHI HaBOPY [O3BOMSAKOTb PO3LLMPUTH
rpadivHi MOXITMBOCTI OHIET rapHITYypu 6e3
3a/1y4YeHHSA CTOPOHHIX WPUOTIB.

KAPUSTINA
ANASTASIIA

Features of Using Stylistic Sets in Print
and Screen Typography

Supervisor: Tetiana lvanenko, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: This qualification project
is devoted to a comprehensive study
of the role of stylistic sets in contem-
porary type design and theirimpact on
the effectiveness of visual communica-
tion. The research analyzes the evolu-
tion of OpenType features from metal
typesetting to modern digital formats,
which makes it possible to identify their
aesthetic and functional advantages as
an additional layout tool. Particular atten-
tion is paid to the technical aspects of
typeface development that ensure lay-
out flexibility and visual coherence when
working with different sub-themes within
a single project.

THE RELEVANCE OF THE TOPIC: is deter-
mined by the need to maintain visual
unity in complex design projects, where
stylistic sets make it possible to expand
the graphic capabilities of a single type-
face without involving external fonts.
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Blooming innovation in typographic Flora!

KOHLIEMNLYS MPOEKTHOI YACTUHM: cTBOPEHHS WpndTy
AK Flora, akui noeHye BUCOKY YnTabenbHICTb 6a30B01
BepCii 3 6araTolo AeKopaTMBHOIO CK1aaoBoio (6 ceTis,
niratypu, Tpuay6, dnopanbHi CUMBONK), aaanToBaHWUA
ans cuctem Windows 1a macOS. lMpakTnyHa YacTuHa
[OCnifXeHHd peani3oBaHa Yy BUrNAAi aBTOPCbKOro
unpposoro wpndTy AK Flora. Lle rapHiTypa Tuny
aHTWKBA, WO BKIOYaE ABa HakpecneHHs (Regular
Ta Bold) Ta wWicTb yHiKanbHWUX CTUMICTUYHKX HABOPIB.
KoHLenLis TpoeKTy 6a3yeTbCA Ha NOEAHAHHI KNacU4HOT
€NeraHTHOCTI 3 Cy4aCHO QYHKLLOHANbHICTIO: 6a30BUN
Habip oNTMMI30BaHWUN ANA YNTaHHS BENMKMX MACUBIB
TEKCTY, TOLi K CTUMICTUYHI CETU MPOMOHYIOTb AEKOPATUBHiI
Bapiauii (cBowi, cnewianbHi CUMBONW, ansTepHaTHBK)
ON5 aKLLEeHTHWUX 3aronoskiB. Pe3ynsTaTt TecTyBaHHA
NioTBEPANNM KOPEKTHICTb poboTH PyHKLIM OpenType Ta
e(PEeKTUBHICTb 3aCTOCOBAHMX ONMTUYHMX KOMMEHCaTOPIB
Y OPYKOBaHiN Ta eKpaHHin Tunorpaagil.

CONCEPT OF THE PROJECT COMPONENT: the project
involves the creation of the typeface AKFlora, which
combines high readability in its basic version with a
rich decorative component (six stylistic sets, liga-
tures, the trident symbol, and floral motifs) and is
adapted for both Windows and macOS systems. The
practical part of the research is implemented in the
form of an original digital typeface, AKFlora. Itis a
serif typeface that includes two styles (Regular and
Bold) and six unique stylistic sets. The project con-
ceptis based on the integration of classical elegance
with contemporary functionality: the basic character
set is optimized for reading large volumes of text,
while the stylistic sets offer decorative variations
(swashes, special symbols, alternatives) for accent
headings. Testing results confirmed the correct oper-
ation of OpenType features and the effectiveness of
the applied optical compensations in both print and
screen typography.

OB'€KTOM AOOCIAXEHHA: undpoBui WpndT AK
IHCTPYMEHT Bi3yanbHOI KOMYHiKaLL.

MPEOMETOM OOCNIAXEHHA: ocobnusocTi
3aCTOCYBaAHHSA CTUMICTUYHUX HAbOPIB Y eKpaHHin
Ta ApyKoBaHin Tunorpadii.

META OCIAXEHHA: BUSBUTM OCOBNMBOCTI 38CTOCYBaHHS
CTUNICTUYHUX HABOPIB Y TEKCTi Ta PO3POBUTU Ha IX OCHOBI
®YHKLIOHaNbHWUM ON3aNH-TIPOEKT.

XPOHONOIIYHI TA TEPUTOPIATIbHI MEXI: nepioa 3
1996 poky (NpeacTasneHHs cTaHaapTy OpenType) ao
CbOrOfeHHS, KpaiHu LieHTpansHol €Bponu.

HAYKOBA HOBW3HA: BrepLile NpOBEAEHO KOMMJIEKCHE
LOCTIAXEHHSA CTUMICTUYHWX HABOPIB CaMe sik 3aC06Y BEPCTKY,
YTOYHEHO TEXHOMNOTIYHI €Tanm iX CTBOPEHHSA Ta NPUHLMNU
BUKOPWUCTaHHS [EKOPATUBHWX ENEMEHTIB.

METOOW OOCNIAXEHHA: cuHTe3 Ta y3aranbHeHHs,
XYOOXHbO-KOMMNO3ULLIMHUIN METOL, CEMaHTUKO-
MOPGONOriYHUIA aHani3, cucTemMaTm3aLia Ta KoMn'totepHe
mMogenosaHHa (FontLab Studio, Adobe lllustrator,
Photoshop).

THE OBJECT OF THE RESEARCH: digital typeface as a
tool of visual communication.

THE SUBJECT OF THE RESEARCH: specific fea-
tures of applying stylistic sets in screen and print
typography.

THE AIM OF THE RESEARCH: to identify the character-
istics of the use of stylistic sets in text and to develop
a functional design project based on them.
CHRONOLOGICAL AND TERRITORIAL SCOPE: from
1996 (the introduction of the OpenType standard) to
the present. Central European countries.

SCIENTIFIC NOVELTY: for the first time, a comprehensive
study of stylistic sets has been conducted specifically
as a layout tool; the technological stages of their cre-
ation and the principles of using decorative elements
have been clarified.

RESEARCH METHODS: synthesis and generalization,
artistic and compositional method, semantic and
morphological analysis, systematization, and com-
puter modeling (FontLab Studio, Adobe lllustrator,
Photoshop).
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Knio4osi crnosa: An3anH,
NEPCOHaX, yKpaiHChKke heHTes),
HacTiNbHa rpa, Mihornorig,
Bi3yarnbHa CeMIOTHKa,
KOHLENT-apT, aHiMaLlis.

Keywords: design, character,
Ukrainian fantasy, board game,
mythology, visual semiotics,
conceptart, animation.

KINMUMEHKO
cooiv

MpuHUMIM AM3anHY irpOBUX NEepCoHaxiB
B XaHpi yKpaiHCbKOro peHTesi

KepiBHuk: Muxainno Onanes,
KaHOMaaT MUCTELTBO3HABCTBA, AOLLEHT

AHOTALIA: npuceaveHa OOCMIOXEHHIO
MPUHLMNIB CTBOPEHHS MepCoHaxiB Ans
irPOBYMX NPOEKTIB 3 aKLLIEHTOM Ha NOEAHAHHS
(DYHKLLIOHaMBbHNX iFPOBUX KOMMOHEHTIB i3
Bi3yasbHUMM aCrieKTaMm1 yKPaiHCbKOT Midororii.
JocnioXeHo NCUXOMOorivHi Ta XyAoXHI
METOAM PO3POBKM repoiB, LLIO 3a6e3neuyoTb
€MOLLNHWN 3B'930K i3 rpaBLIEM.
AKTYATbHICTb TEMW: o6ymoBneHa
CTPIMKWUM PO3BUTKOM irpoBoOi
iHOyCTpPIT 9K couianbHoT nnaTdopmu
Ta 3pOCTaHHSAM BMMBY YKPaTHCbKOrO
CerMeHTa MynbTUMELIMHUX NPOAYKTIB
Ha CBiTOBUW PUHOK. BkopucTaHHA
HaLioHanbHOro KyMbTypHOro koay (Migis,
no6yTy, icTopii) y An3alHi nepcoHaxis
€ 3aTpebyBaHUM iIHCTPYMEHTOM AN
nonynapu3aaLlii yKpaiHCbKOI KynbTypu
yepes renmidikaito.

KLYMENKO
SOFIIA

Principles of Game Character Design
in the Genre of Ukrainian Fantasy

Supervisor: Mykhailo Opaliev, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: The study is devoted to
exploring the principles of character cre-
ation for game projects, with an empha-
sis on combining functional gameplay
components with the visual aspects of
Ukrainian mythology. Psychological and
artistic methods of character develop-
ment that ensure an emotional connec-
tion with the player are examined.

THE RELEVANCE OF THE TOPIC: The rel-
evance of the research is obycrnosneHa
the rapid development of the gaming
industry as a social platform and the
growing influence of the Ukrainian seg-
ment of multimedia products on the
global market. The use of a national cul-
tural code (myths, everyday life, history)
in character design is a highly demanded
tool for promoting Ukrainian culture
through gamification.

Bea, vepebusox
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KOHLIEMNLIA MPOEKTHOI YACTUHMW: po3pobka HaCTinbHOT
rpv «Ckapbu HaBmy». KoHLeNLis 6a3yeTbCs Ha BidyasibHiN
CeMioTuLL, Ae Yepe3 CUMBONI3M KOCTIOMIB, KONbOpPIB
Ta CUNyeTIB NEePCOHaxIiB NepefacTbCA IXHA POnb i
XapakTep, rMUBOKO BKOPiIHEHI B €THIYHY CTUNICTUKY.
KoxeH repow BUCTYNae iHCTPYMEHTOM AN5 JOCATHEHHS
irpOBOI MepeMoru, Matoun YiTKo AnpepeHLLinoBaHNI
Bi3yarbHWI 06pa3.

CONCEPT OF THE PROJECT COMPONENT: the devel-
opment of the board game “Treasures of Nava.” The
concept is based on visual semiotics, where the roles
and personalities of the characters are conveyed
through the symbolism of costumes, colors, and sil-
houettes, deeply rooted in ethnic stylistics. Each char-
acter serves as a tool for achieving in-game victory,
possessing a clearly differentiated visual identity.

OB'’€KTOM OOCIAXEHHA: ansaitH nepcoHaxis irpoBmx
NMPOEKTIB.

MPEOAMETOM OOCHIAXEHHA: 3acobu cTBOpeHHSA
O13anHy iHdorpadiku Ans coLianbHUX Mepex.

META OOC/IIAXEHHA: npuHLUMnY On3anHy irpoBux
NepCcoHaxiB Yy XaHpi yKPaiHCbKOro peHTesi.
XPOHOMNOTN4YHI TA TEPUTOPIATbHI MEXI: Big noyaTky
90-x pokiB XX CTONITTA A0 CbOroAeHHS. MonynapHi irpu
PO3PO6HMKIB NPOBIAHWX KPaiH CBITY Ta YKpPaHCbKUA
irPOBUI PUHOK.

HAYKOBA HOBM3HA: nonsirae y KoMnieKCHOMY AOCNiIKEHHi
BMNMMBY METOAVMK AM3aMHY NEPCOHAXa, MOr0 irpPOBUX QYHKLL
Ta KOMNINALi eNeMeHTIB YKPaiHCbKOI KyNbsTypu 1 Midonorit
Ha mpoLLec Bi3yanisaLi repois.

METOOWN OOCIOXEHHA: nopiBHAHHSA, aHanis,
CUHTE3, CUCTeMaTun3aLia, MeToq arperyBaHHa aaHux,
XYAOXHbO-KOMMO3ULLINHWI aHani3 Ta NPOEKTHO-
rpadiyHe ModentoBaHHs B Nporpamax Procreate Ta
After Effects.

. | [OPigrg
TP AT L, 8 cor

ol Mronory

THE OBJECT OF THE RESEARCH: character designin
game projects.

THE SUBJECT OF THE RESEARCH:principles of game
character design in the genre of Ukrainian fantasy.
THE AIM OF THE RESEARCH: to identify the theoreti-
cal and practical principles of character creation in the
genre of Ukrainian fantasy and to develop an original
board game, “Treasures of Nyava,” presenting it through
an animated trailer.

CHRONOLOGICAL AND TERRITORIAL SCOPE: from the
early 1990s to the present. Popular games by develop-
ers from leading countries worldwide and the Ukrainian
gaming market.

SCIENTIFIC NOVELTY: the novelty lies in acomprehen-
sive study of the influence of character design meth-
odologies, gameplay functions, and the compilation
of elements of Ukrainian culture and mythology on the
process of character visualization.

RESEARCH METHODS: comparison, analysis, synthesis,
systematization, data aggregation, artistic and compo-
sitional analysis, and project-based graphic modeling
using Procreate and After Effects.
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Knio4osi cnosa: cemMioTka, 3HaK,
NoroTun, bpeHa-anneHTuka,
OPEHOMHT, BidyarbHi KOMYyHiKaLLi,
CrOXuBYE CMPUAHATTA

Keywords: semiotics, sign,
logo, brand identity, brand-
ing, visual communications,
consumer perception.

KONOTUINO
AHTOH

Ponb 3HaKy B cydacHOMY An3anHi bpeHa
avaeHTUKM

KepisHuk: Bonoanmump IecHsk, npodecop

AHOTALIA: KBanidikaLinHa poboTa
npucedyeHa TeopeTUYHOMY Ta
NpaKTUYHOMY AOCAIAXEHHIO POni 3HaKa
K PyHOAMEHTANbHOIO eneMeHTa CyyacHoi
6peHa-anaeHTUKN. Y OOCNiAXEeHHI
npoaHaniaoBaHO eBO/MIOLLII0 3HaKa Bif
HanAaBHIWNX CMMBONIB A0 LMPPOBUX
NOroTunis, BU3Ha4YeHO MOro GYHKLLT
Yy CUCTEMI BidyanbHUX KOMYHiKaLLin Ta
NMCUXOMOTiYHI acnekTn CNPUNHATTA
cnoxuneadeM. PoboTa po3kpuBae
TpaHchOopMaLLito NoroTuna 3 NPOCTOro
ineHTUdikaTopa y CKagHnM CUMBONIYHUI
«MICTOK» MiX LiHHOCTAMU BpeHay
Ta ayauTopieto. MpoeKTHa YacTuUHa
OEMOHCTpPYE aBTOPCbKY pednekcito
yepes aHani3 N'aTn peaniaoBaHWX KENCIiB
6peHa-anaeHTUKM ANF YKPaTHCbKMX Ta
MiXXHaPOAHUX KOMMaHiIw.
AKTYATbHICTb TEMWU: 3ymMoBneHa
MepeHacUYEHHSM CyHaCHOro IHPOPMALLIMHOO
NPOCTOPY, A€ NOroTun BUKOHYE POrb
KOMYHIiKaLLIMHOro IHCTPYMEHTY B yMOBaX
«IHOOPMALLIMHOrO LWyMy». CTpiMKa AMHaMika
LIMPPOBYX 3MiH BUMarae NepeoCMUCTIEHHS
KNaCU4HWX MOHSATb Ta PO3PO6KM aAaNTUBHUX
Bi3yarnbHMX pillieHb, LLIO 30aTHI yTPUMYBaTH
€MOLLNHNI 3B'A30K i3 KMIEHTOM.

KOLOTYLO
ANTON

The Role of the Sign in Contemporary
Brand Identity Design

Supervisor: Volodymyr Lesniak, Professor

ABSTRACT: This qualification thesis is
devoted to atheoretical and practical study
of therole of the sign as afundamental ele-
ment of contemporary brand identity. The
research analyzes the evolution of the sign
from the earliest symbols to digital logos,
defines its functions within the system of
visual communications, and examines the
psychological aspects of consumer per-
ception. The paper reveals the transfor-
mation of the logo from a simple identifier
into acomplex symbolic “bridge” between
brand values and the audience. The project
part demonstrates the author's refiection
through the analysis of five implemented
brand identity cases for Ukrainian and
international companies.

THE RELEVANCE OF THE TOPIC: is deter-
mined by the saturation of the modern
information space, in which the logo
must function as an effective communi-
cation tool under conditions of “informa-
tion noise." The rapid dynamics of digital
change require a rethinking of classical
concepts and the development of adap-
tive visual solutions capable of maintain-
ing an emotional connection with the
customer.
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KOHLIEMNLLSA MPOEKTHOI YACTUHW: npencrasneHa
y ®opMi aHanisy-pednekcii N'aTm NPaKTUYHUX KENCIB:
nekapHi Bakehouse (MiHiManiam Ta MeTadopa), Meaia
The Babel (apanTuBHICTb), 6peHay Kdpet (eMOLIMHICTL),
3acTocyHky Wakame Ta coLianbHOMo NpoekTy «Tapacy
210». KoHLLerLLis 6a3yeTbCs Ha iOel, LLO NoroTu He iCHye
i301bOBaHO, a € YaCTMHOIO LLINICHOI ekocucTeMm bpeHay,
e KOXeH Bi3yanbHu eNeMeHT NpaLtoe Ha MUTTEBY
ineHTudIKaLilo Ta nepegavy cMuchnis (aeHoTalii Ta
KOHOTaLLi).

CONCEPT OF THE PROJECT COMPONENT: is presented
in the form of an analytical reflection on five practical
cases: the Bakehouse bakery (minimalism and meta-
phor), The Babel media (adaptability), the Kdpet brand
(emotionality), the Wakame application, and the social
project “Tarasu 210." The concept is based on the idea
that a logo does not exist in isolation but is part of a
holistic brand ecosystem, where each visual element
contributes to instant identification and the transmis-
sion of meanings (denotation and connotation).

OB'€EKTOM OOC/IAOXEHHA: 3Hak y cucrtemi
6peHa-anaeHTUKK.

MPEOMETOM AOCNIAXEHHA: ponb 3Haka Ta MeToam
MNOro BTINEHHA B Cy4aCHOMY AM3alHi BidyarbHOT
{I@HTWUYHOCTI.

META AOCNIOXEHHSA: BU3Ha4eHHA QyHKLLOHanbHOro ta
CMMBONIYHOrO 3HaYEHHS 3HaKa Y CyHaCHUX MapPKETUHIOBMX
KOMYHIKaLLiSIX Ta BNPOBaaXeHHS Pe3y bTaTiB Y MPpOEKTHY
LiANbHICTb.

XPOHOMNOIIYHI TA TEPUTOPIANBHI MEXI: gocnimxeHHs
OXOT/KOE CBITOBW OCBI[ PO3BUTKY 3HaKOBUX CUCTEM Bif
KiHLS XIX CT. O Cy4acHOCTI (XXl cT).

HAYKOBA HOBWM3HA: nonsrae y MixancumuniiHapHOMyY
NOEAHaHHI NiAX04iB CEMIOTUKM, NCUXOMOT T, MaPKETUHIY
Ta rpad@iyHOro aM3anHy ANg aHanisy norotuna.
BuaBneHo TeHOEHLI0 NepeTBOPEHHS NoroTuna Ha
«TPaHCKIaCUPIKaLLIMHMI 3HaK», L0 MHYYKO afanTyeTbCA
[0 ByOb-AKMX HOCITB Ta KaHariB KOMyHiKaLlil.

METOOWM AOCNIOXEHHA: koHTeHT-aHani3 nitepatypu,
KOMMapaTuUBHUN Ta ICTOPUYHUI aHani3, CUCTEMHO-
CTPYKTYPHWI NiAXid, TMNONOri3aLLis, NCUXONMOorivyHWA aHani3
TaMeTo[ Kenc-cragi.

THE OBJECT OF THE RESEARCH: the sign within the
system of brand identity.

THE SUBJECT OF THE RESEARCH: the role of the sign
and methods of its implementation in contemporary
visual identity design.

THE AIM OF THE RESEARCH: to define the functional
and symbolic significance of the sign in modern mar-
keting communications and to implement the results
in project-based practice.

CHRONOLOGICAL AND TERRITORIAL SCOPE: the
research covers global experience in the development
of sign systems from the late 19th century to the pres-
ent day (21st century).

SCIENTIFIC NOVELTY: lies in the interdisciplinary
integration of approaches from semiotics, psychol-
ogy, marketing, and graphic design for logo analysis.
A trend toward the transformation of the logo into a
“transclassification sign” has been identified—one that
flexibly adapts to various media and communication
channels.

RESEARCH METHODS include literature content analy-
sis, comparative and historical analysis, a system-struc-
tural approach, typologization, psychological analysis,
and the case study method.
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Knio4osi cosa: aBTopCbKa
iMmocTpaLlis, AM3anH NakoBaHHg,
TPaaVLIMHI Hanoi, yKpaiHCbKa
KynbTypa, rpadiuHui An3anH.

Keywords: author's illustration,
packaging design, tradi-

tional beverages, Ukrainian
culture, graphic design.

KPABYUHA
AHACTACIA

ABTOpCbKa intocTpaLis Sk 3aci6
KOMYHiKaLLii B cy4acHOMY
[AM3alHi NnakoBaHHSA

KepiBHuk: Onbra laHoLbKa,
KaHaMAaT MUCTEeLTBO3HABCTBA, AOLLEHT

AHOTALUIA:JaHa MaricTepcbka poboTta
[OCNimXye NoTeHLjan aBTOPCHKOI iNtoCTpaLli
AK CTpaTEeriyHoro 3acoby KOMyHikaLLlii B
CyYaCHOMY OM3anHi nakoBaHHSA. MpoekT
aKLLEHTYE yBary Ha TOMY, fiK Bi3yalbHi
06pa3n, NobynoBaHi Ha OCHOBI KYNETYPHUX
KOLiB Ta EMOLLIMHOMO 3B'A3KY, AO3BONSOTb
bpeHOaM BULINATUCH cepen KOHKYPEHTIB
Ta GopMyBaTH YHiKanbHy i0eHTUYHICTb
npoayKTy. TeopeTnyHa YacTHa poboTU
pO3KpuBaE eBOMIOLLID intoCcTpaLii
Bif 17 3apOOXeHHs aK MUCTeLTBa [0
TpaHCcPOopMaLLTy KMoUHOBUN rpadivHmi
3aci6 nakyBanbHOI iIHAYCTPIl.
AKTYATbHICTb TEMW: 3ymoBneHa
noTpeboto yKpaiHCbKNUX BpeHaiB y
CTBOPEHHI OpuriHanbHOro BidyanbHOro
KOHTEHTY, AKWUM NiAKPECITIIOE HaLLioHanbHy
MPUHaNEXHICTb Ta BCTAHOBIMOE EMOLLINHNI
KOHTaKT 3i CNOXMBAYEM Y KOHKYPEHTHOMY
cepenoBuLLi.

KRAVCHYNA
ANASTASIIA

Author’s lllustration as a Means of
Communication in Contemporary
Packaging Design

Supervisor: Olha Hanotska, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: This master’s thesis explores
the potential of author’s illustration as a
strategic means of communication in
contemporary packaging design. The
project emphasizes how visual imagery
based on cultural codes and emotional
engagement enables brands to stand out
among competitors and to form a distinc-
tive product identity. The theoretical part
of the study examines the evolution of
illustration from its origins as an art form
to its transformation into a key graphic
tool within the packaging industry.

THE RELEVANCE OF THE TOPIC: is
determined by the need of Ukrainian
brands to create original visual content
that emphasizes national identity and
establishes an emotional connection
with consumers in a competitive market
environment.

AY

FATISRAL LA AIMAR ALEND
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KOHLIEMLLSA MPOEKTHOI YACTUHW: cTBOpeHHs cepii

YNaKoBOK-TYBYCiB, eTUKETOK Ta Bipok bpeHay «KBiTka
Oyui», e BidyanbHe pilleHHsA 6a3yeTbCH Ha aBTOPCbHKIN
iHTepnpeTaLiT kagpis MynsTinbMy «Kodakuy. MpakTinyHa
CK/afioBa AOCNIAXEHHS NPUCBAYEHa PO3POBLL aBTOPCHKOrO
NakoBaHHA O719 TPAANLLIMHUX YKPAIHCbKMX ankoronbHUX
HanoiB. KoHLLeNTyarbHOK OCHOBOIO MPOEKTY cTana
iHTerpalLLis HaLioHanbHOI aHIMaLLIMHOI CrafWwmnHY — Kaapis
3 KY/BTOBOMO My/bTQINbMY «AK KO3aKW1 Ha BECINNI Fynamy»
— y rpadiyny cuctemy 6peHay. Pe3ynstatn pobotum
LEMOHCTPYIOTb, LLIO BUKOPUCTaHHSA Bri3HaBaHWX MEPCOHaxXIB
Ta aBTEHTUYHNUX MOTUBIB Y MOEOHAHHI 3 CyYaCHVMM BUMOramm
an3anHy (UuTabenbHicTb Tunorpadii, KOMMO3uWLLIMHa
LiniCHICTB) Crpusie nonynsipy3aLLii yKpaiHCbKOT KynsTypu Ta
MiABMLLYE BMi3HaBaHICTb NOKaNbHWUX BUPOBHUKIB.

\ _—_‘.izoi’( :
L SA7

\  KBITKA

CONCEPT OF THE PROJECT COMPONENT: the pro-
jectinvolves the creation of a series of tube-shaped
packages, labels, and tags for the brand “Kvitka Dushi”
("Flower of the Soul"), where the visual solution is based
on the author’s interpretation of frames from the ani-
mated film “The Cossacks.” The practical component
of the research focuses on the development of original
packaging for traditional Ukrainian alcoholic beverages.
Conceptually, the project is grounded in the integration
of national animated heritage—frames from the iconic
animated film “How the Cossacks Celebrated a Wedding"—
into the brand's graphic system. The results demonstrate
that the use of recognizable characters and authentic
motifs, combined with contemporary design requirements
(typographic readability and compositional integrity),
contributes to the promotion of Ukrainian culture and
increases the recognition of local producers.

OB'€KTOM AOCIAXEHHSA: an3anH nakoBaHHS.
NMPEOMETOM AOOCTIAXEHHA: aBTOpCbKa
intocTpaLLia aK 3acib KOMyHiKaLLii B Cy4aCHOMY An3aiHi
NakoBaHHS.

META OOCNIAXXEHHA: BuBYeHHA ocobnueBocTem
BNpPOBaAXeHHS aBTOPCbKOI iNtoCcTpaLii Ak 3acoby
KOMYHiKaLLii B Cy4aCHOMY AM3aHi NakoBaHHS.
XPOHOMNOI4YHI TA TEPUTOPIABHI MEXI: oxonntotoTb
nepioan 3 1960-x pokiB 0O CbOroAeHHsA.YKpaiHa, 3
ypaxyBaHHsM rnobanbHuX TeHOeHL, pO3BUTKY rpadiyHoro
MUCTEeLTBa.

HAYKOBA HOBU3HA: nonsrae y CUCTEMHOMY aHanisi
iNoCTPALLT IK BaroMoro rpagiyHoro 3acoby Ha 06'eMHin
OpMi MaKoBaHHS 3 BU3HAYEHHAM TPAANLLIMHUX KOHTEKCTIB
T BiATBOPEHHS.

METOOWN OOCIOXEHHA: icTOpUMKO-KYNbTYpPHUA
aHanis, BisyanbHO-aHaniTMYHWUM MeTo Ta NPakTUYHUI
eKCrnepUMEeHTanbHU MeTop.

THE OBJECT OF THE RESEARCH: packaging design.
THE SUBJECT OF THE RESEARCH: author's illustration
as a communication tool in contemporary packaging
design.

THE AIM OF THE RESEARCH: to examine the features of
implementing author's illustration as a means of commu-
nication in contemporary packaging design.
CHRONOLOGICAL AND TERRITORIAL SCOPE: covers
the periods from the 1960s to the present. Ukraine, with
consideration of global trends in the development of
graphic art.

SCIENTIFIC NOVELTY: lies in the systematic analysis
of illustration as a significant graphic tool on three-di-
mensional packaging forms, with the identification of
traditional contexts of its application.

RESEARCH METHODS: historical and cultural analysis,
visual-analytical method, and practical experimental
method.
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KYAIHA
AHHA

ETanu po3suTky UI/UX ansanny
B KOMM'IOTEPHMX irpax

KepisHuk: Bonoanmump IecHsk, npodecop

Knioyosi cnosa: Ul anzamH, UX
[13aWH, BIAEOIrpy, irpoBini
iHTepdenc, renmidikaLlid,
LiEreTUYHUA An3anH, 103abiniTi,
Bi3yarbHa KOMYHiKaLLs.

Keywords: Ul design, UX design,
video games, game interface,
gamification, diegetic design,
usability, visual communication.

AHOTALIA: KeanigikaLinHa poboTa
npucesyeHa KOMMNIeKCHOMY aHanisy
€BONMIOLLIT KOPUCTYBALLLKUX iIHTEpdENCIB
(UI) Ta poceigy B3aemogii (UX) y Bigeoirpax.
JocnipxeHHs OXONMOE WSX Bif TEKCTOBKX
alBeHYyp A0 cyyacHuX VR-NPOEKTIB,
aHani3youw, 9K TEXHIYHWU MPOorpec Ta 3MmiHa
noTpe6 rpasLLiB BNAMBaNM Ha MPUHLLANMK
Bi3yanbHOI KOMYHiKaLLiT B irpOBOMY
cepenoBuLi.

AKTYAJTbHICTb TEMW: Y cyyacHin irposiv
iHOycTpil UI/UX an3anH cTaB KpUTUYHUM
dpakTOpOM ycnixy. 3i 3poCcTaHHAM
CKNaOHOCTI IrpOBUX MEXaHiK BUHMKaE
rocTpa noTpeba B iHTYITUBHO 3PO3YMinnx
iHTepderncax, aKi He nepeBaHTaXyTb
rpaBLs, a CNPULAOTb 3aHYPEHHIO B
irpoBu npouec. PO3yMiHHSA iCTOPUYHOIO
PO3BUTKY Ta Cy4aCHUX TEHAEHLLIN AN3aHYy
[O3BOMAE CTBOPIOBATU e(PeKTUBHILLI
PilLlEHHS ANA HOBUX MYNBTUMELIMHNX
NPOAYKTIB.

KUDINA
ANNA

Stages of UI/UX Design Development
in Computer Games

Supervisor: Volodymyr Lesniak, Professor

ABSTRACT: The paper is devoted toacom-
prehensive analysis of the evolution of user
interfaces (Ul) and user experience (UX)
in video games. The study traces the path
from text-based adventures to contem-
porary VR projects, analyzing how tech-
nological progress and changing player
needs have influenced the principles
of visual communication in the gaming
environment.

THE RELEVANCE OF THE TOPIC: Inthe
modern gaming industry, Ul/UX design
has become a critical factor for success.
As game mechanics grow increasingly
complex, there is a pressing need for
intuitive interfaces that do not overload
the player but instead enhance immer-
sion in the gameplay. Understanding
the historical development and current
design trends makes it possible to create
more effective solutions for new multi-
media products.

AIDANCATH
YMoBH
KRPTY

PO3TOPIHYTH
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KOHLLEMLA MPOEKTHOI YACTUHW: po3pobka LinicHOi
CUCTEMMU IHTEPDEVICY ANS FPU, LLO 6a3YETLCH Ha NPUHLMNAxX
MiHiManiaMy Ta gieretuyHocTi. OCHOBHa ifes nonsarae y
MiHIMi3aLLii CTOPOHHIX eNeMeHTiB (HUD), siki 3aBaxatoTb
3aHYpeHHIO, Ta iIHTerpaLiii HaBirawuinH1Mx eneMeHTIB
6e3nocepeHbO B irpoBe OTOYEHHS, WO 3abe3nevye
6e3LWOBHMI [OCBIL KOPUCTYBaYa.

CONCEPT OF THEPROJECT COMPONENT: the development
of anintegrated interface system for agame based on
the principles of minimalism and diegetic design. The
core idea is to minimize external elements (HUD) that
hinder immersion and to integrate navigation elements
directly into the game environment, ensuring a seam-
less user experience.

OB'€KTOM OOCIAXEHHSA: € npouec NpOeEKTyBaHHS
KopuCTyBaLbkux iHTepdericie (Ul) Ta noceigy s3aemogii
(UX) y Bineoirpax.

MPEOAMETOM OOCNIOXEHHSA: € eBontouinHi eTanu,
3aKOHOMIPHOCTI PO3BUTKY Ta K/OYOBI MPUHLLMMK NOBYa0BM
irpoBKMX iHTEpdewnciB.

META OOCIOXXEHHA: TeopeTnyHO 06rpyHTYBaTH Ta
npoaHanisysatu etanu po3suTky UI/UX ansaiHy B irpax,
BUABUTWN OCHOBHI TEHAEHLLT TpaHCPOpMaLLiT Bi3yanbHOI
MOBM Ta PO3POBUTU NPaKTUYHY KOHLLEMNLLIO iIHTepdency
LNS1 irpoOBOro NPOEKTY.

XPOHONOIYHI TA TEPUTOPIATIbHI MEXI: Bif 3apoaxeHHs
nepLlumnx sigeoirop (70-Ti poku XX CT.) 4O aKTyanbHMUX
po3p0o60okK 2024 poKy, BKKOYAKUM TEXHONMOT T BipTYarbHOI
peanbHoCTI.INMobanbHUM PUHOK BiAEOIrop, 3 aKLEeHTOM
Ha K/IOYOBI CBITOBI MPOEKTH, LLIO CTanM eTafioHH!UMK ANA
PO3BUTKY iHOYCTPII.

HAYKOBA HOBW3HA: poboTa cucTeMaTmsye iCTOPUYHI
eTanu PO3BUTKY iIrPOBUX iIHTEPPEWCIB, BUOKPEMITIOIOUM
nepexia BiA CyTo @YHKLIOHaNbHMX 0O EMOLLINHO-
OPIEHTOBAHMX Ta LIETETUYHUX CUCTEM (IHTErpOBaHMX
y CBIT rpw). OKpecneHo porb WPUGHTOBOIO Ta KOMiIPHOMO
KoayBaHHS y @opMyBaHHi UX.

METOAW OOCTIAXXEHHSA: IcToprKo-aHaniTU4HMIA, MeToA,
NOPIBHAMBHOMO aHarsi3y, MeToA Knacuikalli, BisyarnsHo-
rpadiyHe MOAENoBaHHA Ta CUCTEMHWUI MiAXIA.

THE OBJECT OF THE RESEARCH: the process of design-
ing user interfaces (Ul) and user experience (UX)
in video games.

THE SUBJECT OF THE RESEARCH: evolutionary stages,
patterns of development, and key principles of game
interface design.

PURPOSE OF THE RESEARCH: to theoretically substan-
tiate and analyze the stages of UlI/UX design develop-
ment in games, identify the main trends in the trans-
formation of visual language, and develop a practical
interface concept for a game project.
CHRONOLOGICAL AND TERRITORIAL SCOPE: from the
emergence of the first video games (the 1970s) to cur-
rent developments of 2024, including virtual reality tech-
nologies.The global video game market, with an empha-
sis on key international projects that have become
benchmarks for the development of the industry.
SCIENTIFIC NOVELTY the research systematizes the
historical stages of game interface development, high-
lighting the transition from purely functional systems to
emotionally oriented and diegetic systems (integrated
into the game world). The role of typographic and color
coding in shaping UX is defined.

RESEARCH METHODS: historical-analytical method,
comparative analysis, classification method, visual and
graphic modeling, and a systemic approach.
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KnioyoBi cnoga: Kntamceka

ecTeTVKa, AM3aliH ynakoBKy,
rapMOHIf, CUMBONI3M, BidyarbHa

IAEHTUYHICTb, KyNBTYPHa
CcrnaflwmHa, KOCMeTUYHI

NPOAYKTH, rPadivH1M AV3aitH.

Keywords: Chinese aesthetics,
packaging design, harmony,

symbolism, visual identity,

cultural heritage, cosmetic

products, graphic design.

NOHAAPEHKO
onIA

KuTancbka ecteTvka y An3anHi
YNaKoOBKM KOCMETUYHMX NPOAYKTIB

KepiBHuk: Onbra laHoLbKa,
KaHOnaoaT MUCTELTBO3HaBCTBa, AOLEHT

AHOTALIA: MaricTtepcbka poboTa
MpUcBsYeHa AOCNIMXEHHIO Ta MPaKTUUHOMY
3aCTOCYBaHHIO MPUHLMMIB KUTaNCbKOI
eCTETUKM Yy CyHaCHOMY An3anHi ynakoBKu
KOCMETUYHMX 3acobiB. [pOeKT aHanisye
TpaHCchOpPMaLLitO TPAAULLIMHMX XYO0XKHIX
eneMeHTIiB (rapMoHii, NpupoaHocCTi,
CUMBO/I3MY) Y BUCOKOTEXHOOTIYHI
[OM3arHepCbKi piLleHHS, WO BiANOBiAaloTh
BYMOraM rnobanbHoro puHKy. JocnimxeHHs
LEMOHCTPYE, SIK KyMNETYPHI MOTVBH (BpakoHw,
NOTOCH, FHKIr0) He NuLe NiABULLYIOTb
€CTETUYHY NPUBaBMBICTb, 8 1 3MILLHIOIOTb
E€MOLLINHUI 3B'A30K 3i CMOXMBaYeM Ta
BMi3HaBaHICTb bpeHay.
AKTYAJNbHICTb TEMW: 3ymoBneHa
CTPIMKUM 3POCTaHHAM KMTanNCbKOro
KOCMETUYHOIO PUHKY Ta MOCUNEHHAM
KOHKYPEHLLi, O BUMarae CTBOPEHHSA
aBTEHTUYHOrO, KYNbTYPHO BKOPIHEHOIO
nakoBaHHA. PO3yMiHHA KUTaNCbKNX
€CTETUUYHMX KOHLLENLLi CTaE KPUTUYHUM
ANA MiXXHapoAHWX 6peHAiB, AKi NparHyTb
YCMiWHO iHTerpyBaTmucd B CXiOHUN
PVHKOBWUI KOHTEKCT.

LONDARENKO
YULIIA

Chinese Aesthetics in the Design of
Cosmetic Packaging

Supervisor: Olha Hanotska, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: This master's thesis is
devoted to the study and practical appli-
cation of the principles of Chinese aes-
thetics in contemporary cosmetic pack-
aging design. The project analyzes the
transformation of traditional artistic ele-
ments—such as harmony, naturalness,
and symbolism—into high-tech design
solutions that meet the requirements of
the global market. The research demon-
strates how cultural motifs (dragons,
lotus flowers, ginkgo) not only enhance
aesthetic appeal but also strengthen
emotional connection with consumers
and reinforce brand recognition.

THE RELEVANCE OF THE TOPIC: is deter-
mined by the rapid growth of the Chinese
cosmetics market and increasing com-
petition, which necessitate the creation
of authentic, culturally rooted packag-
ing. An understanding of Chinese aes-
thetic concepts becomes critical for
international brands seeking success-
ful integration into the Eastern market
context.

NOIS3A NOILYOINNININOD TYNSIA
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KOHLIEMNLIA MPOEKTHOI YACTUHM: NpoekTHa Npono3uiist
BK/TIOHAE PO3PO6KY cepii apTnakoBaHb KOCMETUYHUX
3aco6iB «Dynasty». KoHueruisg 6a3yeTbCs Ha TPbOX
BENUKMX ernoxax: XaHb (BUTOHYEHICTb, MUCTOK MHKIO),
TaH (po3Kil, KBiTKa noToca) Ta MiH (eneraHTHICTb,
CTUNI30BaHWM 6aMBYK). YNakoBKM Y TBOPIOIOTb €AMHIMA
LKA, LLIO CMMBOMI3Y€E EBOMMIOLLIIO KYMbTYpH Yepes Gopmy
nitepu «D» Ta BUKOPUCTaHHSA TPaANLIMHOT KOMbOPOBOT
nanitpy (4epBOHUI, 30M10TUI, CUHIl), adanToBaHO! A0
npemMiyM-CermMeHTy.

CONCEPT OF THE PROJECT COMPONENT: the pro-
ject proposal includes the development of a series of
art packaging designs for cosmetic products titled
«Dynasty.» The conceptis based on three major histor-
ical periods: the Han Dynasty (refinement, ginkgo leaf),
the Tang Dynasty (luxury, lotus flower), and the Ming
Dynasty (elegance, stylized bamboo). The packages
form a unified visual cycle symbolizing the evolution of
culture through the shape of the letter «<D» and the use
of a traditional color palette (red, gold, blue), adapted
to the premium market segment.

OB’'€EKTOM OOCNIAXEHHSA: an3anH ynakoBku
KOCMETUYHUX NPOAYKTIB Y KUTANCbKIiN eCTeTuL,, Wo
TPaHCMIE KYNbTYPHI LIHHOCTI

MNPEAMETOM OOCHIOXEHHSA: ecTeTWuHi Ta GyHKLIOHaNbHI
acrneKkTu KMTamcCbKOl KynbTypw, WO NOEAHYIOTb
TPpaouLLIHI MOTMBM 3 HOBITHIMW TEXHOMOTISIMM B AN3alHi
nakoBaHHS.

META JOCIO)KEHHSA: aHani3 KMTaNCbKOi eCTETUKM B AN3alHI
KOCMETNYHOMO NakOBaHHS Ta MOLLYK iIHHOBALLMHMX PiLLEHb,
LLIO BiANOBIAAI0Tb Cy4aCHWUM CTIOXMBYMM 3aMnTaMm.
XPOHOJOIYHI TA TEPUTOPIANBHI MEXI: Bif 3apomkeHHs
KWUTaNCbKOi KOCMETUYHOT IHAYCTPIi A0 Cy4acHOCTI. TepuTopis
KuTato Ta perioHn oro KynsTypHOro Brney.
HAYKOBA HOBU3HA: nonarae y KOMMnekKcHoMy
CUHTE3i aHanisy TpaauLLIMHUX MUCTELLbKUX ENEMEHTIB
3 IHHOBALIMHUMKM CTpaTerigaMm An3anHy, a Takox
Yy BUSIBNEHHI BNNMBY KYNbTYPHOrO KOHTEKCTY Ha
KOHKYPEHTOCMNPOMOXHICTb 6peHAaiB.

METOOW OOCTIOXEHHSA: KoHTeHT-aHani3 BidyanbHux
€1eMeHTIB, eTHOrpadiyHi CNOCTEPEXEHHS 3a NOBEAIHKOIO
CMoxuBadiB, NitepaTypHU OrNsd KynbTyYPHO! iIBEHTUYHOCTI
Ta NPOEKTHO-rpadivuHe MOAENOBaHHS.

THE OBJECT OF THE RESEARCH: cosmetic packaging
design in Chinese aesthetics that conveys cultural
values.

THE SUBJECT OF THE RESEARCH: aesthetic and
functional aspects of Chinese culture that combine
traditional motifs with advanced technologies in
packaging design.

THE AIM OF THE RESEARCH: to analyze Chinese aes-
thetics in cosmetic packaging design and to identify
innovative solutions that meet contemporary con-
sumer demands.

CHRONOLOGICAL AND TERRITORIAL SCOPE: from the
emergence of the Chinese cosmetics industry to the
present. The territory of China and regions influenced
by its culture.

SCIENTIFIC NOVELTY: lies in the comprehensive syn-
thesis of the analysis of traditional artistic elements
with innovative design strategies, as well as in iden-
tifying the influence of cultural context on brand
competitiveness.

RESEARCH METHODS: content analysis of visual
elements, ethnographic observation of consumer
behavior, literature review on cultural identity, and
project-based graphic modeling.
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Knioyosi crnosa: BidyasnsHa
KOMyHIKaLLis, 2D aHiMaLlig,
NCUXIYHI PO3Nadn, rOOTECKHW
CTUMb, couiodobis, MeanyHa
OCBITa, BidyasbHa MeTadopa.

Keywords: visual communi-
cation, 2D animation, mental
disorders, grotesque style,
social phobia, medical edu-
cation, visual metaphor.

HAHIALLBINI
OABUL

3aco6u 306paxeHHs! ICUXIYHMX
po3nagiB y MyfibTUMEQINHOMY AN3anHI

KepiBHuk: Muxainno Onanes,
KaHOMaaT MUCTELTBO3HABCTBA, AOLLEHT

AHOTALIA: kBanigikaLinHa poboTa
npucBsiYeHa aHanisy 3acobiB Bidyarisauii
CKNafHWX NCUXONOTYHMX CTaHIB, 30KpeMa
coujodobii Ta napaHoi, Yepes iHCTPYMEHTH
2D-aHiMaLii. locniaxeHHA GoKyCyeTbCA
Ha TOMY, AK MyNETUMELINHNI AN3arH MOXe
TpaHCcOpPMyBaTU abCTPaKTHI BHY TPILLHI
NepexvBaHHs y 3p03yMini BidyarbHi 06pasi,
LLO CNPUAOTL MMNBLIOMY PO3YMIHHIO
MEHTasIbHOro 3J0POB'A.
AKTYAJTbHICTb TEMWU: 3ymoBneHa
3POCTaHHSM MOLWMPEHOCTI coLianbHOT
i30M14LLiT B Cy4acHOMY CyCninbCTBI Ta
HEOOBXiAHICTIO NOLWYKY HOBUX LUMAXIB
KOMYHiKaLuil ona gecturMatuaadii
ncuxiyHWx poanagis. AHiMaLLis, 3aBASKN
CBOIW 30aTHOCTI O CUMBOITiI3MY, CTaE
e(deKTUBHUM IHCTPYMEHTOM B OCBITHIX Ta
TepaneBTUYHUX KOHTEKCTaX.

NANIASHVILI
DAVYD

Means of Representing Mental
Disorders in Multimedia Design

Supervisor: Mykhailo Opaliev, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: the study is devoted to the
analysis of methods for visualizing complex
psychological states—specifically social
phobia and paranoia—through the tools of
2D animation. The research focuses on how
multimedia design can transform abstract
internal experiences into comprehensible
visual images that contribute to a deeper
understanding of mental health.

THE RELEVANCE OF THE TOPIC: therel-
evance is driven by the increasing preva-
lence of social isolation in contemporary
society and the need to find new commu-
nication approaches for the destigmatiza-
tion of mental disorders. Due to its capac-
ity for symbolism, animation becomes an
effective tool in educational and thera-
peutic contexts.
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KOHLIEMLIA NPOEKTHOI YACTUHMW: cTBOpEHHS
2D-aHiMaLiHOro ponvika «Jic 3abyTux Wwnsxisy. KoHuenLuis
6a3yeTbCH Ha BUKOPUCTAHHI MPOTECKHOrO CTUIMIO Ta
MeTadopUUHOI TpaHCHOPMALLiT: TONOBHMI repon Yepes
TpuBany i30MALI0 NOCTYMNOBO NEPETBOPIOETLCS Ha AEPEBO.
KOHTpacT Mixk MOXMYPVM BHYTPILLHIM CBITOM MepcoHaxa Ta
ACKPABOIO 30BHILLHBOIO PeanbHICTIO NiKPECIOE PO3pKB
Y CMPUMHATTI, XapakKTePHWUIN A5 COLLIOPOOiT.

CONCEPT OF THE PROJECT COMPONENT: the creation of
a 2D animated film titled "The Forest of Forgotten Paths.”
The concept is based on the use of a grotesque style and
metaphorical transformation: through prolonged isolation,
the main character gradually turnsinto a tree. The contrast
between the character's gloomy inner world and the bright
external reality emphasizes the perceptual dissonance
characteristic of social phobia.

OB'€KTOM OOCNIAXEHHSA: aHiMaL,iMHWA ponuk sk 3acio
nepenadi NCUXoNOriYHMX KOHLLENLLR

NPEAMETOM OOCTIOXEHHSA: ocobnmMBoCTi CTBOPEHHS
aHiMaLLIMHOIro ponmka Ha TemMy coLLiodO6il.

META OOCTIAXEHHA: po3pobuTy TEOPETUYHY KOHLLENLLIIO
Ta CTBOPUTM aBTOPCbKUI aHiMaLUIMHWI POMUK, WO
pernpeseHTYye NCUXOMOriyHi acnekTu couiodobii uepes
CUCTeMy Bi3yanbHUX MeTagpop.

XPOHOMNON4YHI TA TEPUTOPIABHI MEXI: oxonntotoTb
nepiofd 3 1950 poky Ao cborodHi. AHani3 nocsify @axisLiB
i3 CLUA, AnoHii, Ykpainu Ta LLBedii.

HAYKOBA HOBW3HA: nongarae y nposefeHHi nepLoro
KOMMMAEKCHOro aHani3y BUKOPUCTaHHS aHIMaLLIMHNX
TexHiK ANna JocniaXeHH:A CoLioPobii, a TakoX y BUSBMNEHHI
CNeLmdIYHNX eNEMEHTIB BidyanbHOro CTUrio (rpoTecky,
KOHTPAaCTHUX ManiTp), WO HaneheK TUBHILLE TPaHCIIIOOTb
MCUXOMOTIYHNI CTaH repos.

METOAOW AOOC/IAXEHHA: BukopmuctaHo Metoam
aHani3y Ta CUHTe3y, ICTOPUKO-MOPIBHANBbHUIN MeTO[,
cucTeMaTum3aLito, XyAOXHbO-KOMMNO3WNLIMHUIA Ta
CTUNICTUYHMI aHani3n.

THE OBJECT OF THE RESEARCH: an animated film as a
means of conveying psychological concepts.

THE SUBJECT OF THE RESEARCH: specific features
of creating an animated film on the topic of social
phobia.

PURPOSE OF THE RESEARCH: to develop a theoretical
framework and create an original animated film that
represents the psychological aspects of social phobia
through a system of visual metaphors.
CHRONOLOGICAL AND TERRITORIAL SCOPE: from
1950 to the present.Analysis of professional expe-
rience from the United States, Japan, Ukraine, and
Sweden.

SCIENTIFIC NOVELTY: the novelty lies in conducting
the first comprehensive analysis of the use of anima-
tion techniques to explore social phobia, as well asin
identifying specific elements of visual style (grotesque
imagery, contrasting color palettes) that most effectively
convey the character's psychological state.

RESEARCH METHODS: Methods of analysis and synthe-
sis, the historical-comparative method, systematiza-
tion, artistic and compositional analysis, and stylistic
analysis.
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Knioyosi crnosa: BidyasnsHa
ineHTUIKaLLig, BidyanbHi
KOMYHIKaLLT, BpeHa, TpeHa,
OnpxuTanisaLlis, ananTuBHICTb
[On3anHy, rpadivHa MoBa,
OCBITHIt BpeHanHr.

Keywords: visual identity,
visual communication, brand,
trend, digitalization, design
adaptability, graphic language,
educational branding.

HEMLUA
KUPUIIO

Ocob6nmBOCTi AM3alHy Bi3yanbHOI
ineHTndikaLii Ans HaBYanbHWX 3aknagis

KepiBHuk: Onbra KBiTka, kaHavaoat
MWCTELTBO3HaBCTBa, CTapLwuin BUKnaaad

AHOTALIA: maricTepcbka poboTa
NPUCBAYEHa BMBYEHHIO MPUHLLMMIB,
NPaKTUK Ta Cy4aCHUX TPEHLIB PO3POOKU
Bi3yasibHOI aNOEHTWKM AN OCBITHIX YCTaHOB.
JocnipxeHHs OKYCYyeETbCHA Ha CTBOPEHHI
LinicHol rpagivyHOi MOBM, LLIO JO3BOMAE
3akfnafam ePekTUBHO pernpeseHTyBaTh
CBOI LLIHHOCTI, POpMyBaTH BMi3HaBaHWUN
iMiOX Ta 3ab6e3redyBaTy AKICHY KOMYHIKaLLIO
y UndpoBoMy cepefosuLLi. [pakTuuHa
YacCTWHa peani3oBaHa Ha NpviKiaai po3pobKu
Bi3yanbHOI MOBM ANS XapKiBCbKOIro
HaLLiOHaNbHOro YHIBEPCUTETY MUCTELLTB
iMeHi |. . KoTnapescbKoro.
AKTYAJIbHICTb TEMW: obymoBneHa
CTPIMKOIO AnaXVTanNi3aLielo Ta 3pOCTaHHAM
KOHKYPEHLLiT Ha PUHKY OCBITHIX MOCNYT.
HasuyanbHi 3aknaam noTpebytoTb FTHYUYKMX
Ta afanTUBHUX CUCTEM iAeHTUdIKaLT,
AKi 30aTHI iIHTerpysaTuca y BebnpocTip,
niaBuLLYBaTK piBEHb OOBIPKU ayanTopii Ta
NnoKpaLlyBaTV KOPUCTYBaLLbKMI AOCBI4
CTYAEHTIB i nepcoHarny.

NEPSHA
KYRYLO

Features of Visual Identity Design for
Educational Institutions

Supervisor: Olha Kvitka,
Phd in ArtStudies (Design), Senior Lecturer

ABSTRACT: the study is devoted to
examining the principles, practices,
and contemporary trends in the devel-
opment of visual identity for educational
institutions. The research focuses on
creating a coherent graphic language
that enables institutions to effectively
represent their values, build a recog-
nizable image, and ensure high-qual-
ity communication in the digital envi-
ronment. The practical componentis
implemented through the development
of a visual language for the Kharkiv
National University of Arts named after
|. P. Kotlyarevsky.

THE RELEVANCE OF THE TOPIC: the rel-
evance of the study is driven by rapid
digitalization and increasing competi-
tion in the educational services market.
Educational institutions require flexi-
ble and adaptive identification systems
capable of integrating into the web envi-
ronment, increasing audience trust, and
improving the user experience of stu-
dents and staff.

VavsH NOIS3A NOILVOINNWINOD TVNSIA

ve0e

53



XOAOM LIN3AVIH BIBYABHX KOMYHIKAL|I

2024

54

KOHLIEMLIA NPOEKTHOI YACTUHMW: cTBOpEHHS
KOMIMNEKCHOI CUCTEMMU Bi3yarnbHOT anaeHTuKK 4na XHYM
iMeHi |. T1. KoTnsapeBCbKoro, sika BK/IIoYa€E NoroTun, WpneTOoBi
PilLeHHA Ta OOMOMIXHI rpadiyHi enemMeHTH. KoHuenuisa
6a3y€eTbCA Ha MPUHLMNAaX MiHIManiamy Ta iHTYiTMBHO
3p0o3yMinol HeBepbanbHOT KOMYHIKaLLT, WO Bidobpaxae
YHiKanbHUi xapakTep MUCTELLbKOrO 3aKagy.

CLEL)

CONCEPT OF THE PROJECT COMPONENT: The cre-
ation of a comprehensive visual identity system for
the Kharkiv National University of Arts named after |. P.
Kotlyarevsky, including a logo, typographic solutions,
and supporting graphic elements. The concept is based
on the principles of minimalism and intuitive non-verbal
communication, reflecting the unique character of the
artistic institution.

IBCI;I{PIU
XAPK #
MuUCTELTB

HAIITOHAJIPH
YHIBEPCI/ITET

IM&BiI.U.KGTﬂHPGHChKﬁrﬂ

OB'€KTOM OOCTIIAXXEHHSA: rpadivHni an3anH Ta BisyanbHa
i0eHTUdIKALLIS 9K IHCTPYMEHTU KOMYHiKaLLT.
MPEOMETOM OOCIAXEHHSA: cneuugivHi oco6imBocCTi
Ta 3aKOHOMIPHOCTi PO3PO6KM BidyanbHOT ineHTUdIKaLLTY
CTPYKTYpi rpadivHOI MOBM 3aKNafiB BULLOT OCBITU.

META OOCHIAXEHHA: TeopeTuyHe 0B6rpyHTYBaHHS
Ta NpakTU4He BUABNEHHSA 0COBNMBOCTEN Bi3yanbHOI
ineHTuIKaLii Ang @opMyBaHHA ePekTUBHOI rpadidHOl
MOBW YHIBEPCUTETIB.

XPOHOJMOI4YHI TA TEPUTOPIAbHI MEXI: oxonntotoTb
nepioa Bif KiHLA XIX go novatky XXI CTOMITTA 3 aKLEHTOM
Ha Cy4acHi NPOEKTHI pilleHHs. [locsia Ta po3pobku KpaiH
LleHTpansHoi €Bpony, MiBHIYHOT AMepyiky Ta A3i.

HAYKOBA HOBU3HA: nongdrae y po3po6Li CUCTEMHOrO
niaxoay Ao GopMyBaHHsA rpadivHoi MoBY BH3, Lo 6a3yeTbes
Ha KOMBIHALLIT ICTOPMYHOrO Ta Cy4aCHOro MiaxomaiB, a Takox
Ha MPUHLMNAaX Bi3yasibHOro CrpOLLEHHS Ta KOrHITUBHOIO
BM/MBY Ha CroXu1Bava.

METOOM OOCHIOXEHHA: cucteMHum nigxia, Metoam
CUHTE3Y, y3aranbHeHHs, KnacudikauinHWm, CTURICTUYHUN
Ta KOMMO3ULLIMHKIA aHamMi3K, a TakOX MPOEKTHO-rpadiyHe
mopenioBaHHa B Adobe Creative Cloud Ta Figma.

THE OBJECT OF THE RESEARCH: graphic design and
visual identity as communication tools.

THE SUBJECT OF THE RESEARCH: specific features
and patterns of visual identity development within the
structure of the graphic language of higher education
institutions.

THE AIM OF THE RESEARCH: to provide a theoretical
foundation and practical identification of the features
of visual identity for the formation of an effective
graphic language for universities.
CHRONOLOGICAL AND TERRITORIAL SCOPE: from
the late 19th century to the early 21st century, with an
emphasis on contemporary design solutions. The expe-
rience and developments of countries in Central Europe,
North America, and Asia.

SCIENTIFIC NOVELTY: the novelty lies in the development
of a systemic approach to shaping the graphic language
of higher education institutions, based on a combination
of historical and contemporary approaches, as well as
on the principles of visual simplification and cognitive
influence on the audience.

VavsH NOIS3A NOILVOINNWINOD TVNSIA

ve0e

55



XOAOM LVIBAVH BIBYATTBHUIX KOMYHIKALLIN

2024

ONMINHUK
TETSAHA

Ocob6nMBOCTi BUKOPUCTAHHS Cy4aCHMX
TEXHOMOr N B An3anHi nnakaTy

KepisHuk: Bonoanmump IecHsk, npodpecop

Knioyosi cnosa: rpadivHmmn
[13aVH, Bi3yanbHa KOMYHIKALLF,
On3anH nnakary, Wdposi
IHCTPYMEHTH, Cy4acHi TeXHONOrTi,
KyNbTYypHa CnagivHa,
TMnorpadika, Konax.

Keywords: graphic design,
visual communication, poster
design, digital tools, contem-
porary technologies, cultural
heritage, typography, collage.

AHOTALIA: kBanidikaLinHa poboTa
focnifxye TpaHCPOPMaLLito NNaKaTHOro
MUCTEeLTBa Nif BNAMBOM LUDPOBUX
iHCTPyMeHTiB Ta nnatdopm. [locniaxeHo,
AK MPorpamMHe 3abe3neyveHHs Ta MobinbHi
3aCTOCYHKM PO3LLMPIOIOTb TBOPUI MOXIMBOCTI
OV3anHepiB, 3MIHIOIOYM eCTETUYHI NigxXoau
Ta PyHKLLIOHasbHE NPU3HaYeHHs nnakaTay
Bi3yarnbHil KOMYHiKaLli.
AKTYANbHICTb TEMWU: 3ymoBneHa
CTPIMKNM PO3BUTKOM iHDOPMaLLiMHMUX
TEXHOIMOr i Ta HEOBXiAHICTIO CTBOPEHHS
3MICTOBHMX i QYHKLIIOHAMbHUX NrakarTis,
30aTHUX BULINATUCA B epeHacnyeHoMy
iHpopMaLLiMHOMY NpocTopi. Baxnvenm
acrneKToM € iHTerpaLis MynsTUMedinHMX
enemeHTiB (QR-kOOM, aHiMaLig) Ta
OOTPUMaHHA MPUHLMMIB €KONOrYHOro
OV3anHY.

OLIINYK
TETIANA

Features of Using Modern
Technologies in Poster Design

Supervisor: Volodymyr Lesniak, Professor

ABSTRACT: the study examines the
transformation of poster art under the
influence of digital tools and platforms.
It explores how software and mobile
applications expand designers’ crea-
tive possibilities, reshaping aesthetic
approaches and the functional role of
the poster in visual communication.
THE RELEVANCE OF THE TOPIC: therele-
vance is driven by the rapid development
of information technologies and the need
to create meaningful and functional post-
ers capable of standing out in an oversat-
urated information space. Animportant
aspect is the integration of multimedia ele-
ments (QR codes, animation) and adher-
ence to the principles of sustainable (eco-
friendly) design.
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KOHLIEMNLLIA NMPOEKTHOI YACTUHW: pospobka cepii

nnakatiB «<KOPiHHSA HaLi», LLO NOEAHYE TPAAULLIMHI BidyarbHi
MOTMBU (OPHAaMEHTW, CUMBOH) i3 Cy4aCHOI ECTETUKOIO
Konaxy. MPoeKT AEMOHCTPYE LMK XUTTA NMIOANHN Yepes
06pasn ANTUHCTBA, FOHOCTI, 3PINOCTi Ta CTapOCTi, BN/liTaloum
B HWX peanii cy4acHoI BiNHK B YkpaiHi. OcobnmBicTio €
BUKOPWCTaHHA MOBINbHMX 3aCTOCYHKIB Procreate Ta
PicsArt, o 3a6e3ne4nno aBTOHOMHICTb PO6OTH B yMOBAX
BOEHHOIO CTaHy.

CONCEPT OF THE PROJECT COMPONENT: the devel-
opment of the poster series “Roots of the Nation,” which
combines traditional visual motifs (ornaments, symbols)
with the contemporary aesthetics of collage. The pro-
ject presents the human life cycle through the imagery
of childhood, youth, maturity, and old age, interweav-
ing these stages with the realities of the ongoing war in
Ukraine. A distinctive feature is the use of mobile applica-
tions Procreate and PicsArt, which enabled autonomous
work under martial law conditions.

OB’€KTOM OOCIAXEHHA: cyyacHi TexHonorit
B rpadiyHOMY OM3anHi.

MPEOAMETOM OOCHNIAXEHHA: ocobnusocTi
BMAMBY CyYaCHMUX TEXHOMOTIN Ha MPOLLEC CTBOPEHHS
nnaxkaris.

META OOCIAXEHHA: npoaranisyBaTtu cneundiky
BUKOPUCTAHHA HOBITHIX TEXHONOr N Y MiakaTHOMY
On3anHi Ta po3pobuTK aBTOPCbKY Cepito niakaTis
«KopiHHA HaLLii».

XPOHO/JMOT4YHI TA TEPUTOPIATIbHI MEXI: ocHoBHa
yBara npuaineHa nepiody 3 noyaTtky XXI cTonitTd Ao
CbOrOAEHHS, 3 eKCKYPCOM Y XX CTOMITTA ANA FMnNbuHu
aHanizy. Jocsia kpaiH €spony, MiBHIYHOT AMepuku Ta A3il
AK LLeHTPIB iHHOBALLIN Y An3aiiHi.

HAYKOBA HOBN3HA: nonsrae y KoMrnekCHoMy aHarnisi
{HHOBALLIMHWX TexHomnorin (3D-MoaentoBaHHs, LUTYYHUI
IHTENeKT) Ta NOPIBHAMbLHIN XapaKTEPUCTHLL TPaANLINHMX
i LMPOBKX METOAIB CTBOPEHHS NJaKaTiB.

METOOWM OOCNIAOXEHHA: nopiBHANBHWUI aHanis,
ONMUCOBWI METOA, CUCTEMAaTU3ALLIA OaHWX, XYAOXHbO-
KOMMO3MLLINHWI aHami3 Ta METO[ NPOEKTHO-TPadiuHOro
MOLENOBaHHS.

THE OBJECT OF THE RESEARCH: contemporary tech-
nologies in graphic design.

THE SUBJECT OF THE RESEARCH: specific features of
the influence of modern technologies on the poster
design process.

PURPOSE OF THE RESEARCH: to analyze the specifics
of using cutting-edge technologies in poster design
and to develop an original poster series titled “Roots
of the Nation.”

CHRONOLOGICAL AND TERRITORIAL SCOPE: the pri-
mary focus is on the period from the early 21st century
to the present, with references to the 20th century to
provide analytical depth. The experience of European,
North American, and Asian countries as centers of
designinnovation.

SCIENTIFIC NOVELTY: the novelty lies in a comprehensive
analysis of innovative technologies (3D modeling, artificial
intelligence) and a comparative characterization of tradi-
tional and digital methods of poster creation.

RESEARCH METHODS: comparative analysis, descriptive
method, data systematization, artistic and compositional
analysis, and project-based graphic modeling.

MoK
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NMETPOBA
HATANIA

3acobu eMOLHOro BNAMBY B rpadivyHOMy
AM3aliHi (Ha npuknagi nnakary)

KepiBHuk: Bonoanmump IecHsk, npodecop

Knioyosi cnosa: rpadivHmmn
[13aVH, Bi3yanbHa KOMYHIKALLF,
IHTePaKTVIBHWUM NIaKarT,
emMoLiHa MaHinynaid,
HapaT1BHI eneMeHTI, Ncvxika
nnakaTy, aHiMaLia, emnartis.

Keywords: graphic design, visual
communication, interactive
poster, emotional manipulation,
narrative elements, poster psy-
chology, animation, empathy.

AHOTALIIA: poboTa npuceayveHa aHanisy
€MOLLINHOro noTeHLiany cKknagHukis
nnakaTy Ta BUBYEHHIO IHCTPYMEHTIB
€MOLLINHOT KOMYHIKaLT B CyyacHoMy
Amsanni. JocnioxXeHHs OoKyCyeTbCH Ha
TOMY, K KOMMO3WLLiHI, LUPUPTOBI, KOMipHi Ta
rpadiyHi eneMeHTH GOPMYIOTbL EMOLLIRHWN
TOH MOBIJOMIIEHHS Ta MaHINY/IOKOTb YBArO
rngaada. Y npakTUYHiN YacTuHI po3pobneHo
Cepito aHIMOBaHWX MNakarTiB, LLO BTINKOIOTb
BUSIBNEHI METOOUKMW.

AKTYAJIbHICTb TEMW: obymoBneHa
nepeHacu4yeHHsM MedianpocTopy Ta
NPULWBUALLEHHSAM TEMMNY CNOXUBaHHSA
Bi3yanbHol iHdpopMaLii. Y cBiTi, ae 60%
HaceneHHst Mae AOCTYN [0 IHTEPHETY,
HaBWuKa KepyBaTi eMOoLLiAMY Ta 3a]aBaTy
€MOLLIIHWIN PUTM CTaE KPUTUUHO BaXITMBOIO
N8 Toro, Wwo6 BnainuTy NOBIAOMNEHHS
cepen MiNbMUOHIB iHWKX. [JoCniaAXeHHA
MaHinynaLii Yepes eMnaTito Ta eMOLLIMHICTb
€ 3aTpebyBaHUM y chepax MapKeTUHrY,
nponaraHam Ta ncuxonoril.

PETROVA
NATALIIA

Means of Emotional Impact in Graphic
Design (Based on Poster Design)

Supervisor: Volodymyr Lesniak, Professor

ABSTRACT: the study is devoted to ana-
lyzing the emotional potential of poster
components and examining tools of
emotional communication in contem-
porary design. The research focuses on
how compositional, typographic, color,
and graphic elements shape the emo-
tional tone of a message and manipu-
late the viewer's attention. In the prac-
tical part, a series of animated posters
embodying the identified methods is
developed.

THE RELEVANCE OF THE TOPIC: the rel-
evance is driven by the oversaturation
of the media space and the accelerating
pace of visual information consumption.
In a world where 60% of the population
has access to the internet, the ability to
manage emotions and set an emotional
rhythm becomes critically important
in order to make a message stand out
among millions of others. The study of
manipulation through empathy and emo-
tionality is in demand in the fields of mar-
keting, propaganda, and psychology.

BOJIOHTEPMN,

BN HEMMOBIPH1!

...... unl bxop moaed y aisiel

aedw wwﬂl PHENIyIONH BALCHNM
mea . gorwi  SoerTam A, mokaneo.

ot e R

akew, wro nepakneaioTs
B3 popoces
nafimonipuo nnTh,
1 BA8 KaWwe MARGYTHE

{ @

i

v . v
aim™m, nianitku, mononn,

BN HEMMOBIPH1!

memmraaani icTopdl g y sifei

VavsH NOIS3A NOILVOINNWINOD TVNSIA

ve0e

61



XOAOM [NV3AVH BI3YANBHX KOMYHIKALLI

2024

62

KOHLIEMLYSA MPOEKTHOI YACTUHMW: cTBOpeHHs cepii

aHIMOBaHWX NnakaTiB Ha OCHOBI PO3POBIEHOT METOANKM
PiBHIB CNPUMHATTH iIHGopMaLLii. KoHuenuia 6a3yeTbca
Ha CUHTE3i rpadivyHMX eNeMeHTIB 4715 BCTAaHOB/EHHSA
TOYOK YBaru Ta CTBOPEHHS NEBHOIO NCUXOMOriYHOro
BPaXEHHS Y M9 Aa4a, BPaxoByoum KynbTYPHI Ta perioHarbHi
OCOBMBOCTI LLiNbOBOI ayanTOpil.

—¢ & P
q)o'rorpacb - PETH
BN HEHMOB'IPHI !

nonmramani ioropil moaed y eifni

CONCEPT OF THE PROJECT COMPONENT: the creation
of a series of animated posters based on the developed
methodology of information perception levels. The con-
ceptis grounded in the synthesis of graphic elements
to establish focal points and create a specific psycho-
logical impression on the viewer, taking into account
the cultural and regional characteristics of the target
audience.

OB'€KTOM OOCTIAXEHHA: an3anH nnakary.
MPEAMETOM AOOCHIOXEHHA: 3acobu rpagiyHoro ta
MYNbTUMELIMHOIrO AN3aliHy, WO BNAMBAIOTb Ha CTYNeHi
€MOLLIHOCTI, Ha NpuKnaai nnakary.

META OOCTIIAXEHHSA: BuaABNeHH:A Ta cuctemMaTunsadis
3aco6iB rpaivyHOro An3anHy, LLO BNAIMBaOTb Ha EMOLLIMHE
CMPUMHATTS, Ta PO3pobKa METOAMKM iX NPAKTUYHOIO
BUKOPUCTaHHS.

XPOHOMNOI4YHI TA TEPUTOPIATIbHI MEXI: oxonntoioTb
ocTaHHe cToniTTa (XX-XXI CT.), KON 3apoamnacs
npobnemaTtnka eMoLLiNHO-IHOPMALLIMHOT MaHIMyNALLT.
Mpuknaou Ta niTepaTtypa, WO CTOCYITbCH YKPaiHH,
€sponu Ta CLLA.

HAYKOBA HOBW3HA: nonsirae y nporoHyBaHHi KOMIMEKCHOT
cMcTeMaTr3aLlii 3acobiB eMOLLIMHOro BrMBY B MaKaTi Ta
CTBOPEHHI aBTOPCHKOT METOANKM BUKOPUCTaHHS EMOLLIMHOCTI
B rpadiyHOMY An3aliHi.

METOOWM OOCIAXEHHA: cnHTe3 Ta y3aranbHeHHA
(aHani3 nitepaTypw), iICTOPUKO-NOPIBHANBHMIA, CUCTEMHMI
Ta knacudikauinHuim metoau. 1na npak TMYHOT YaCTUHK
— XYAOXHbO-KOMMO3ULLIMHNN METO[ Ta NPOEKTHO-
rpadiyHe mogentoBaHHs B Adobe lllustrator, Photoshop,
After Effects.

THE OBJECT OF THE RESEARCH: poster design.

THE SUBJECT OF THE RESEARCH: graphic and
multimedia design tools that influence levels of emotional
impact, using the poster as an example.

THE AIM OF THE RESEARCH: to identify and systema-
tize graphic design tools that affect emotional percep-
tion and to develop a methodology for their practical
application.

CHRONOLOGICAL AND TERRITORIAL SCOPE: covers
the last century (20th-21st centuries), when the issue
of emotional-informational manipulation emerged.
Examples and literature related to Ukraine, Europe, and
the United States.

SCIENTIFIC NOVELTY: the novelty lies in proposinga com-
prehensive systematization of emotional influence tools
in poster design and in creating an original methodology
for using emotionality in graphic design.

RESEARCH METHODS: synthesis and generaliza-
tion (literature analysis), historical-comparative,
systemic, and classification methods. For the prac-
tical part: artistic and compositional methods and
project-based graphic modeling in Adobe lllustrator,
Photoshop, and After Effects.

BiACKaHyWTe ANdA nepexony
Ha Be6-CTOPIHKY MPOEeKTy
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Knioyosi cnosa: MynsTUMeaifHn
m3anH, ribpraHa aHiMadis,
3MiLaH TeXHIKK, IHTerpaLlis
2D/3D, aHiMaLLNHe BUPOOHULLTBO,
Bi3yarnbHW CTOPITENIHT,

aHiMaLLd MyaLLio

Keywords: graphic design,
visual communication, poster
design, digital tools, contem-
porary technologies, cultural
heritage, typography, collage.

MYCTOBIT
MOIHA

3MilLaHi TexHikun aHimMaLLi
B MyfIbTUMEINHOMY AN3aiHi

KepiBHuk: Muxaino Onanes,
KaHOMOaT MUCTELITBO3HABCTBA, AOLIEHT

AHOTALIA: pob6oTa npuceayeHa
0OCNIAXEHHIO BUHUKHEHHS, PO3BUTKY

Ta KpeaTMBHOrO noTeHLiany ribpuaHor

aHiMauji (mixed-media), ska noegHye
pi3Hi MeTOauU, NnepesaxHo 2D Ta 3D.
MpOoeKT aHanizye TexXHIYHI Ta XyA0XHI
nepesarw amilyBaHHsa GopM aHiMaLii Ans
CTBOPEHHS YHiKanbHWX BidyanbHWUX CBITIB
Ta PO3LUMPEHHS MEX XaHpY.
AKTYAJIbHICTb TEMW: 3ymoBneHa
BMCOKOI KOHKYPEHLLIEIO B MeditHOMY
cepefoBuLLj, e BidyanbHO Np1Babimsmnm
Ta iIHHOBALLIHWIA KOHTEHT € KPUTUYHUM A1
KoMepLLinHoro ycnixy. épvnaHa aHiMaLia
BUCTYMaE yHiBEPCanbHUM IHCTPYMEHTOM
[NSi THYYKOT nepeaavi CKnaaHnx HapaTueiB
Ta eMOLLi, A03BOMAIYN aHiMaTopamM
eKCnepuMeHTYBaTK 3 HeTPaaULLINHUMU
Marepianamu.

PUSTOVIT
POLINA

Mixed Animation Techniques
in Multimedia Design

Supervisor: Mykhailo Opaliev, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: the study is devoted to
exploring the emergence, develop-
ment, and creative potential of hybrid
(mixed-media) animation, which com-
bines various methods, primarily 2D and
3D. The project analyzes the technical
and artistic advantages of blending ani-
mation forms to create unique visual
worlds and to expand the boundaries
of the genre.

THE RELEVANCE OF THE TOPIC: therel-
evance is high competition in the media
environment, where visually engagingand
innovative content is critical for commer-
cial success. Hybrid animation serves as a
versatile tool for flexibly conveying com-
plex narratives and emotions, allowing ani-
mators to experiment with non-traditional
materials.
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KOHLIEMLIA MPOEKTHOI YACTUHWN: pospobka
aHiMauinHoro ¢inbMy «Beyond the Bluex. KoHuenuis

6a3yeTbCA Ha NOEAHaHHI NOKaaPOBOI KOMM'IOTEPHOI aHIMaLi

Ta TpaaMUINHOT aHiMaLLT ryaLLwLo Ha nanepi. BidyansHui
CTWUMb BUKOPUCTOBYE KOHTPACT MiX YOPHO-Bif1ok0 repoiHeto
Ta KONbOPOBMM OTOUEHHSAM, HATXHEHHUM TEXHIKaMu
KWMTaNCbKOro Ta ANOHCLKOro Xmeonucy. Lie nossonse
nepeaaTyi CKNaaHW eMOLMHWIA CTaH (anaTito, 3arakoBiCTb)
yepes creumneiuHy NNacTuKy Ta Masku.

CONCEPT OF THE PROJECT COMPONENT: the develop-
ment of the animated film “Beyond the Blue." The concept
is based on the combination of frame-by-frame computer
animation and traditional gouache-on-paper animation.
The visual style employs a contrast between a black-and-
white protagonist and a colorful environment inspired
by techniques of Chinese and Japanese painting. This
approach allows the conveyance of complex emotional
states (apathy, mystery) through distinctive movement
and brushwork.

OB'€EKTOM AOCIAXEHHSA: cyyacHi aHiMaLinHi dinbmu
AIK CAMOCTINHI TBOPW Ta SK CK/1a40Bi YaCTUHU O6'EKTIB
MYNBTUMELIMHOMO AN3alHY.

MPEAMETOM OOCTIIAXEHHA: 3MilaHi TEXHIKM aHiMaLLT B
MYyNBTUMELIMHOMY NPenCcTaBeHH! iHPpopMaLLl.

META OOCNIAXXEHHSA: B1ABMTI OCOBNMBOCTI MOEQHAHHSA
HOBWIX TEXHIK, MPUMOMIB, MaTepianis Ta TEXHOMO N Pi3HNX
BWAIB Bi3yanbHOro MUCTELITBA 3 aHiMaLLE0.
XPOHOMNON4YHI TA TEPUTOPIABHI MEXI: oxonntotoTb
aHiMaLLiMHi poboTK KiHLA XX Ta nodaTky XXI cToniTTS.

[ocnigxeHHs 6a3yeTbCA Ha AOCBIAI MUTLLIB i3 [TiBHIYHOT

AmMepukn, AnoHii Ta EBponu.

HAYKOBA HOBWM3HA: nonsira€e y Bu3HayeHHi Micus
ribpuaHol aHiMaLLT B CyYacHiv iHOyCTpil, aHani3i il BrnvBy Ha
po60oYMI NPOLLEC, BUABNEHHI Nepesar Haj iHW1MM BUoaMm
aHiMaLLii Ta OKPECNEeHHI if MOXNMBOCTEN | MEX.
METOAOW AOC/IAXEHHA: BukopmucTtaHo MeToam
CUHTEe3Y Ta y3aranbHeHHs iHbopMaLLii, iCTOpUYHUI
MeTof ANs AOCAIAXEHHS PO3BUTKY NPEAMETA, @ TaKoX
CTUMICTUYHWI Ta XYLOXHbO-KOMMO3WULIMHWUIA aHani3n
aHiMaLLiMHUX TBOPIB.

THE OBJECT OF THE RESEARCH: contemporary animated
films as independent works and as components of mul-
timedia design objects.

THE SUBJECT OF THE RESEARCH: mixed animation
techniques in the multimedia presentation of
information.

PURPOSE OF THE RESEARCH: to identify the features
of combining new techniques, methods, materials, and
technologies from various types of visualart ~ with
animation.

CHRONOLOGICAL AND TERRITORIAL SCOPE: Covers
animated works from the late 20th and early 21st centu-
ries. The research is based on the experience of artists
from North America, Japan, and Europe.

SCIENTIFIC NOVELTY: the novelty lies in defining the place
of hybrid animation within the contemporary industry, ana-
lyzing itsimpact on the production workflow, identifying its
advantages over other types of animation, and outlining its
possibilities and limitations.

RESEARCH METHODS: methods of synthesis and generali-
zation of information, the historical method for studying the
development of the subject, as well as stylistic and artis-
tic-compositional analyses of animated works.
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Knioyosi cnosa: wWpndT,
rapHITypa, YKpaHChKuU LUpUQT,

HaLLIOHAMNbHWI CTUMb, FpadiuHUA
[13anH, BidyanbHa KOMyHiKaLLis.

Keywords: typeface, font
family, Ukrainian typeface,
national style, graphic design,
visual communication.

POTYEHKOBA
AHHA

XapakTepHi 03HaKu yKPaiHCbKOI
iAeHTMYHOCTI B An3alHi akUMOEeHTHOro
wpnpTy

KepiBHuk: TeTsiHa IBaHeHKO,
KaHamMaaT MUCTELTBO3HABCTBA, AOLUEHT

AHOTALIA: maricTtepcbka poboTa
MpUcBsYeHa AOCNIMXEHHIO Ta MPaKTUUHOMY
BNPOBaAXEHHIO XapaKTEPHNX O3HaK
YKPATHCbKOT iAEHTUYHOCTI B AN3anHi
aKkLUMOeHTHOro (AeKOpaTUBHOIO) LWPHUATY.
B yMoOBax 3poCTaHHA HaLLiOHanbHOI
CaMOCBIJOMOCTI Ta MOMUTY Ha aBTEHTUYHMIA
Bi3yarbHW KOHTEHT, LWPUAT CTaE KMOHOBUM
€M1eMEeHTOM Ky/BTYPHOI CaMmoiAeHTUdIKaLLl.
TeopeTnyHa YacTHa poboTH 6a3yeTbCs Ha
aHani3i iCTOPUYHOro PO3BUTKY YKPaIHCHKOI
KMPUIULLI Ta BUBYEHHI [OCBIAY MPOBIAHNX
MamncTpiB rpadiku XX ctonitta. JocriaxeHHs
(OKYCYETLCA Ha TOMY, K TPaAWLLINHI Gopmm
MOXYTb 6YTW afanToBaHi Ao NoTpeb
Cyy4acHOI LMPpoBOI TUMorpadii.
AKTYAINbHICTb TEMW: 3ymoBneHa
HeOobXiAHICTIO HAaCUYEHHSA PUHKY HOBUMM
rapHiTypamMu 3 BUPaXeHUM YKPaiHCbK1M
XapakTepoM ANs npefcTaBneHHs
HaLiOHaNbHOro AM3anHy Ha BHY TPILWHIN
Ta MiXXHapOaHIN apeHax.

ROTCHENKOVA
ANNA

Characteristic Features of Ukrainian
Identity in Display Typeface Design

Supervisor: Tetiana lvanenko, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: this master's thesis is
devoted to the study and practical
implementation of characteristic fea-
tures of Ukrainian identity in the design
of adisplay (decorative) typeface. Inthe
context of growing national self-aware-
ness and increasing demand for authen-
tic visual content, type design becomes
a key element of cultural self-identifica-
tion. The theoretical part of the study
is based on an analysis of the historical
development of Ukrainian Cyrillic and
an examination of the work of leading
graphic designers of the twentieth
century. The research focuses on how
traditional letterforms can be adapted
to the needs of contemporary digital
typography.

THE RELEVANCE OF THE TOPIC: is deter-
mined by the need to enrich the market
with new font families that possess a
distinct Ukrainian character for the rep-
resentation of national design on both
domestic and international stages.
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TOPOAHUNA
uHoyabka
ddada

AepeBsNa posmaAboBaNa Ta OKyTa 3aAisOM CKPHNS — NEOAMINNHIA aTpHOY'T
ykpaincekoi xath. TyT 30epiranoca csaTkoBe BOPaNNs, TOBCAKAGNNHH OAST,
pyLunky, Tpouwi, nprkpack Ta iNwi yinni npeameth. Y XVII - XVIIl ctoaitTax
ckpunlo BukoprcToByBaaH sik Tia i NaBiTh sk aikko. Sarasaati B yyky
ckpunlo BBarkanocs neeTHunum. Rynayk - seankuit suink 3 kprwkolo ans
30epiTaNNs YOTO-NeOYAb, AOBIACTHH AWHK AN CHAINNA 200 AeKaNNs.
RiznomaniTNi smpnkn Na Mopcbkux i piukoBHx cyaNax Tedk NagusaloThes
py~aykamu Ta npuiNavaloTbes AAs 30epiraNNs Npanopis, AOTIB, Aaris,
0COBHCTHX peyeit Towo. TlepenocNa marpocbka ckpunbka Aas
O0COGHCTHX peuei NazHBaeTbCa Takodk mae NagBy pyNayuok.
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Skrynia Regular 45 pt, ss01

Skrynia Regular
Skrynia Medium
Skrynia Semi Bold
Skrynia Bold

Skrynia Medium 45 pt, ssO1

Skrynia Semi Bold 45 pt, ssO1

Skrynia Bold 45 pt, ss01

AepesNa posmaaboBaNa Ta OkyTa 3aaizom CKpHNS — NeOAMINNHH
aTpHOYT ykpaincekoi xatv. TyT 30epiraaocs cstkose BOPanys,
TIOBCAKAENNHH OAAT, pyLWINHKH, TpoLLi, IpHkpacH Ta iNwi LIiNNi
nipeameTH. Y XVII - XVIII ctoaitTax ckpunlo BukopHcTOBYBaAH
sk cTia 1 NaBiTb sk Aitkko. Sarasaaty B uyky ckpunlo BBakanrocs
NeeTHUNHM. RyNayk — Beankuii sauvk 3 kprikolo aas 30epiranns
4OTO-NeDYAb, AOBTACTHH ALHK AAf CHAINNA 200 AeskaNNs.
RizNomaNiTNi aunku Na mopcbkux i piukoBux cyaNax ek
NaguBaloTbes pyNaykamu Ta npu3NavaloTbea AAs 3GepiraNns
TIpanopis, AOTiB, AAT'iB, 0COBGHCTHX peuei Towo. TlepeNocNa
marpocska ckpunbka AAf 0COGHCTHX pevei Na3HBAETLCA
Tako’k mae NagBy pyNayuok.

KOHLIEMNLIA MIPOEKTHOI YACTUHM: NpoekTHa Npono3uLis
npencrasneHa WwpudToM Skrynia. KoHuenuis 6asyeTbes
Ha BUKOPWUCTAaHHI YHIKarnbHWUX OeKOPaTUBHUX eNTEMEHTIB
(TpaneuienomibHUX HAaCiYOK, aCUMETPUYHUX CepUdIB),
LLIO He € YaCTUHOK OCHOBHOI rpademi, ane CTBOPIOKTb
BMi3HaBaHWIM HaLLiOHanbHUI KONopuT. LUpU®T MicTUTL 410
rniie, BKMOYaOUM crneundiuHi Gopmm nitep («k», «k»,

«LL», «3») Ta OKPEMUIM CTUNICTUYHWIA CET NS YKPaiHCHKOI

MOBW. Pe3ynsTaToM poboTH € po3pobka aBTOPCHKOro
aKUMOEeHTHOro WwpudTy SKrynia, AKWMM NoegHYE B CObI
[leKOPaTMBHICTb Ta GyHKLIOHaNbHICTb. MPOEKT AEMOHCTPYE
MOX/MBICTb CTBOPEHHS NOBHOLIHHOT WPUMTOBOI FapHITYpH
34oTupMa HakpecneHHsmu (Regular, Medium, Semibold,
Bold), Lo 3HauHO po3Lwmptoe chepy ii 3acTocyBaHHS —
Bi[l 3aronoBKiB y Mefia [0 CKIagHWX KOPropaTUBHUX
cTuniB.

CONCEPT OF THE PROJECT COMPONENT: the project
proposal is presented through the typeface Skrynia.
The concept is based on the use of unique decorative
elements (trapezoidal terminals, asymmetric serifs) that
are not part of the core graphemes but create arecog-
nizable national character. The typeface includes 410
glyphs, featuring specific letterforms (such ask, zh, ts,
z) and a separate stylistic set for the Ukrainian language.
The outcome of the project is the development of the
original display typeface Skrynia, which combines dec-
orative expressiveness with functional performance.
The project demonstrates the possibility of creating
a full-fledged font family with four weights (Regular,
Medium, Semibold, Bold), significantly expanding its
range of application—from media headlines to complex
corporate identities.

OB'€KTOM OOCTIAXEHHA: an3anH akUMOEHTHOO LWPHUPTY.
MPEOAMETOM AOOCHIAXEHHA: xapakTepHi 03HaKu
YKPATHCbKOI iAEHTUYHOCTI B AN3aWnHi aKUMOEHTHOro
WpUPTY.

META OOCIOXEHHSA: BUSBUTU XapakKTepHi 03HaKn
YKP&iHCHKOT iAeHTUYHOCTI B AM3alHi aKLMOEHTHOrO WpuoTy
Ta peani3yBaTu iX y MpakTUYHOMY MPOEKTI.
XPOHONOr'IYHI TA TEPUTOPIATBbHI MEXI: novaTok
XXI T, 3 ypaxyBaHHAM iCTOPUYHOIO JOCBIAY PO3BUTKY
YKPaHCbKOT KnpunuL. YkpaiHa Ta kpaiHu LieHTpansbHol
€Bponu, BanTvku i TypeudmnHm (y KOHTEKCTI MIHMBICTUYHOI
NIATPUMKN WPUDTY).

HAYKOBA HOBW3HA: nonsrae y KOMniekCHoMy po3rnsgi
03HaK YKPaiHCbKOT iAEHTUYHOCTI B aKUMAEHTHOMY WPUATI
Ta AOCNIAXEHHI MPUHLMNIB NOBYA0BU MO0 MPOMIDKHUX
HakpecneHb.

METOAWM OOCHIOXEHHSA: icTOpUKO-MOPIBHANBHUNA,
XYOOXHbO-KOMMO3WLLIMHUIW, MeTo cucTemMaTmnaaLil
Bi3yanbHOro Martepiasny Ta OnuTyBaHHS.

THE OBJECT OF THE RESEARCH: display typeface design.
THE SUBJECT OF THE RESEARCH: characteristic features
of Ukrainian identity in display typeface design.

THE AIM OF THE RESEARCH: to identify the character-
istic features of Ukrainian identity in display typeface
design and to implement them in a practical project.
CHRONOLOGICAL AND TERRITORIAL SCOPE: the
beginning of the twenty-first century, with considera-
tion of the historical experience of the development of
Ukrainian Cyrillic. Ukraine and the countries of Central
Europe, the Baltic States, and Turkey (in the context of
linguistic support of the typeface).

SCIENTIFIC NOVELTY: lies in a comprehensive examina-
tion of the features of Ukrainian identity in a display type-
face and in the study of the principles for constructing
its intermediate weights.

RESEARCH METHODS: historical-comparative
method, artistic and compositional method, system-
atization of visual material, and surveys.

LIHTPHNKA
YyarepNaybkuh
TNREMBITNA

DAKEANTPNTw Mo kLM
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CANAAH
KATEPUHA

3acTocyBaHHS apxeTuniB y AM3anHi
nepcoHaxis Bifeoirop

KepisHuk: AHHa MakapoBa, kaHavaaT
MUCTELITBO3HABCTBA, CTapLwui BUKNagad

Knioyosi crnosa: BidyasnsHa
penpeseHTauia, An3anH
NepCcoHaxa, apxeTur,
BIAEOrpa, eCTETVIKa rpv,
NEePCOHax, CYMBOIIYHA YABa,
KOHLLeNT, CTOPITENiHN.

Keywords: visual representation,
character design, archetype,
video game, game aesthetics,
character, symbolic imagina-
tion, concept, storytelling.

AHOTALIA: pob6oTa npuceayeHa
aHanisy apxeTunis 3 KY/bTYPOMOriyHOI,
MCUXOMOriYHOI Ta COLLIONOMYHOT TOUOK
30pY, @ TAKOX BUBYEHHIO iXHbOrO BNNWBY Ha
CTPYKTYPY CIOXETY Ta An3aiiH NepcoHaxis
Yy KOMMN'toTepHMX irpax. JocniaxeHo
€BOJIOLLII0 IOHMiaHCbKOI Teopii apxeTunis
TaliaganTauito 4o NoTpeb cyyacHO! renm-
iHOYCTPIT ANA CTBOPEHHS BMNi3HaBaHUX i
KOMEPLLIMHO yCrilLH1X 06pasis.
AKTYAJIbHICTb TEMW: 3ymoBneHa
HEeOOb6XiAHICTIO NepeoCMUCIEHHA
3aKOpeHINnX ysaBreHb Ta BifobpaxeHHs
HaranbHWX CoLLiabHUX MUTaHb, TakMX AK
3MiHa poni XiHKW B coLLianbHin iepapxil,
yepes MynbTUMEAINHI NPOAYKTU.
CsinomMun niaxia 4O BUKOPUCTaHHSA
apxeTunie O3BONAE PO3POOHMKAM
6ynyBaTv rMMbOKI iCTOPIT, LLO PE30HYI0Tb
i3 noTpebamu rnobasnbHOI ayauTopIi B €MOXY
MYNBTUKYNETYPHOCTI.

SALDAN
KATERYNA

Application of Archetypes in Video
Game Character Design

Supervisor: Anna Makarova, Phd in
ArtStudies (Design), Senior Lecturer

ABSTRACT: the study is devoted to the
analysis of archetypes from cultural,
psychological, and sociological per-
spectives, as well as to examining their
influence on narrative structure and
character design in video games. The
evolution of Jungian archetype theory
and its adaptation to the needs of the
contemporary game industry for creating
recognizable and commercially success-
ful characters is explored.

THE RELEVANCE OF THE TOPIC: therel-
evance is driven by the need to rethink
entrenched perceptions and to reflect
pressing social issues—such as changes
in the role of women within social hierar-
chies—through multimedia products. A
conscious approach to the use of arche-
types enables developers to construct
deep narratives that resonate with the
needs of a global audience in an era of
multiculturalism.
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KOHLIEMLIISAA MPOEKTHOI YACTUHW: pospobka cepii 3
[BaHa[UATV NePCOHaxIB, 3aCHOBaHMX Ha KMaCUYHUX Ta
MoZambiKoBaHWX apxeTunax (Hanpwknag, fepoiHs, KoxaHka,
TiHb). KoHLenLis 6a3yeTbCs Ha BidyanisaLLil BHY TPILLHIX
AKOCTe Yepes nosy, KOCTIOM Ta CUMBOTIIKY (Hanpuknag,
Macku B cTuni Hotline Miami abo aTpuby T @eHTE3INMHNX
Knacig), WO 3a6e3neyye eMOLLIMHWA 3B'S30K 3 rpaBLLEM
Ta MiAKPECIOE NCUXOMOTIYHY MMMBUHY repoiB.

CONCEPT OF THE PROJECT COMPONENT: the develop-
ment of a series of twelve characters based on classical
and modified archetypes (e.g., the Heroine, the Lover,
the Shadow). The concept is grounded in visualizing
inner qualities through pose, costume, and symbolism
(such as masks in the style of Hotline Miami or attributes
of fantasy classes), ensuring an emotional connection
with the player and emphasizing the characters’ psy-
chological depth.

OB'€KTOM JOCTIOXEHHA: ansanH nepcoHaxis Bineoirop.
MPEOMETOM OOCNIAXEHHA: ocobnmneBocTi
3aCTOCyBaHHSA apxeTuniB y AN3alHi NepCoHaxiB
Bigeoirop.

META JOCIOXEHHA: BUSBNEHHA apXeTUNHMUX 0bpa3siBy
MPOCTOPI BiAeoirop Ta AOCNIAXEHHS MPOEKTHUX 3aCO6IB,
LLO BUKOPUCTOBYIOTbCA /151 CTBOPEHHS Bri3HaBaHWX
repoiB Ta repoiHb.

XPOHONOIYHI TA TEPUTOPIATIbHI MEXI: Bif 3apoaxeHHs
Teopii K. I KOHra fo cyyacHux irpoBux NpoekTiB 2024
poky. [nobanbHUM PUHOK BiAEOIrop, 3 aKUEHTOM
Ha 0OCBIA PO3POBHMKIB i3 MNiBHIYHOT AMeprKK, EBpOnn
Ta A3il.

HAYKOBA HOBW3HA: nonsrae y BU3HaveHHi creumivyHmnx
pUVC irpoBMX apxeTuniB Ha BiOMIHY Bif MiQOMOriYHMUX
NPOTOTUNIB, 8 TAKOX Y NPOMOHYBaHHI peKOMeHAaLLn ANs
OM3anHepiB WoA0 afanTaLlil apxeTunosmx o6pasis 4o
CYYaCHMX LLIHHOCTEN Ta COLLianbHMX KOHTEKCTIB.

METOOW OOCIOXXEHHSA: nopiBHAHHA (415 OLIHKK
[xepen), aHania Ta cMHTe3 (AN BUOKPEMNeHHs inen),
abcTparyBaHHs (ons hokycy Ha pycax NpeameTa),
ineanisauis (4ns NoWwykKy yHiBepcanbHWX pilleHb) Ta
NPOEKTHO-rpadiyHe MoAeNOBaHHS.

THE OBJECT OF THE RESEARCH: video game char-
acter design.

THE SUBJECT OF THE RESEARCH: specific features
of applying archetypes in video game character
design.

PURPOSE OF THE RESEARCH: to identify archetypal
images within the space of video games and to exam-
ine design tools used to create recognizable male and
female characters.

CHRONOLOGICAL AND TERRITORIAL SCOPE: Fromthe
emergence of C. G. Jung's theory to contemporary game
projects of 2024. The global video game market, with an
emphasis on the experience of developers from North
America, Europe, and Asia.

SCIENTIFIC NOVELTY: the novelty lies in identifying the
specific features of game archetypes as distinct from
mythological prototypes, as well as in proposing recom-
mendations for designers on adapting archetypal images
to contemporary values and social contexts.

RESEARCH METHODS: comparison (for evaluating sources),
analysis and synthesis (for identifying ideas), abstrac-
tion (to focus on object characteristics), idealization (to
search for universal solutions), and project-based graphic
modeling.

VavsH NOIS3A NOILVOINNWINOD TVNSIA
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Knio4osi Cnosa: WTyYHUM
IHTEeNEeKT, rpadiyHUM
[13anH, asToMaTv3aLis,
KPEaTUBHICTb, €TUYHI
BVKIIVKY, BI3yarnbHi iHHOBALLIT,
NPOMECINHMA PO3BUTOK.

Keywords: artificial intel-
ligence, graphic design,
automation, creativity, ethical
challenges, visual innovation,
professional development.

COBOJIEBA
ONblrA

BVKOPUCTaHHS LWITYYHOMO iHTENEKTY
AK IHCTPYMEHTY B rpadiyHOMy An3anHi
(Ha npuknagi kaTanory «The 4thBlock»)

KepisHuk: Oner BekneHko,npodecop

AHOTALIA: kBanidikauinHa poboTa
npuceaYeHa OOCNIAXEHHIO iHTerpaLii
wTyyHoro iHTenekTy (WI) y chepy
rpa®iyHOro An3arHy, Wo € OOHWUM i3
HamnbinbLL AMHaMIYHMX HaNPSMIB PO3BUTKY
CYYaCHWX KPeaTUBHUX iIHOYCTPIN. Y pobOTi
BUCBiTNeHo BnnuBe LU Ha TpaHchopMmalLlito
TBOPUVX MPOLLECIB, 30KPEeMa aBTOMaTH3aLLiIo
PYTUHHMX 3aBaHb, reHepaLliio BidyanbHOro
KOHTEHTY Ta afanTaLito An3anHy Oo
aKTyarnbHUx notTpeb puHKy. JocnigxeHo
nepcnekTven B3aemogii LI 3 npodecieto
On3anHepa, NpoaHaniaoBaHoO TEXHIYHI,
KpeaTuBHi Ta eTUYHI aCMEKTU BNPOBaLKEHHA
LLlMX TeXHOoMorin. MpakTuyHa YacTuHa
peanizoBaHa Yepe3 po3pobKy KaTanory
12-ro Mi>xkHapo4HOro TpieHane eko-
nnakaTty «The 4th Block» i3 3acToCcyBaHHSAM
iHCTpYMeHTiB LLI.

AKTYANbHICTb TEMWU: 3ymoBneHa
CTPIMKVUM PO3BUTKOM TEXHOMOrIN,
AKi BiAKPMBaOTb HOBi MOXJ/IMBOCTI
ONA NOMErLeHHA TBOPYOro NnpoLecy,
ONTUMI3aLLiT pecypciB Ta NiOBULLEHHS AKOCTI
®diHanbHOro NpoaykTy. BukopuctaHHs LU
[O3BONAE An3anHepam 3ocepeanTncs
Ha CTpaTeriyH1X acnekTax TBOPYOCTI,
Oeneryoun anroputMam CTBOPEHHS
LwabnoHiB Ta BUGIp Konbopis. KpiM Toro,
rOCTPO NOCTAE NUTaHHA Manby THLOIO
CniBICHYBaHHA NIOANHN Ta TEXHONOTIN Y
nNpodecinHOMY cepenoBULLL

SOBOLIEVA
OLHA

The Use of Artificial Intelligence
as a Tool in Graphic Design (Based
on the Catalogue “The 4th Block”)

Supervisor: Oleh Veklenko, Professor

ABSTRACT: this qualification thesis is
devoted to the study of the integration
of artificial intelligence (Al) into the field
of graphic design, which is one of the
most dynamically developing areas of
contemporary creative industries. The
paper highlights the impact of Al on the
transformation of creative processes,
including the automation of routine tasks,
the generation of visual content, and the
adaptation of design to current market
needs. The prospects of interaction
between Al and the design profession are
explored, and the technical, creative, and
ethical aspects of implementing these
technologies are analyzed. The practical
partis realized through the development
of the catalogue of the 12th International
Eco-Poster Triennial “The 4th Block” using
Al-based tools.

THE RELEVANCE OF THE TOPIC: is
determined by the rapid development of
technologies that open new opportunities
for facilitating the creative process,
optimizing resources, and improving the
quality of the final product. The use of Al
allows designers to focus on the strategic
aspects of creativity by delegating tasks
such as template creation and color
selection to algorithms. Inaddition, the issue
of the future coexistence of humans and
technology in the professional environment
becomes particularly acute.
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KOHLLEMLYS MPOEKTHOI YACTUHM: po3pobka BidyanbHoro
pilleHHs kaTanory «The 4th Block» Ha 3acapgax MiHimManiamy
Ta KOHLLeNTYarbHO! KONOPUCTUKY (BNakUTHUM — Malby THE,
3eeHMIN — eKOMOrTis, YepPBOHMIN — CTiKICTL Mapiynons). LI
iHTErpoBaHO B MPOLIEC AK IHCTPYMEHT AN nepexsiay TEKCTIB,
MacLTabyBaHHA 306paxeHb Ta reHepaLlil ansTepHaTUBHNUX
KOMMO3WLLINHMX PO3BOPOTIB.

CONCEPT OF THE PROJECT COMPONENT: the devel-
opment of a visual solution for the “The 4th Block”
catalogue based on the principles of minimalism and
conceptual color symbolism (blue — the future, green
— ecology, red — the resilience of Mariupol). Al is inte-
grated into the process as a tool for text translation,
image upscaling, and the generation of alternative com-
positional spreads.

OB'€KTOM AOCNIAXEHHA: npykoBaHW KaTasnor.
MNPEOMETOM AOCIAXKEHHA: 0cobnmBOCTi BUKOPUCTaHHS
WTYYHOr O iIHTENEKTY Y rpadiyHOMY AMU3anHi.

META JOCIOXEHHSA: BUABUTM KMtOUOBI OCOBNTMBOCTI
Ta 3aKOHOMIPHOCTI 3aCTOCYyBaHHS TexHonorin LIy npo-
decCivHin AianbHOCTI rpadiyHOro An3anHepa.
XPOHO/OTYHI TA TEPUTOPIANBbHI MEXI: po6oTa oxo-
Nto€E Nepioa Bifl 3apOAXEHHSA HEMPOHHMX Mepex y 1990-x
pOKaXx A0 CyYaCHMX MPOPHBHUX TexHomor i (GAN, AdysiiHi
mogaeni) 2010-2024 pokiB. TepuTopianbHO AOCAIAXEHHS
6a3yeTbCd Ha rnobanbHOMY OOCBIAI 3 MPAaKTUYHOIO pea-
nisauieto B YkpaiHi (M. XapkiB).

HAYKOBA HOBW3HA: nonsirae B ifeHTVdiKaLLii HoBMX acrek-
TiB B3aEMOAIT MiX MOAMHOIO Ta LLI, BUABNEHHI MOXNMBOCTEM
LN ONTUMI3aLLIT TBOPYOro LIMKY Ta NiABULWEHHSA KOHKY-
PEHTOCMPOMOXHOCTI AM3aHEePCbKOro NPOAYKTY Yepe3
BMPOBaXEHHS aBTOMATN30BaHNX iIHCTPYMEHTIB.

METOAN AOCIAXEHHA: noeaHaHHS TEOPETUYHNX
(aHanis niTepaTypw, y3aranbHEHHs, MPOrHO3yBaHHS)
Ta eMMIPUYHKUX MiAXO4IB (EKCNEPUMEHT, CMOCTEPEXEHHS,
Bi3yanbHWIN aHani3 peanbHWUX NPOEKTIB).

THE OBJECT OF THE RESEARCH:printed catalogue.
THE SUBJECT OF THE RESEARCH: specific features of the
use of artificial intelligence in graphic design.

THE AIM OF THE RESEARCH: to identify the key features
and patterns of the application of Al technologies in the
professional activity of a graphic designer.
CHRONOLOGICAL AND TERRITORIAL SCOPE: the research
covers the period from the emergence of neural networks
in the 1990s to contemporary breakthrough technologies
(GANs, diffusion models) of 2010-2024. Geographically,
the study is based on global experience with practical
implementation in Ukraine (Kharkiv).

SCIENTIFIC NOVELTY: lies in the identification of new
aspects of interaction between humans and Al, revealing
opportunities to optimize the creative cycle and enhance
the competitiveness of design products through the
implementation of automated tools.

RESEARCH METHODS: include a combination of
theoretical approaches (literature analysis, generalization,
forecasting) and empirical methods (experiment,
observation, visual analysis of real projects).
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TUMOLLEHKO
AMIHA

MpuHUMAK Ta 3aCO6M IHTEPaKTUBHOCTI
y OM3anHi NakoBaHHSA

KepiBHuk: JTioamuna JIMTBUHIOK,
KaHaMAaT MUCTEeLTBO3HABCTBA, AOLLEHT

TYMOSHENKO
ALINA

Principles and Tools of Interactivity
in Packaging Design

Supervisor: Liudmyla Lytvyniuk, Phd in Art
Studies (Design), Associate Professor

NOIS3A NOILYOINNININOD TYNSIA

Knio4osi cnosa: an3amH
Bi3yarbHWX KOMYHIKaLLi, AV3anH
NMaKOBaHHH, IHTEPaKTVBHI
TEeXHONOrI, iIHHOBaLLii, smart-
NakoBaHH4A, CMOXMBYMI OOCBIA,
IHKMIO3VIBHU AN3aH.

Keywords: visual communication
design, packaging design, inter-
active technologies, innovation,
smart packaging, consumer
experience, inclusive design.
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AHOTALIA: naHa kBanigikaLiHa poboTa
npucesaYeHa OOCNIAXEHHIO NPUHLLMMIB
Ta 3acobiB iHTEpPaKTUBHOCTI B AN3aHi
nakoBaHHS. Y poboTi npoaHani3oBaHo
CyyacHUW CTaH ranysi, BUABNEHO
KMIOYOBI TeHAeHUiT (eKoMoriyHiCcTb,
«PO3yMHe» NaKyBaHHs1) Ta po3po6reHo
NPaKkTUYHE pilleHHs ANS IHKO3MBHOMO
CErMeHTy.

AKTYATbHICTb TEMW: 3ymoBneHa
HeobXiAHICTIO CTBOPEHHA AN3aNHY,
30aTHOro yTpUMYyBaTH yBary cnoxusada
B YMOBaX HaAMipHOIro iHGopMaLLiMHOro
WyMy. I[HTepakTUBHI TexXHONorii
[03BONAIOTL afanTysaTh 4OCBIA Nia
iHOWBiOyanbHi NoTpebu, Hadawuun
KOPUCTYBaAYEBi KOHTPOMb Ha B3aEMOAIE0
3 MPOAYKTOM Ta CTBOPIOOYN EMOLLIIHUIA
3B'A30K i3 6peHaoM.

ABSTRACT: This qualification thesis is
devoted to the study of the principles
and tools of interactivity in packaging
design. The paper analyzes the current
state of the field, identifies key trends
(sustainability, smart packaging), and
develops a practical solution for the
inclusive segment.

THE RELEVANCE OF THE TOPIC: is
determined by the need to create design
solutions capable of maintaining consumer
attention in conditions of excessive
information noise. Interactive technologies
make it possible to adapt the experience
to individual needs, giving users control
over their interaction with the product
and creating an emotional connection
with the brand.

Kpyna a4umiHHa A4Ha N21

CKNAL
Kpyna aumMiHHa A4Ha N3,

@ NPOAYKT MICTHTE MMIOTEH

Kpyna AMiHHa AYHa BUrOTOBRNEHA 3
AYMEHIO, BUPOLLEHOrD B YKpaiHi.

(N
A ﬂquHH"“ ﬂfm
Keyn ﬂn‘n,mv:_qanv-ﬂ“
MACA HETTO:
320 g/r (4 nopuii no 80 g/r)
AonycTuMe MiHYCoBe BIOXHMNEHHA
15 g/r.

EHEPTETM4YHA LIHHICTb:

Ha 100 r cyxoro NROAYKTY:
KanopiiHicTs 1523,0 kJ/k0x (364,0
keal/kkan)

HMupn 1,7 g/r
= 3 AKMX HacW4eH| MUpHi kuenotu
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KOHLIEMLLS IPOEKTHOI YACTUHW: nonsrae y po3pobui
iHKMIO3VIBHOMO NakyBaHHS ANS KPy, O NOEAHYE eproHOMIKY
Ta LMPpPOoBi iHHOBaLLil. [TPOEKTHE pilleHHs NpeacTaBneHe
KapTOHHOIO KOPOBKOKO 3
MOPLLIMHMM MeXaHi3MOM (BHYTPILLIHI NepeTUHKK Ha 4
nopLii) Ta iHTepakTBHUMM efleMeHTaMu: QR-KOAOM i3
aynioMapKyBaHHsM 47151 MIOAEN i3 Bafamu 30py, TaKTUMIBHOK
pPamKoto (KOHrpeB) Ta iHKMIO3MBHIM WpndTomM e-Ukraine.
®opMa KOPOBKM 3 HANIBKPYrNMMU eneMeHTammn afanToBaHa
L1151 3PYYHOr O BUKOPUCTaHHS OAHIEIO PyKOIO. Lie 3abe3neuye
ABTOHOMHICTb Ta KOM®OPT Y NOBYTi AN MOAEN 3 Pi3HUMU
DI3NYHVMM Ta CEHCOPHUMK OBMEXEHHAMM.
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CONCEPT OF THE PROJECT COMPONENT: part con-
sists in the development of inclusive packaging for
cereals that combines ergonomics and digital innova-
tions. The design solution is presented as a cardboard
box with a portioning mechanism (internal partitions
for four portions) and interactive elements: a QR code
with audio labeling for people with visual impairments,
atactile frame (embossing), and the inclusive e-Ukraine
typeface. The box shape with semi-circular elements is
adapted for convenient one-handed use. This ensures
autonomy and everyday comfort for people with various
physical and sensory limitations.

noroTun WPHBTK

Aa e-Ukraina Head {Bold)
Aa e-Ukraina (Ragular)

GRAINLY"

OB'€KTOM OOCIOXEHHA: an3aH nakoBaHHS.
MPEOMETOM AOCIAXEHHA: npuHLUmMin Ta 3acobu
IHTePaKTVBHOCTI Y AM3anHi MaKOBaHHS.

META OOCTIOXEHHSA: BuaABneHHs Ta cuctemaTmaadis
IHCTPYMEHTIB iHTEPaKTUBHUX TEXHOMOT N Ta IXHBOIrO
BMNUBY Ha BidyanbHe PilleHHs NPpOayKTY.
XPOHOMNOI4YHI TA TEPUTOPIABHI MEXI: oxonntotoTb
nepioa Bia noyatky XX| cToniTTa (NosBa TEpMiHy
«IHTepaKTMBHE NaKyBaHHS») A0 CbOrOAEHHS.

HAYKOBA HOBM3HA: nonsirae y KOMMeKCHIi cucteMatuaadlii
3aco6is iHTepakTnBHOCTI (QR-koau, RFID-MiTkK, AR,
NFC, dyHKLja «open & play», akTUBHI MaTepianu) Ta
OBrpyHTYBaHHI IXHbOrO BMMMBY HA 30BHILLUHIN BUMNAL i
(dyHKLLIOHanNbHICTbL TOBapIB.

METOAW OOCTIAXEHHSA: nopiBHAHHSA, crucTemMaTm3aLlis,
CUCTEMHWM NigXia, cxeMaTnsaLlia, knacuikaLinHum aHanis,
CUHTE3 Ta XYAO0XHbO-KOMMO3ULLIMHWUA METOA.

KONBOPH

THE OBJECT OF THE RESEARCH: packaging design.
THE SUBJECT OF THE RESEARCH: is the principles and
tools of interactivity in packaging design.

THE AIM OF THE RESEARCH: is to identify and systematize
interactive technology tools and theirimpact on the visual
solution of a product.

CHRONOLOGICAL AND TERRITORIAL SCOPE: covers
the period from the beginning of the 21st century (the
emergence of the term “interactive packaging”) to
the present.

SCIENTIFIC NOVELTY: lies in the comprehensive sys-
tematization of interactive tools (QR codes, RFID tags,
AR, NFC, “open & play” function, active materials) and in
substantiating their influence on the appearance and
functionality of products.

RESEARCH METHODS: include comparison, system-
atization, systems approach, schematization, clas-
sification analysis, synthesis, and the artistic-com-
positional method.
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Knioyosi cnosa: an3anH
Bi3yarbHWX KOMYHIKaLLl,
MY3V4HE MUCTELTBO,
0bKNaarHKa ansoomy,
BiHiNOBWMIM BOKC

Keywords: visual commu-
nication design, musical

art, aloum cover, vinyl box
set, Ukrainian musical art.

YNbALWOB
BTAAUCTIAB

[n3anH oPOPMIEHHS My3UUYHNX
anbboMiB: CUHepris BidyanbHOro
Ta aydio MMCTeLTB

KepisHuk: Bonoanmump IecHsk, npodecop

AHOTALIA: poboTa npuceaveHa
KOMMNMEeKCHOMY aHanisy KynbTypwu
OOPMNEHHS My3UYHKX anbHBOMIB, 30Kpema
BiHinoBux 6okc-ceTiB. JocnigxeHHA
(DOKYCYETbCH Ha TOMY, 5K BidyanbHUM
On3aiH (06KNaaMHKU, NaKyBaHHs, CynyTHI
MaTepianu) B3aeMogie 3 My3UUYHUM
HanoOBHEHHAM, CTBOPIOOUM LLINICHUI
XYOOXHin 06pa3s. Y NpakTUYHIM YaCcTUHI
PO3pPO6/IEHO aBTOPCHKY AM3aNH-MPOMO3NLLIO
BiHINIOBOro 60KC-CeTy AN YKPaiHCbKOro
MeTan-rypTy «Motanka».
AKTYAJIbHICTb TEMW: 3ymoBreHa
BiAPOOXEHHAM MOMNYNAPHOCTI BiHINOBUX
HOCIiB, 0COBNMBO Cepef MOMOAOI ayanTopil,
Ta TPaHCHOPMALLIEIO My3MYHOMO NaKyBaHHSA
Y CaMOCTIMHWUN O6'EKT KOMEKLLIOHYBaHHA Ta
MUCTELTBA B LIMPPOBY enoxy. Baxnmsum
acreKToM € cfnabka 3anoBHEHICTb Hillli
AKICHOr O Bi3yanbHOro 0pOpPMIIEHHS BiHINy
Ha Cy4YaCHOMY YKPalHCbKOMY PUHKY, WO
CTBOPIOE MPOCTIP 415 KOMEPLLIMHOrro Ta
TBOPYOro CaMOBUPAXEHHS.

ULIASHOV
VLADYSLAV

Music Album Design: The Synergy
of Visual and Audio Arts

Supervisor: Volodymyr Lesniak, Professor

ABSTRACT: The study is devoted to a
comprehensive analysis of the culture of
music album design, with a particular focus
onvinyl box sets. The research examines
how visual design (covers, packaging,
and accompanying materials) interacts
with musical content to create a cohe-
sive artistic image. In the practical part,
an original design proposal for a vinyl box
set for the Ukrainian metal band Motanka
is developed.

THE RELEVANCE OF THE TOPIC: the
relevance is driven by the revival of vinyl
records’ popularity, especially among
younger audiences, and by the trans-
formation of music packaging into an
independent collectible and art object
in the digital age. Animportant aspect is
the underdevelopment of the niche for
high-quality visual design of vinyl releases
in the contemporary Ukrainian market,
which creates space for both commer-
cial and creative expression.
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KOHLLEMLUSA MPOEKTHOI YACTUHM: po3pobka BidyanbHoi
anaeHTVKKM 4NN BiHINOBOro BUAaHHA rypTy «Motankay,
Lo 6a3yETbCHA Ha CUHEPT T eTHIYHNX MOTUBIB Ta Cy4acHO!
MeTan-ecTeTUKK. MPOoEKT BKIIIOHaE PO3POOKY KOHCTPYKLLT
6OKC-CeTy, An3anHy KOHBEPTIB Ta CyBEHIPHOI NPOAYKLLT, LLO
MPE3EHTYIOTLCA HYepe3 ANHaMIYHW BiIeOPOUK.

CONCEPT OF THE PROJECT COMPONENT: the develop-
ment of a visual identity for the vinyl release of the band
Motanka, based on the synergy of ethnic motifs and
contemporary metal aesthetics. The project includes
the design of the box set structure, sleeve designs, and
souvenir products, presented through adynamic
video presentation.
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OB'€KTOM OOCNIOXEHHSA: ansanH BiHiNOBMX MNaTiBOK
Ta BiHiNoBi 6okc-ceTu.

MPEOMETOM OOCHIOXXEHHA: ocobnmeocCTi An3anHy
OGOPMIIEHHS BIHINOBUX MY3UYHNX anbBOMIB Ta IXHIX
CKNagoBMX KOMMOHEHTIB.

META OOCIOXEHHA: BUABUTKU XapakTepHi pucu
OPOpPMNEHHSA arbbOMIB Y PiI3HNX MY3UYHUX XaHpax Ta
Ha OCHOBI OTPMMaHMX JaHUX CTBOPUTU aBTOPCbKMUIA
On3anH BiHINOBOIro 60KC-CeTy 3 MOro NnoaanbLow
npeseHTaLj€lo.

XPOHOJOI4YHI TA TEPUTOPIANBHI MEXI: oxonntotoTb
nepioA Bif 40-x pokiB XX CTONITTA (3apOomKeHHS KynsTYpU
06KMaaMHOK) A0 cyyacHOCTi (2024 pik).JocnigxeHHs
6a3yeTbCA Ha MpUKaaax 3apybixHux BrkoHasLis (CLLUA,
€Bpona) Ta aHani3i yKpaiHCbKOro pUHKY BiHiNy 3@ OCTaHHI
10 pokis.

HAYKOBA HOBW3HA: nonsrae y CMCTEMHOMY JOCIAKEHHI
CyYaCHWUX TEHAEHLLIN OPOPMNEHHH DISUUHNX MY3UHHUX
BMOAHb Ha CTUKY 3apybiXHOro Ta yKpalHCbKOro
PUHKIB, & TakoX Y BUABNEHHI NPUHLMNIB QOPMYBaHHSA
Bi3yallbHOI eCTEeTUKM ONA CneundiyHoro xaHpy
MeTarn-My3uKu.

METOOW OOCIOXEHHA: nopiBHAHHS, aHani3 Ta CMHTeS,
CcMCTeMaTn3aLlid Ta arperawis JaHuX. Y NPOEKTHIN YaCTUHI
BMKOPWCTaHO KOMM'IoTepHe ModentoBaHHs (Blender,
Photoshop, lllustrator) Ta CTBOPEHHS MyNbTUMEINHOT
npeseHTaLii (After Effects).

THE OBJECT OF THE RESEARCH: vinyl record design
and vinyl box sets.

THE SUBJECT OF THE RESEARCH: specific features of
the design of vinyl music albums and their constituent
components.

PURPOSE OF THE RESEARCH: to identify characteristic
features of album design across different musical gen-
res and, based on the findings, to create an original vinyl
box set design with its subsequent presentation.
CHRONOLOGICAL AND TERRITORIAL SCOPE: from the
1940s (the emergence of album cover culture) to the
present day (2024). The research is based on examples
of international artists (the United States and Europe)
and an analysis of the Ukrainian vinyl market over the
past ten years.

SCIENTIFIC NOVELTY the novelty lies in a systematic
study of contemporary trends in the design of physical
music releases at the intersection of international and
Ukrainian markets, as well as in identifying principles for
shaping visual aesthetics for the specific genre of
metal music.

RESEARCH METHODS: comparison, analysis, and syn-
thesis; systematization and data aggregation. In
the project-based part, computer modeling (Blender,
Photoshop, llustrator) and the creation of a multimedia
presentation (After Effects) are used.

Motanka

Mty
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Pes' U Horakh
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Ragyriy Mithlkamy
Wowoh
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Knioyosi crnosa: BidyasnsHa

LUMHKAPEHKO
IFOP

IHHOBALLIVHIi METOANKN Ta NPaKTMKK
Bi[XXETHIy B Cy4acHOMY Mefia-apTi

KepiBHuk: Muxainno Onanes, kaHOoMaat
MWUCTELTBO3HABCTBA, [OLEHT

SHYNKARENKO
IHOR

Innovative Methods and Practices of
VJing in Contemporary Media Art

Supervisor: Mykhailo Opaliev, Phd in Art
Studies (Design), Associate Professor

NOIS3A NOILVOINNWINOD TVNSIA

KOMYHiKaLLid, BIne0apT, BiAXeiHr,
Mefia-apT, Bioeonep®opmaHc,
3D-MenniHr, uUMppoBe MUCTELTBO
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Keywords: visual commu-
nication, video art, VJing,

media art, video performance,

3D mapping, digital art.

AHOTALIA: poboTa npuceBayeHa
JOCNIOXEHHIO BiIXEIHrY Ta BiOEOMIKLLMHIY
K KNIOYOBKX €NEMEHTIB CyvacHoro Mefia-
apTy. JocniaxyoTbCs BUTOKU Mefia-apTy
B He3anexHin YKpaiHi, BHeCOK BUAATHUX
MWUTLLIB Ta POJib TBOPYMUX CMiMbHOT
Y PO3BUTKY LLbOrO Hanpamy. Ocobrnvea
yBara npuainsaeTbcsa TEXHONOM YHUM
acrnekTaM CTBOPEHHS iIHTepaKTUBHUX
BideonepdopMaHciB.

AKTYAJIbHICTb TEMW: 3ymoBreHa
CTPiIMKUM PO3BUTKOM LUPPOBUX
TEXHOMOT Y Ta 3pOCTatYO0 MOMYNAPHICTIO
OVHaMIYHUX BidyaribHUX GOPM Y KYMbTYpi.
[JocnigXeHHs iHHOBaLIMHUX METOAVK,
30KpeMa BUKOPUCTAHHSA WTYYHOr O
IHTENeKTY ANA CUHXPOHI3aLLT KOHTEHTY,
[03BOMAE HE NULE PO3YMITU NOTOYHI
TpeHau, a 1 NPOrHo3yBaTu PO3BUTOK
MUCTELTBa.

ABSTRACT: the study is devoted to
the exploration of VJing and video
mixing as key elements of contempo-
rary media art. It examines the origins
of media art in independent Ukraine,
the contribution of prominent artists,
and the role of creative communities in
the development of this field. Special
attention is paid to the technological
aspects of creating interactive video
performances.

THE RELEVANCE OF THE TOPIC: the
relevance is driven by the rapid devel-
opment of digital technologies and the
growing popularity of dynamic visual
forms in culture. Research into inno-
vative methodologies, including the
use of artificial intelligence for content
synchronization, not only enables an
understanding of current trends but
also allows for forecasting the future
development of art.
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KOHLEMLUIA MPOEKTHOI YACTUHW: pospobka
BifgeonepdopmMaHcy Ang BiakpuTTa odicy «OBJECT 1»
Ta npe3eHTaLii o6'ekTa «Evergrin House» y [y6ai (OAE).
KoHuenLis 6a3yeTbCA Ha MOBHOMY LMK i NMpe-peHaepuHrY,
BMKOPUCTaHHI 3D-MoaentoBaHHS:, aHiMaLLii Ta BidyanbHUxX
edeKTiB, Lo 3a6e3neuytoTb LLNICHICTb ayioBidyansHoro
KOHTEeHTY Ha LED-ekpaHax.

CONCEPT OF THE PROJECT COMPONENT: the devel-
opment of a video performance for the opening of the
"OBJECT 1" office and the presentation of the “Evergrin
House" project in Dubai (UAE). The concept is based on
a full pre-rendering cycle and the use of 3D modeling,
animation, and visual effects to ensure the integrity of
audiovisual content on LED screens.

OB'€KTOM AOOCNIAXEHHA: iHTepakTUBHI
BifeonepdopMaHCcHK B Cy4aCHOMY Mefia-apTi, Wo
CTBOPIOIOTbLCHA Yepes NoeaHaHHA PiIBHOMaHITHNUX
TEXHONOTIN Ta NPaKTuK.

MPEOMETOM OOC/IAOXEHHA: BnpoBaaxeHHsd
iHHOBALLIMHMX METOAMK BiOXEIHIY ANA CTBOPEHHS
IHTEPaKTMBHMX LLIOY, BKMOYaI0UM aHani3 crieLianisaosaHoro
nporpamHoro 3abeaneveHHs Ta L.

META OOCIAOXEHHA: npoaHanisysBaT Ta OLLIHUTH
CyyYacHi NPaKTUKK BiOXEIHTY, BUABUTW BMNJIMB 30BHILLHIX
daKkTopiB Ha aTMOCchepy NepdOpPMaHCiB Ta po3podUTH
NPaKTUYHUA MPOEKT i3 BUKOPUCTaHHAM NepeaoBmnx
IHCTPYMEHTIB.

XPOHOMNOIYHI TA TEPUTOPIATTbHI MEXI: apyra nonosuHa
XX cToniTTd — no cyyacHocTi (2024 pik).docsia YKpaiHy,
CLUA, AnoHii Ta kpaiH €Bponu.

HAYKOBA HOBU3HA: nongrae y CUCTEMHOMY aHanisi
POBOUNX MPOLLECIB CyHaCHUX Mefia-MUTLLB, ONTHMI3aLLT
eTariB CTBOPEHHS BifeoapTy Ta BrpoBaaXeHHI HOBMX
pilleHb Ha CTUKY cydacHoro M3 (Hanpuknaa, Resolume,
TouchDesigner) i HOBITHLOrO 06/1aAHAHHS.

METOOWM OOCNIAXEHHA: koMnnekcHuUn aHani3
iCTOPUYHOrO KOHTEKCTY, aHaniTU4YHKI MeTo And
OLLiHKM N3, MeETOAMKaE CNOCTEPEXEHHS 38 30BHILLHIMU
akTopamy (CBITNO, CepefoBuLLE) Ta MPOEKTHO-TpadiuHe
MOentoBaHHS.
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THE OBJECT OF THE RESEARCH: interactive video
performances in contemporary media art, created
through the integration of various technologies and
practices.

THE SUBJECT OF THE RESEARCH: the implementation of
innovative VJing methodologies for creating interactive
shows, including the analysis of specialized software
and artificial intelligence.

THE AIM OF THE RESEARCH: to analyze and evalu-
ate contemporary VJing practices, identify the influ-
ence of external factors on the atmosphere of per-
formances, and develop a practical project using
advanced tools.

CHRONOLOGICAL AND TERRITORIAL SCOPE: from the
second half of the 20th century to the present (2024).
The experience of Ukraine, the United States, Japan,
and European countries.

SCIENTIFIC NOVELTY: the novelty lies in a systematic
analysis of the workflows of contemporary media artists,
the optimization of video art production stages, and the
implementation of new solutions at the intersection of
modern software (e.g., Resolume, TouchDesigner) and
cutting-edge hardware.

RESEARCH METHODS: comprehensive analysis of the
historical context, analytical methods for software eval-
uation, observation of external factors (lighting, environ-
ment), and project-based graphic modeling.
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Knioyosi crnosa: BidyasnsHa
KOMYHIKaLLd, NnakaTHWA
[ON3aH, TPaanLINHI CONApHI
LMK (24 COHSIUHI TEPMIHM),
IHHOBaLIMHa NPaKT1Ka,
KyNbTYypHa CnagiivHa.

Keywords: visual commu-
nication, poster design,
traditional solar cycles (the
24 solar terms), innovative
practice, cultural heritage.

BAO
YAHXYA

YHikanbHa npuBabnMBiCTb TPAAULLIMHMX
ABaAUATM HOTUPbOX COHAYHMX
TepMiHiB Kutato B An3aliHi BidyanbHuX
KOMYHiKaLLi

KepiBHuk: JTioamuna JIMTBUHIOK,
KaHaMAaT MUCTEeLTBO3HABCTBA, AOLLEHT

AHOTALIIA: pocniaxXeHHA npucesayeHe
iHTerpauii eneMeHTIB TpaguLinHol
KUTaMCbKOT KYNbTYpW «24 COHAUHUX TEPMIHIB»
Yy CyyacHuUn amn3aviH nnakatis. Po6oTa
aHarni3ye KynsTypPHi KOHOTAaLLIT CE30HHNX
eNleMeHTIB Ta po3pobnsie CTpaTeriliXHbOro
BMPOBaAXeEHHS y rpadiky, KONOPUCTUKY Ta
TUNorpadiky Ang NOCUNEHHSA XYAOXHbOT
LLIHHOCTI Ta KyNbTYPHOI iAeHTUYHOCTI
CYYaCHMX An3anH-06'eKTiB.
AKTYAJIbHICTb TEMWU: B ymoBax
rnobani3auii 3pocTtae noTpeba
y 36epexeHHi HaLLioHanbHOI iNeHTUYHOCTI.
MoenHaHHA cTapodaBHbOT MyAPOCTI
COMAPHUX LLIUKMIB i3 CyYaCHUMMU
Bi3yanbHUMK GOPMamMm AO3BOMSIE He NuLle
peBiTaniayBaTu TRPaOULINHY KYNbTYPY,
a 11 CTBOPIOBATH EMOLLINHO HacU4eHUN
[M3aiiH, LLO BiAMNOBIAAE 3amn1Tam Cy4acHoro
CyCninbCTBa Ha NepcoHaniaoBaHui Ta
KYNBTYPHO 3HAUYLLINIA KOHTEHT.

BAO
CHANHUA

The Unique Charm of China's
Traditional Twenty-Four Solar Terms
in Visual Communication Design

Supervisor: Liudmyla Lytvyniuk, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: the study focuses on the
integration of elements of traditional
Chinese culture—specifically the "24
Solar Terms"—into contemporary poster
design. The research analyzes the cul-
tural connotations of seasonal elements
and develops strategies for their imple-
mentation in graphics, color schemes,
and typography in order to enhance
the artistic value and cultural identity
of modern design objects.

THE RELEVANCE OF THE TOPIC: inthe
context of globalization, there is a
growing need to preserve national iden-
tity. The combination of the ancient wis-
dom of solar cycles with contemporary
visual forms makes it possible not only
to revitalize traditional culture but also
to create emotionally rich design that
meets modern society's demand for
personalized and culturally meaningful
content.
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KOHLIENLIA MPOEKTHOI YACTUHW: 6a3yeTbCs
Ha TPUBUMIPHOMY MiAX04i: NPAMOMY BUKOPUCTaHHI
CUMMBONIKK, abCTpakTHI TpaHchopMmaLii rpadikm
Ta IHTEPaKTMBHOMY CUHTE3i TEKCTY N 306paxeHHs.
OcHoBHa ifest — BinobpaxkeHHs GinocoPCbKOro NPUHLLMMY
«EHOCTI MIOAVHM Ta NPUPOaN» Yepe3 CyyacHy BidyanbHy
MoBy (MiHiManiam, AMHaMiyHa rpadika), Wo nepeTBopoe
nnakar 3 iHPOpPMaLLIMHOrO HOCIA Ha 3aci6 eMOLLINHOT
Ta KynbTYPHOI KOMYHIKaLLl.
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CONCEPT OF THE PROJECT COMPONENT: itisbasedona
three-dimensional approach: direct use of symbolism,
abstract transformation of graphics, and interactive
synthesis of text and image. The core idea is to express
the philosophical principle of the “unity of humans and
nature" through a contemporary visual language (min-
imalism, dynamic graphics), transforming the poster
from an informational medium into a means of emotional
and cultural communication.
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OB'€KTOM OOCTIIAXEHHA: npouec 3acTocyBaHHSA
eNeMeHTIB TPaANLINHOI KYNbTYPW 24 COHAYHUX TEPMIHIB
Y Bi3yasbHin KOMyHiKaLLii.

MPEOMETOM AOOCNIAXEHHA: meTOoaN, dopmun Ta
iHHOBALLIMHI CTpaTeril BUKOPUCTaHHA CUMBOIKMY,
KOMbOPIB Ta TEKCTIB COMNAPHUX LMKNIB Y OU3aNHI
Cy4aCHOro nnakara.

META AOCTIIOXEHHSA: focnianTy MexaHiamu opraHiyHoro
MOEAHaHHA TPAOULLINHNX CE30HHMX EMEMEHTIB i3 Cy4aCH/MK
KOHLLENLAMKW An3anHy A9 CTBOPEHHSA iIHHOBALLIMHNX
Bi3yanbHWUX pilleHb.

XPOHONOIYHI TA TEPUTOPIATIbHI MEXI: Bia
BMUTOKIB CTApPOAAaBHbBOI KY/bTYPU CONAPHUX LMK IB OO
CyYacCHMX NpakTuK ansanHy 2020-x pokis (3okpema,
kenc OnimMniaan-2022).KynbTypHMil NpocTip Kutato sk
nepwopaxepeno Tta rnobanbHU KOHTEKCT CyYacHOT
Bi3yarbHOl KOMYHiKaLLi.

HAYKOBA HOBU3HA: nonsira€ y po3LuMpeHHi TEOpeTUYHOI
6331 BUKOPUCTaHHSA CONAPHNX TEPMIHIB Yy MNakaTHOMY
On3anHi, O6rpyHTYBaHHI MexaHi3aMiB TpaHcPopmaLil
TPaguLLinH1X CUMBONIB Y Cy4acCHi abCTPaKTHI Ta reOMETPUYHI
HOPMM, @ TaKOX Y AOCNILXEHHI IHTEPaKTUBHWX MOXMBOCTEN
(AR/VR) ans TpaHCnALii Ce30HHOI KynbTypMu.

METOOM OOCTIOXXEHHA: TeopeTnyHWi aHani3 nitepatypw,
MWUCTELLTBO3HAaBYMIN Ta CEMIOTUYHWIN aHani3 rpadivHMX
eneMeHTiB, MeTo MOAENOBAHHS (ons
CTBOPEHHS BaCHWX NMPOEKTIB), MOPIBHANbHUIA aHani3
NPaKTUYHMX KENCIB.

BEGINNING=:

THE OBJECT OF THE RESEARCH: the process of apply-
ing elements of the traditional culture of the 24 solar
terms in visual communication.

THE SUBJECT OF THE RESEARCH: methods, forms,
and innovative strategies for using the symbolism,
colors, and texts of solar cycles in contemporary poster
design.

PURPOSE OF THE RESEARCH: to investigate the mecha-
nisms of organically combining traditional seasonal ele-
ments with modern design concepts in order to create
innovative visual solutions.

CHRONOLOGICAL AND TERRITORIAL SCOPE: from the
origins of the ancient culture of solar cycles to con-
temporary design practices of the 2020s (including the
case of the 2022 Olympic Games). The cultural space
of China as the primary source and the global context
of contemporary visual communication.

SCIENTIFIC NOVELTY: the novelty lies in expanding the
theoretical basis for the use of solar terms in poster
design, substantiating the mechanisms for transform-
ing traditional symbols into contemporary abstract and
geometric forms, as well as exploring interactive pos-
sibilities (AR/VR) for transmitting seasonal culture.
RESEARCH METHODS: theoretical analysis of litera-
ture, art-historical and semiotic analysis of graphic
elements, modeling methods (for the creation of orig-
inal projects), and comparative analysis of practical
case studies.

/N

%é‘r

VavsH NOIS3A NOILVOINNWINOD TVNSIA

ve0e

95



XOAOM LOV3ANH BI3YANbHUX KOMYHIKALLI

2024

96

Knioyosi crnosa: BidyasnsHa
KOMYHIKaLLA, AU3aiH KHUM,
HeniHinHe onosigaHHa (nonlin-

ear narrative), HOCBIA Y/TaHHS,

IHTEPaKTVBHICTb, IHHOBALLIT
B IN3aVHI, 381y HeHHA YMTaqa.

Keywords: visual communica-
tion, book design, nonlinear
narrative, reading experience,
interactivity, designinnova-
tion, reader engagement.

€ udHbLll

JocnigxeHHs An3anHy KHUrm
ANS HENiHIMHWMX HAapaTUBHUX iICTOPIN

KepiBHuk: AHHa MakapoBa, kaHOvMaaT
MWUCTELTBO3HABCTBA, CTapLLIMA BUKNadaY

AHOTALLIA: pocnigxeHHs npucBsayYeHe
aHanisy Ta po3po6Li MeToaiB An3anHy
KHW NSt iCTOPIN 3 HEMIHIMHOK CTPYKTYPOIO
OroBifaHHs. Y pob0oTi BUBYAETHCH MEXAHI3M
No€aHaHHS HEeNiHIMHOT Noriku (CTPUBKK Y
yaci, pparMeHTapHICTb, NapanesnbHi NiHii)
3 MaTepianbHO GOPMOI KHUMW. Pe3ynsTaTit
MOKa3ytoTb, LLO BAANUIA HEMIHIMHWN OAn3aiH
3HaYHO NoKpalLlye YMTaLbKMI OOCBIA,
POBNAYN KHUTY YHIKarbHUM 0B6'€KTOM
B3aeMofii.

AKTYATTbHICTb TEMW: TpaaunuinHnm
NiHIMHWA OAM3anH KHWUF NOCTYMNOBO
BTpayae 30aTHICTb 3a40BOMbHATH
NOTPEBM CyHaCHOro UnTada, KM 3BMK 0
(dparMeHTapHOCTi Ta 6araTonoTOKOBOCTI
iHPopMaLLiT B LIMdpoBY enoxy. HeobxiaHiCTb
BMpOBadXeHHSA HEeNIHIMHWUX MeToAiB
3yMOB/E€Ha PO3BUTKOM HOBUX Mefia,
[e unTay nparHe 4o aKTMBHOI yyacTi Ta
FMMBOKOrO 3aHYPEHHS B CIOXET.

YE QIANQI

The Study of Book Design
for Non-Linear Narrative Stories

Supervisor: Snns Makarova, Phdin
ArtStudies (Design), Senior Lecturer

ABSTRACT: the study is devoted to
the analysis and development of book
design methods for stories with a non-
linear narrative structure. The research
examines the mechanisms of combin-
ing nonlinear logic (time shifts, frag-
mentation, parallel storylines) with the
material form of the book. The results
demonstrate that well-conceived non-
linear design significantly enhances
the reading experience, transform-
ing the book into a unique object of
interaction.

THE RELEVANCE OF THE TOPIC: tradi-
tional linear book design is gradually los-
ing its ability to meet the needs of con-
temporary readers, who are accustomed
to the fragmentation and multitasking of
information in the digital age. The need to
introduce nonlinear methods is driven by
the development of new media, in which
readers seek active participation and
deeperimmersionin the narrative.
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KOHLLEMLUA MPOEKTHOI YACTUHM: CTBOPEHHS KHUMM, ie
CTOPIHKM NepecTatoTb 6y TN CTAaTUUHUMKU HOCIAMU TEKCTY.
BrkopucToBYETbCS «BidyanisaLlify CIOXETHUX MiHilt Yepes
KonipHi koau (Hanpwknag, pisHi KONbOpK AN MUHYIOMO
Ta TenepilHbOro), HeTpaauLHy BEPCTKY, LLO pO3puBaE
NiHiIRHY NOCNIAOBHICTb, Ta Gi3nyHi enemMeHTH (cknadaHi
CTOPIHKM, BKNaAeHHs), SKi CMOHYKaKTb YnTavua CaMoCTINHO
36upaTtu nasnicTopii. An3anH 6asyeTbCa  Ha NPUHLMNI
«4UTay AK JOCHIOHNK.

CONCEPT OF THE PROJECT COMPONENT: the creation of
abook in which pages cease to be static carriers of text.
The project employs the "visualization” of narrative lines
through color codes (for example, different colors for past
and present), unconventional layouts that disrupt linear
sequence, and physical elements (fold-out pages, inserts)
that encourage readers to assemble the story as a puz-
zle. The design is based on the principle of the “reader as
researcher.”

1page

bpages

OB’€KTOM AOOCIAXEHHA: npouec An3anHy KHUrm
B KOHTEKCTi HEeNiHIMHOro onoBigaHHSA.

MPEOAMETOM OOCIOXEHHA: MeToaM Ta NpUHLMNK
Bi3yaribHOi OpraHi3aLLii HeMiHINHWX ICTOPIN Y KHUXKOBOMY
dopmari.

META JOCNIOXEHHSA: rnnboke BUBYEHHA MEXaHI3MiB
iHTerpadii HeniHinHoOro HapaTuBy B AMU3aNH KHUMU
ON9 CTBOPEHHSA iIHHOBALLIMHWX Bi3yanbHUX pilleHb, Lo
NiABWLLYIOTb 3a/ly4eHICTb YMTava.

XPOHOJOIYHI TA TEPUTOPIANBHI MEXI: focniaxeHHs
OXOMNIIOE NepioA Bif KNaCUYHUX NPUKIaAiB HEMiHIMHOI
niTepatypu (Hanpvknag, M. Kynaepa, X.
. Bopxec) Ao cyyacHWX NpakTUK rpadiuHoro An3anHy
2024 poky . [MobanbHWM KOHTEKCT KHUXKOBOIO AN3anHy
3 aKUEHTOM Ha BITUM3HAHUI Ta 3apy6iXkH1n 4OCBig
NPOEKTYBaHHS Bi3yanbHNX KOMYHIKaLLIN .

HAYKOBA HOBWM3HA: nonsirae y cuctemaTtusaLii MeTosis
BidyarizaLlii HeniHiNHKX 38'93KiB Yepe3 TUnorpadiky, konipHe
KOLlyBaHHA Ta KOHCTPYKTUBHI €N1EMEHTU KHUIW, 8 TaKoX
Y BU3HaYeHHi CTpaTeriv B3aeMOii TEKCTY, 306paxeHHs
Ta IHTePaKTUBHNX BCTABOK .

METOOW OOCNIOXEHHA: kabiHeTHe focniaXeHHS
niTepaTypw, aHania keicis (case study) yCritHMX HENiHiMHUX
BMOaHb, ONMUTYBaHHA YNTaYIB Ta eKCrepuMeHTansHe
MPOEKTYBaHHS .

THE OBJECT OF THE RESEARCH: the process of book
design in the context of nonlinear storytelling.

THE SUBJECT OF THE RESEARCH: methods and
principles of visual organization of nonlinear narratives
in book format.

THE AIM OF THE RESEARCH: an in-depth examination
of the mechanisms for integrating nonlinear narrative
into book design in order to create innovative visual
solutions that enhance reader engagement.
CHRONOLOGICAL AND TERRITORIAL SCOPE: The
research covers the period from classical exam-
ples of nonlinear literature (for instance, M. Kundera
and J. L. Borges) to contemporary graphic design prac-
tices as of 2024. The global context of book design, with
an emphasis on both domestic and international expe-
rience in visual communication design.

SCIENTIFIC NOVELTY: the novelty lies in the systemati-
zation of methods for visualizing nonlinear connections
through typography, color coding, and the structural
elements of the book, as well as in identifying strate-
gies for the interaction of text, image, and interactive
inserts.

RESEARCH METHODS: desk research of literature, case
study analysis of successful nonlinear publications, reader
surveys, and experimental design practice.
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Knioyosi cnosa: BidyasbHi
KOMYHiKaLLi, rpadiuHniA An3anH,
KYNbTYPHa IOEHTUYHICTb,
TPaOAWLIAHWA KUTaNCbKIIA
XMBOMUC, CUMBOSI3M, LMDPOBI
TEXHONOri, BPEeHANH.

Keywords: visual communica-
tions, graphic design, cultural
identity, traditional Chinese
painting, symbolism, digital
technologies, branding.

Nl WYiH

Bnnuve TpaauLLIMHOro KUTancbKoro
XMBOMWCY Ha Cy4acHWI An3anH
Bi3yasibHMX KOMYHiKaLLi

KepiBHuk: JTioamuna JIMTBUHIOK,
KaHaMAaT MUCTEeLTBO3HABCTBA, AOLLEHT

AHOTALIfA: npoeKT NpucBAYeHUn aHanisy
B3aEMO/iT TPaaMLLIMHOrO KNTanCbKoro
MUCTEUTBa 3 Cy4yaCHUMN MeToaamMu
Bi3yaribHOro An3anHy. JocnioxyeTbeca
TpaHChOpPMaLLIA KNaCUUYHNX XYOOXKHIX
NPUHLUMMIB, TEXHIK Ta CUMBONIB y
KOHTEKCTI CyYaCHUX NPaKTUK: BPEHANHTY,
peKnamm Ta LnppoBOro Av3anHy.

AKTYAJbHICTb TEMWN: obymoBneHa
NnoTpebolo 36epexeHHs HaLLioHanbHOI
i0eHTUYHOCTI B yMOBaXx rnobanisad,i.
IHTerpaLia aBTEHTUUYHNX KNTaNCbKMX
obpasiB y cyyacHu an3arnH 0O3BOMSE
CTBOPIOBaATU YHiKanbHi KOMYHIKaLLT,
LLO BiAMOBIAAOTb 3anMTaM Ha FMNBUHHI
Ta 3MICTOBHI BidyarbHi pilleHHs.

LI SHUYIN

The Influence of Traditional Chinese
Painting on Contemporary Visual
Communication Design

Supervisor: Liudmyla Lytvyniuk, Phdin Art
Studies (Design), Associate Professor

ABSTRACT: the projectis devoted to the
analysis of the interaction between tra-
ditional Chinese art and contemporary
methods of visual design. It explores the
transformation of classical artistic prin-
ciples, techniques, and symbols within
the context of modern practices such
as branding, advertising, and digital
design.

THE RELEVANCE OF THE TOPIC: the rel-
evance of the study is obycnosneHa the
need to preserve national identity in the
context of globalization. The integration
of authentic Chinese imagery into con-
temporary design makes it possible to
create unique visual communications
that respond to the demand for deep and
meaningful visual solutions.
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KOHLIEMLIA MPOEKTHOI YACTUHW: pospobka cepii

nnaKaTiB Ha NepeTHHI KNaCUYHOr O XM1BOMUCY Ta CyYaCHWX
An3aHepCbknx pilleHb. KoHuenuig 6a3yeTbcs Ha
BMKOPVCTaHHI TPAAMLINHMX Ma3KiB NeH3NA Ta CYMBONIYHOMO
MPOCTOPY, IHTEPNPETOBaHMX Yepe3 LIMPPOBI IHCTPYMEHTH
L1591 CTBOPEHHS IHHOBALINHMX Bi3yasnbHMX GOpM.

CONCEPT OF THE PROJECT COMPONENT: the develop-
ment of a series of posters at the intersection of clas-
sical painting and contemporary design solutions. The
conceptis based on the use of traditional brushstrokes
and symbolic space, interpreted through digital tools to
create innovative visual forms.

OB'€KTOM AOOCIAXEHHSA: TpaauLinHi KWTanCbKi
dopmMn Ta obpa3sn Ta iX BilOOPaXeHHSA B Cy4YaCHOMY
ON3anHi.

NPEAMETOM OOCHIOXEHHA: cyyacHi opmu An3anHy
Bi3yalbHMX KOMYHiKaLLil.

META JOCTIOXEHHSA: aHani3 B3aemofii Mix enemeHTamu
TPaAMLIMHOIrO KNTaCbKOro XUBOMUCY Ta Cy4acHUMMU
METOAaMM Bi3yanbHOro AW3anHy 415 BUSBNEHHS LUNSXIB
X aganTauii.

XPOHOMNOIIYHI TA TEPUTOPIANBHI MEXI: gocnimxeHHs
OXOI/MOE NepioA Bif BUTOKIB TPaaULLIMHOIO XWBOMUCY
(noHan 1000 pokiB icTOpIT) A0 CyYaCHWX AM3aNHEPCHKMX
npakTuk 2024 poky. TepuTopianbHO poboTa QOKYCYETLCH
Ha KUTanCbKOMY KyNbTYPHOMY NPOCTOPI Ta MOro BrNmBI
Ha rnobanbHi An3anHepCbki CTaHaapTwW.

HAYKOBA HOBW3HA: BriepLLe NpoBeAeHO KOMMNEKCHUN
aHani3 KUTancbKoro An3anHy BidyanbHUX KOMYHIKaLLR,
e TpaavLuiHi eneMeHTU MUCTELTBa PO3ISHYTI AK
($HOPMOTBOPYAE OAMHMLLA CYHaCHOro An3amiHy.

METOAW OOCTIOXEHHSA: KoHTeHT-aHani3 Bi3yanbHUX
MaTepianis, ICTOPUKO-KYNBTYPHWI aHanI3 KOHTEKCTIB, Kelc-
CTafi KOHKPETHMX NPOEKTIB, IHTEPB'IO 3 eKcrepTaMm Ta
eKCcrepuMeHTanbHe CTBOPEHHS BIIACHWX AW3alHIB.

THE OBJECT OF THE RESEARCH: traditional Chinese
forms and imagery and their representation in contem-
porary design.

THE SUBJECT OF THE RESEARCH: contemporary forms
of visual communication design.

PURPOSE OF THE RESEARCH: to analyze the interaction
between elements of traditional Chinese painting and
modern methods of visual design in order to identify
ways of their adaptation.

CHRONOLOGICAL AND TERRITORIAL SCOPE: the
study covers the period from the origins of traditional
painting (over 1,000 years of history) to contemporary
design practices of 2024. Geographically, the research
focuses on the Chinese cultural space and its influence
on global design standards.

SCIENTIFIC NOVELTY: for the first time, a comprehen-
sive analysis of Chinese visual communication designis
conducted, in which traditional artistic elements are con-
sidered as formative units of contemporary design.
RESEARCH METHODS: content analysis of visual materials,
historical and cultural analysis of contexts, case studies of
specific projects, expert interviews, and the experimental
creation of original design works.
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cini

Ponb kuTancbkmx Midis i nereH

y AV3anHi BisyanbHUX KOMYHiKaLLin:
Bi TPaAULLIMHMX MOTMBIB A0 CyYaCHMUX
inlocTpadin

KepiBHuk: JTioamuna JIMTBUHIOK,
KaHaMAaT MUCTEeLTBO3HABCTBA, AOLLEHT

Knio4osi crnosa: an3aviH
Bi3yarbHWX KOMYHIKaLLl,
KNTaMChKI Midy Ta nereqan,
KYNbTYPHa IOEHTUYHICTb,
TpaauLIH MOTVIBY, CydacHa
inocTpaLia, GpeHavHT, LMGposi
Mefia, KynsTypHa cnaalmnHa.

Keywords: visual communica-
tion design, Chinese myths
and legends, cultural identity,
traditional motifs, contem-
porary illustration, branding,
digital media, cultural heritage.

AHOTALIIA: MaricTepcbka poboTa Jocnioxye
POrb i BNMMB MiGONOriyHMX 06pa3iB AaBHHOrO
KuTtato Ha cydacHy cdepy rpadivyHoro
[AN3alHy Ta BidyanbHWUX KOMYyHiKaLLin. ABTOp

aHanisye Wnsxu TpaHcGopmaLLi TpaauLLnHNX

CUMBONIB, TakMX K APaKoH, PeHIKC Ta
B60XecTBa, Y CyyacHi BidyanbHi opmu
(noroTunu, peknamy, irpu), Lo A03BONSIE
NOEOHYBATU KYNTYPHY aBTEHTUYHICTb 3
iHHOBALLIHVMUW TEXHOMOTIAMM.

AKTYATIbHICTb TEMWU: o6ymoBneHa

3pOCTaloUMM IHTEPECOM A0 KYNETYPHOI

cnaglWuHn B yMOBax rnobanisauii

Ta noTpebolo CTBOPEHHS YHIKanbHNX
6peHaoBuX piweHb. IHTerpaLlisa Midis

Yy AN3alMH € iIHCTPYMEHTOM KYIbTYPHOI

OMnnomaTil, Lo NifgKpecntoe HaLioHansHy
i0EHTUYHICTb KMTalo Ha CBITOBIM apeHi
Ta 3a[10BOJIbHAE 3aMnUT CyCnNiNbCTBa
Ha 36epexeHHsA TpPaauLLn y CydacHOMY
LuMppoBoMy popmaTi.

XI LI

The Role of Chinese Myths and
Legends in Visual Communication
Design: From Traditional Motifs
to Contemporary lllustrations

Supervisor: Liudmyla Lytvyniuk, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: the master's thesis explores
the role and influence of mythological
imagery from ancient China on the con-
temporary field of graphic design and
visual communications. The author
analyzes the ways in which traditional
symbols—such as the dragon, phoe-
nix, and deities—are transformed into
modern visual forms (logos, advertis-
ing, games), enabling the integration
of cultural authenticity with innovative
technologies.

THE RELEVANCE OF THE TOPIC: the
relevance of the study is driven by the
growing interest in cultural heritage in
the context of globalization and the need
to create distinctive brand solutions.
The integration of myths into design
functions as a tool of cultural diplomacy,
highlighting China’s national identity on
the global stage and responding to soci-
ety’'s demand for preserving traditions in
a contemporary digital format.
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KOHLEMUIA MPOEKTHOI YACTUHMW: pospobka
cepil nnakaTiB Ha coLLianbHy TEMaTUKY, e KUTancbka
MipONOris BUKOPUCTOBYETbCH K TBOPYa OCHOBA.
MpoeKT 6a3yeTbCA Ha CUHTE3i TPaAMLLIMHOT CUMBONIKM

Ta CyyacCHWX CTUNICTUYHUX PilleHb ANA Nonynapu3aLl

KYNBTYPHUX LLIHHOCTEN Yepe3 eMOLLINHO PE30HYIoYi
Bi3yanbHi obpasu.

CONCEPT OF THE PROJECT COMPONENT: the develop-
ment of a series of socially oriented posters in which
Chinese mythology serves as the creative foundation.
The project is based on a synthesis of traditional sym-
bolism and contemporary stylistic solutions aimed
at promoting cultural values through emotionally res-
onant visual imagery.

THE FOUNDATION
OF HARMONY IS

EQUALITY

OB'€KTOM AOCNIAXEHHSA: 3ac0bu XyA0XHbOI BUPa3HOCTI,
LLIO BUKOPUCTOBYIOTHCS B CYHaCHOMY AM3artHi.
MPEOMETOM OOCIAXEHHSA: BidyanbHUM An3anH y
KOHTEKCTi BUKOPUCTaHHA KUTANCbKNX MiIPONOTivHNX
MOTUBIB.

META AOCNIOXEHHSA: pocnigkeHHA cnocobis iHTerpaLii
MiONOriYHUX ENEMEHTIB Y CyYaCHWN AN3anH A1 BUSBIIEHHS
MeTofiB adanTauii TpaauLIMHUX MOTUBIB O CYYaCHMX
Bi3yalbHNX KOMYHiKaLLi Ta pO3pO6KN MPaKTUYHNX
pekoMeHaaLlLin.

XPOHOMNON4YHI TA TEPUTOPIATBHI MEXI: oxonntotoTb
nepiof Bif BUHMKHEHHS AaBHBOKUTANCLKUX MidiB (Hanpykiag,
TekcTu «LaHb Xai Li3iH») [0 aKTyanbHUX NpakTuK
Y On3anHi cTaHoM Ha 2024 pik.JocniaxeHHA 3ocepenxeHo
Ha KynsTypHOMY NpoCTopi K1Tatko Ta noro BinobpaxeHHi
B rnobanbHUX An3anHepCbknx TpeHaax.

HAYKOBA HOBM3HA: nonsrae y cucteMatuaaLlii TpaauLinHmnx
MiONOTiUYHMX MOTMBIB K Bi3yaribH1X KOLIB, aHani3i eBontoLji
X TpaHCHOpPMaLLT B CyHaCHWX KOMYHIKaLLiSX Ta BU3HAYEHHI
IHHOBALLIMHMX NiAXOMiB A0 NOEAHAHHSA KNMaCUUHUX TEXHIK i3
3D-rpadikoto Ta AR/VR TexHonorisamm

METOOWM OOCNIAXEHHA: anani3 nitepatypwu,
iIKOHOrpadiuHMM Ta KYNLTYPHO-ICTOPUYHUIA aHani3n,
NOPIBHAMNbHUMN MeTo4, eTHOorpadiyHi iHTeps'to,
Bi3yarbHWWM aHani3 Cy4aCHWX MPOEKTIB, KOHTEHT-aHani3
Ta ekcrnepuMeHTanbHe NPOEKTYBaHHS.

THE OBJECT OF THE RESEARCH: means of artistic
expression used in contemporary design.

THE SUBJECT OF THE RESEARCH: visual designin the
context of the use of Chinese mythological motifs.
PURPOSE OF THE RESEARCH: to investigate methods of
integrating mythological elements into contemporary
design in order to identify ways of adapting traditional
motifs to modern visual communications andto
develop practical recommendations.
CHRONOLOGICAL AND TERRITORIAL SCOPE: the study
covers the period from the emergence of
ancient Chinese myths (for example, texts such as
Shan Hai Jing) to current design practices as of 2024.
The research focuses on the cultural space of China
and its reflection in global design trends.

SCIENTIFIC NOVELTY: the novelty lies in the systemati-
zation of traditional mythological motifs as visual codes,
the analysis of the evolution of their transformation in
contemporary communications, and the identification of
innovative approaches to combining classical techniques
with 3D graphics and AR/VR technologies.

RESEARCH METHODS: literature review, iconographic
and cultural-historical analysis, comparative method,
ethnographic interviews, visual analysis of contempo-
rary projects, content analysis, and experimental design
practice.
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Knio4osi cnosa: BidyarnbHi
KOMYHIKaLLIT, aHIMaLLIMHI
TEXHONMOTTI, KUTaMChKI KyNbTYPHI
PEeNiKBIi, KyNsTYPHa IDEHTUYHICTb.

Keywords: visual commu-

nications, animation tech-
nologies, Chinese cultural
relics, culturalidentity.

YXOY
HAHbHAHDb

AKTMBaLLiS KUTANCbKMX KYNbTYPHUX
penikBin B aHiMaLLIMHNX dinlbMax

KepiBHuk: Muxainno Onanes, kaHOoMaat
MUCTELITBO3HABCTBA, AOLEHT

AHOTALIIA: npoeKT AoCNimXYe «aKTUBALLIO»
KMTaMCbKUX KYNbTYPHUX PErikBil B
aHiMaLiMHOMY KiHO — MpoLLeC NoeaHaHHA
TPaauLLIMHOI CNaALMHY 3 CyYacHUMU
LMPPOBUMM METOAAMU AN OXOMNEHHS
rnobanbHOT ayamTopii. Po6oTa aHanisye
METOAM iHTerpaLLl BidyanbHUX eNleMeHTIB,
CIOXKETHUX TEXHIK Ta TEMaTUYHUX MOTVBIB
iCTOPUYHOIrO HapaTUBY B aHiMalLLito.
HocnigxeHHs OKYCYETLCS Ha TOMY, 5K
aHiMalLLif CTae IHCTPYMEHTOM 36epekeHHs
KYynNbTypu, 0o4HOYaCHO po3rnaaaoum
BMKMKW KOMepLLiani3aLii Ta NOTeHLLHOI
[AMCMO3NLLT 3MICTY.

AKTYANbHICTb TEMWU: 3ymoBneHa
NMPUCKOPEHHAM rrnobanisaLii Ta notpeboto
y 36epexeHHi HaLioHanbHO ifeHTUYHOCTI
uepes CyyacHi BidyanbHi MUCTELTBa.
AHIMaLINHI GiNbMY MaloTb NOTYXHY
KOMYHIKaLiNHy Cuny, Wo AO3BONSE
e(eKTVBHO TPaHCNIoBAaTU KYNBTYPHI KOaU Ta
CNPYATM PO3BUTKY NTOKaNbHOI iHAYCTPIl. KpiM
TOro, PUHOK aHiMaLLii Kutato AeMOoHCTpye
CTpiMKe 3pocTaHHA (~15% WopiyHO),
O pOBUTbL BUKOPUCTaHHA PENiKBin
cTpaTeriyHo BaxIMBMM ANs NiABULLEHHS
KOHKYPEHTOCMPOMOXHOCTI.

ZHOU
NANNAN

Activation of Chinese Cultural Relics
in Animated Films

Supervisor: Mykhailo Opaliev, Phd in Art
Studies (Design), Associate Professor

ABSTRACT: the project explores the
"activation” of Chinese cultural relics in
animated cinema—the process of com-
bining traditional heritage with contem-
porary digital methods to reach a global
audience. The study analyzes methods
of integrating visual elements, narrative
techniques, and thematic motifs of histor-
ical storytelling into animation. It focuses
on how animation becomes a tool for cul-
tural preservation while also addressing
the challenges of commercialization and
potential content displacement.

THE RELEVANCE OF THE TOPIC: the rele-
vance of the study is driven by the accel-
eration of globalization and the need to
preserve national identity through con-
temporary visual arts. Animated films
possess strong communicative power,
enabling the effective transmission of
cultural codes and contributing to the
development of the local creative indus-
try. Moreover, China's animation market
demonstrates rapid growth (approxi-
mately 15% annually), making the use of
cultural relics strategically important for
enhancing competitiveness.

KIBES PR

CFRILILE) PR 7 m 2z —
RREHTEEE, TR, FRHFL,

PELET E ERAWHA—RKERLETFHER

VavsH NOIS3A NOILYOINNININOD TYNSIA

ve0e

109



XOAOM [NV3AVH BI3YANBHX KOMYHIKALLI

2024

110

KOHLLEMLIA MPOEKTHOI YACTUHW: MpOroHye CTBOPEHHS!
aHIMaLLIMHOTO KOHTEHTY, LLO 6a3yETbCA Ha CUHTES BidyarnbHOI
TOYHOCTI (BIITBOPEHHS KOCTIOMIB, apxiTekTypu yepes CGl) Ta
HapaTuBHOI afanTauii (peiHTepnpeTaLis Midis Ana cyyacHor
ayamTopii). KoHLEeNLLs HaLlineHa Ha NifBULLEeHHS KyNsTYpHOT
BrMi3HABaAHOCTI Yepe3 iIHTEPaKTUBHICTb Ta LMPPOBI iHHOBALLT,
Taki K BipTyalibHa peanbHicTb.

Contents

CONCEPT OF THE PROJECT COMPONENT: the project pro-
poses the creation of animated content based on a syn-
thesis of visual accuracy (the reproduction of costumes
and architecture through CGI) and narrative adaptation
(the reinterpretation of myths for contemporary audi-
ences). The concept aims to enhance cultural recogniz-
ability through interactivity and digital innovations such
as virtual reality.

OB'€KTOM AOCIAXEHHA: npouec akTuBaLii Ta
Bi3yarnbHOI penpe3eHTaLLii KNTanCbKol KyNnbTypHOT
CnagLnHu.

MPEOMETOM OOCNIOXEHHA: meToan, TexHonorii
Ta BMNMB IHTErpaLLii KynsTYPHUX PENIKBIN Y CTPYKTYPY
CyYacCHUX aHIMaLLIMHMX QibMiB.

META OOC/IOXKEHHA: B1u3HaunT Ta KnacuoikysaTu
crnocobu, 3a JONOMOro AKUX KiHeMaTorpadictu
BMPOBaOXYIOTb apTedakTv B aHiMaLLiiHe BUPOBHULITBO,
Ta OLLIHUTU iXHi1 BHECOK Y 36EpeXeHHS 1 NOLMPEHHSA
CrafwuHn.

XPOHOMNON4YHI TA TEPUTOPIABHI MEXI: oxonntotoTb
nepiof Bif AaBHbOKMTANCHKMX ICTOPUYHIX €MoX (BUTOKM
penikgi) 40 CydacHUX NPaKTVK aHiMaLinHo! iHaycTpii
2024 poky. JocnipxeHHs 30CepeXeHo Ha KynsTYPHOMY
npocTopi Kutato 3 BUXOAOM Ha rnobarnbHU pUHOK Ta
MiXXHaPOAHI KOHTEKCTU KOMYHIKaLLT.

HAYKOBA HOBU3HA: nongrae y CMCTEMHOMY aHanisi
METOAIB «aKTu1BALLi» PENiKBil HE MPOCTO AK AeKOopaLLi, a ik
CMWCNOTBOPUMX EMEMEHTIB CIOXETY, 8 TAKOX Y BUSIBEHHI
KopenaLi MixX KinbKiCTO KYNbTYPHMX E[IEMEHTIB Ta PUHKOBVM
YCriXOM CTPIYKN Ha OCHOBI CTATUCTUYHOMO aHari3y.

METOAW OOCHIAXEHHA: ornsaa nitepatypw, Kenc-ctagi
(Ha npuknagi <Heaxa, «MoaopoX Ha 3axia»), aHKETYBaHHS,
FMWBWHHI IHTEPB'IO Ta CTaTUCTUYHMIN aHasi3 AaHWX (SPSS)
LNS OLLIHKWN CMIPUAHATTSA ayauTOpIEO.

THE OBJECT OF THE RESEARCH: the process of acti-
vation and visual representation of Chinese cultural
heritage.

THE SUBJECT OF THE RESEARCH: methods,
technologies, and the impact of integrating
cultural relics into the structure of contemporary
animated films.

THE AIM OF THE RESEARCH: to identify and classify
the ways in which filmmakers incorporate artifacts
into animation production and to assess their contri-
bution to the preservation and dissemination of cul-
tural heritage.

CHRONOLOGICAL AND TERRITORIAL SCOPE: The study
covers the period from ancient Chinese historical eras
(the origins of cultural relics) to contemporary prac-
tices in the animation industry as of 2024. The research
focuses on the cultural space of China with an exten-
sion to the global market and international communi-
cation contexts.

SCIENTIFIC NOVELTY: the novelty lies in the systematic
analysis of methods for “activating” cultural relics not
merely as decorative elements but as meaning-gener-
ating components of the narrative, as well as in iden-
tifying correlations between the quantity of cultural
elements and a film’'s market success based on statis-
tical analysis.

RESEARCH METHODS: literature review, case studies
(including Ne Zha and Journey to the West), question-
naires, in-depth interviews, and statistical data analysis
(SPSS) to evaluate audience perception.
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XOAOM 2024
MATICTPU

OU3AUH BIBYAITbHUX
KOMYHIKALIA

OcBiTHbO-NpodeciHa Nporpama «unsanH BidyansHUX
KOMYHiKaLin» cnpsgMoBaHa Ha Mnouwyk, aHani3 ta
3aCTOCYBaHHS LLMPOKOMO CreKTPY iHHOBALLIV Ta KpeaTUBHMX
inen ans pilleHHs BUKMKIB Cy4acHOCTi3acobamm OnM3anHy
Bi3yanbHUX KOMYHIKaLLK, Npy NOEAHaHHI rpadiuHOro
Ta MynbTUMeAiIMHOrO AN3anHy 3 MeTOIO NiArOTOBKM
BMCOKOKBanipikoBaHOro crnewuianicrta,sgaTtHoro
BNopaTuCs 3i CTpaTeridyHuMm NnpobremMamm KOMyHikaLli,
NPOMOHYHOUM IHHOBALLIMHI PILLEHHS Ta KOOPAWUHYKOYN BCI
poni Ta KOMNEeTEHLLT, TOB'A3aHi 3i CKNagHWM BidyarbHO-
KOMYHIKALLIMHUM MPOEKTOM.

KSADA 2024
MASTER'S DEGREE STUDENTS

VISUAL COMMUNICATION
DESIGN

The study programme 'Visual Communication Design'is
aimed at finding, analysing andapplying a wide range of
innovations and creative ideas to solve the challenges of
our time through visual communication design, combin-
ing graphic and multimedia design to prepare a highly
qualified specialist who is able to cope with strategic

communication problems, offering innovative solutions
and coordinating all the roles and competencies asso-
ciated with a complex visual communication project.
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