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BILIUB MIKPOAHIMAIIIL HA CIIPUHHATTSA BATH BIPTYAJILHUX OF’EKTIB YV
BIZAEOII'PAX

V cTaTTi po3IITHYTO IIP06JIeMy TEOPETUYHOT0 OCMHUC/IEHHS MiKpoaHiMaltil 1K iHcTpyMeHTy $opMyBa-
HH 1110311 Baru BipTyaJbHUX 006’€KTIB ¥ Biffeoirpax. B KOHTeKCTi Biffeoirop MikpoaHiMariis pos3IiIsiiaeThbCs IK
I[eHTpaJbHUH ejleMeHT 6iIbIIl IITUPOKOI0 KoJjIa IIPUMOMIB Ta 3ac06iB (TpeMTiHHA KaMepH, YaCTUHKH, 3BYKO-
Bi aKIIeHTH TOI[0), IKi BUCTYIIal0Th B SIKOCTi CYIIPOBiAHOI0 MyJIbTUMOZAILHOIO Qifi6eKy, 110 IIiICHUIII0E it0
MiKpoaHiMaliii, aje He TOTOKHI M. AKTyaJbHICTh aHaJli3y 3yMOBJIEHA TUM, 1[0 Cy4YaCHUH iTpOBUMN AH3aliH
Iellasli yacTillle CIIMpaeThCA Ha Api6oHi, MalKe HEIIOMITHI aHIMaITifiHi Ta iHII JOIIOMI>KHI fieTaJli, ToAl K CU-
CTEMHOTI0 3B’43Ky MK [TUMHU IIpUHoMaMU U IICUX0$iSUYHUMHY MeXaHisMaMU CIIPUAHATTA Bard B HayKOBil
JiTeparypi 6paKye.

Memoto cTaTTi € po3po6JIeHHI aBTOPChKO1 KOHITENTya/IbHOI Mofesti ¥ Kiaacuikallii TUIiB MiKpoaHi-
Martii, 10 BIJIMBAIOTh Ha CIIPUUHSTTS Bard BipTyaJbHHUX 00’€KTiB, Ta QOPMYTIOBAHHS TillOTe3 /151 IOAAIh-
1101 eMIIiPHUYHOI IIepeBipKH.

Memodu. [IpoaHaTi30BaHO TPHU TPYIIH HKepesl — KJIaCUUYHY Teopiro aHiMalfii, ToCTipKeHHS irpoBOTo
BimuyTTs (game feel) i «cokoBHUTOCTI» (juiciness), a TaK0K IICUX0Qi3UKy COPUUHSITTS Bary, 30KpeMa LIr03i0
«po3Mip-Bara» i IICeBAOTAIITUYHI JOCIPKeHHS Y BipTyaJbHIiN pealbHOCTI; Ha OCHOBI iX 3icTaBiieHHs 1100Y-
IJ0BaHO YOTHUpPHUPiBHEBY KiacH$iKallito CUTHaJIB Baru — Bif| BjlacHe KiHeMaTU4YHOI MiKpoaHiMariii 10 KOH-
TeKCTHOI'0 MyJIbTUMOZAIBHOr0 ¢ifoeKy. 3alpoIIOHOBAHO TaK0XK KOHIIEIITYaJIbHY MO/eJIb IIepIielITUBHOI iH-
Terparii IfUxX CUrHaJIiB I'paBIlieM i YOTHPHU TilloTe3U 100 CIIiBBITHOIIIEHHS TPUBAJIOCTI CYIIpoBigHOI pasu
PYXY, KOHIPYEHTHOCTI MYJIbTUMO/Ia/IbHUX CUTHAJIIB 1 CIIPUWHATO] Baru 06’eKTa.

Haykoea Hoeu3Ha poOOTH I10JIATaE B CUHTES] PO3pisHEHUX TEOPETUYHUX HAIIPIMIB Y €IUHY IIPUKJIA-
IHY MOJleJIb, IPUJATHY JJ/I1 BUKOPUCTAaHHS B IIPAKTULI] irpoBOTo AM3aliHy Ta II0AAJIBIINX eMITIpUYHUX T0CJIi-
IDKeHb.

Pe3zyabmamu. AHaJjli3 BUOKPEMJIIOE€ YOTHUPHU PiBHI CUTHAJIIB, IKi QOPMYIOTEH CIIPUHHATTS Bary BipTy-
aJIbHUX 00’€KTiB: KIHEMAaTHUYHI CUTHA/IU (CTUCKaHHSA 1 PO3TATyBaHHS, TaliMiHI, TpaeKTOpii pyXy), BTOPHHHI /
iHepIIitiHi curHaIM (IiC/AAgid PyXy, IepeKpUBaHHA [ii), SBOPOTHUH 3B’A30K IIif Yac yaapy (TpeMTiHHA KaMe-
PH, YaCTUHKH, 3yIIMHKA KaJIpy, 3BYK) Ta KOHTEKCTyaJIbHi C/Iii B3aEMOJII 3 JOBKLLIAM (FedopMaliis II0BepXHi,
v, TiHb). KoHIeNTyasibHa MOJieJIb OIIUCYE, SIK IpaBellb iHTerpye Iii CUTHAIH B €AWHE Cy/pKeHHS IIp0 Bary,
3aJIeKHe Bif| iXHBOI y3ro/ykeHoCTi. CGOpMyIb0BAHO YOTHUPHU TIlIOTE3H, 1[0 CTOCYIOTHCSI TPHUBAJIOCTI ITiCIsAmil
PYXY, KPUBOJIIHIMHOIO 3B’I3KY MK IHTEHCUBHICTIO 3BOPOTHOTIO 3B’SI3Ky Ta CIIPUMMaHOI0 Barolw, BiTHOCHOI
IIPOTHOCTUYHOI CUJIM TalMIHTY IIOPIBHAHO 3 aMILIITYyA0K0 AedopMallii Ta BaXKJIMBOCTI y3ro/[>KeHOCTi CUTHa-
JIiB IOPIiBHSHO 3 IXHBO0 KIJIBKICTIO.

BucHoeku. 3aIIpoIIoHOBaHI Kilacudikailisg Ta MoJiesIb II0€JHYI0Th paHillle He II0B’sI3aHi Mi>K 06010 J[0-
CIHULIBKI HAalIPsAMU B €JUHY Opi€HTOBAHY Ha [U3alH KOHIIEINITYaJlIbHY OCHOBY, IIPUAATHY JJII IIPaKTUKHU
irpoBoi aHiMaIiii Ta AU3aH-0CBITH, BOJIHOYAC TOTPeOYIOUHN II0aIbIII0] EMITIPUYHO]I IIEPEBIPKHU 3a JOIIOMO-
T'0X0 KOHTPOJIbOBaHUX IOCIiyKeHb KOPUCTYBayiB.

Karouoei caoea: MikpoaHiMaliis; irpoBUI [TU3aliH; CIIPUNUHATTS Bary; irpoBe BimuyTTd (game feel);
BipTyaJyibHI 00’€KTH; MyJIbTUMOAAIBLHUU QifbeK; COKOBUTICTE (juiciness).
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The article examines the problem of the theoretical understanding of micro-animation as a tool for cre-
ating the illusion of weight in virtual objects in video games. In the context of video games, micro-animation is
considered a central element within a broader range of techniques and devices (camera shake, particles, audio
cues, etc.) that function as supplementary multimodal feedback, enhancing the effect of micro-animation but
not being identical to it. The relevance of the analysis stems from the fact that contemporary game design
increasingly relies on small, almost imperceptible animation and other supporting details, while the scien-
tific literature lacks a systematic account of the relationship between these techniques and the psychophysical
mechanisms underlying the perception of weight.

The purpose of the article is to develop an original conceptual model and classification of micro-
animation types that influence the perception of the weight of virtual objects, and to formulate hypotheses
for further empirical testing.

Methods. Three groups of sources were analyzed: classical animation theory, studies of game feel
and juiciness, and psychophysics of weight perception, including the size-weight illusion and pseudo-haptic
research in virtual reality. Based on their comparison, a four-level classification of weight cues was developed,
ranging from micro-animation itself at the kinematic level to contextual multimodal feedback. A conceptual
model of players’ perceptual integration of these cues was also proposed, along with four hypotheses concern-
ing the relationship between the duration of the accompanying motion phase, multimodal signal congruence,
and the perceived weight of an object.

Scientific novelty lies in synthesizing previously disparate theoretical approaches into a unified ap-
plied model suitable for use in game design practice and further empirical research.

Results. The analysis identifies four levels of cues that shape the perception of the weight of virtual
objects: kinematic cues (squash and stretch, timing, and motion trajectories); secondary/inertial cues (motion
follow-through and overlapping action); impact feedback (camera shake, particles, frame freeze, and sound);
and contextual traces of interaction with the environment (surface deformation, dust, and shadows). The con-
ceptual model describes how players integrate these cues into a unified judgment of weight, depending on
their consistency. Four hypotheses are formulated concerning the duration of motion follow-through, the non-
linear relationship between feedback intensity and perceived weight, the relative predictive power of timing
compared with deformation amplitude, and the importance of cue consistency compared with the number of
cues.

Conclusions. The proposed classification and model bring together previously unrelated research ar-
eas into a unified, design-oriented conceptual framework suitable for game animation practice and design
education, while requiring further empirical validation through controlled user studies.

Keywords: micro-animation; game design; weight perception; game feel; virtual objects; multimodal
feedback; juiciness.

ITocTaHOBKa IIP06JIeMH Ta ii 3B’SI30K 3 Ba>K/IH-
BHMH HayKOBHMH YH NPaKTHIHUMH 3aBJaHHIMH.
Cy4yacHUU BifleoirpoBUM AU3aliH yce yYacTillle KOH-
Kypye He JIHIlle Ha piBHI MeXaHiK 4Md HapaTUBY, a
Ha piBHI BiUYTTIB, III0 BUHUKAIOTH Yy I'PaBIid B Hall-
KOPOTIINH IIPOMIDKOK 4Yacy — MDK HaTHCKaHHAM
KHOIIKU Ta peakilielo 06’eKTa Ha ekpaHi. CaMe 1ieit
IIPOMI>KOK 3aIl0BHIOE MiKpoaHiMallig: KOpOTKi, 4a-
CTO MEHIII Hi’>K CeKyH[HI medopmariii ¢opmu, 3cy-
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BU (IlepeHeCeHHs) Baru nepcoHaska (weight shifting),
TPeMTiHHS KaMeHI0 IIiCJId yAapy, iHepljiiiHe KOJIH-
BaHHA IIifBilIeHOro IIpegMeTa. ['paBelih pigko ycBi-
IOMJIIOE IIi leTasli, OfHaK caMe BOHU GpOPMYIOTh iH-
TYITUBHE BpakeHH4 IIpo $isUYHI BJIaCTUBOCTI BipTy-
aJILHOTO 06’€KTa, 30KpemMa IIpo HMOoro Bary.

[Ipo6sieMa IIosIAra€e B TOMY, L0 3HAHHS IIPO
poJsib MikpoaHiMariii y ¢opMyBaHHI BifuyTTd Baru
po3mofisieHi MK KiTbKOMa AUCITUILUIIHAPDHUMU Ta-
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JIy3sIMH, SIKi TPAJUIliiHO PO3BUBAKOTHCS IlapaJieslb-
HO ¥ piKo IepeTHHAKTHCA B YKPAiHCbKOMOBHOMY
HayKOBOMY JMCKYpCi AM3aliHy. 3 0ZHOI0 60Ky, iCHye
MalKe CTOJIITHSA TPpagULlid KJIaCUYHOIL aHiMalii, sKa
pospobuiia IpUKIafHI IPUNMOMU — CTUCHEHHSA U
po3TATHeHHSI GOpPMU, BHUIIEpeIyKeHHS PyXy, CYIIpo-
BigHYy a3y, — CIIpsIMOBaHIi Ha CTBOPEHHH iyr03il Ma-
cu Ta ¢isuuHocTi nepcoHaka (Thomas & Johnston,
1981; Lasseter, 1987; KoJsiecHHK, 2024). 3 iHIIIOTO
00Ky, ncuxodisrKa 3aIpoIlOHyBaJja TOUHI eKCIIEpH-
MeHTaJIbHI MOJIeJIi TOTO, 9K JI/IMHA OIJIHIOE Bary
00’eKTa Ha OCHOBI 30pOBHX O3HAaK pPO3Mipy, MaTepi-
asy 1 ocBiTiieHocti (Charpentier, 1891; Buckingham,
Goodale, White, & Westwood, 2016). TpeTiit Macus f10-
CJIiPKeHb — Teopid irpoBoro BiguyTTd (game feel) i
«COKOBUTOCTI» (juiciness) — OIIHCYE, SIK IIapHu ayxLio-
BisyasbHOro ¢ifdeKy BILUIMBAIOTh Ha CY0’€KTHUBHY
IIepeKOHJIMBICTE B3aeEMOII rpaBIld 3 Irporo (Swink,
2009; Hicks, Dickinson, Holopainen, & Gerling, 2018;
Kao, 2020).

P0361>KHICTD Mi’K ITUMU HaOPSIMKaMHU CTBOPIOE
IIJIKOM IIPaKTUYHY IIpo6jeMy: Au3aiiHepu iHTep-
¢eiiciB Ta aHiMaTOpU 37eOLIBIIOI0 ITOKJIAZAKTHCI
Ha iHTyinio Ta npodeciiHUU NOCBiA, Hinduparwyu
apaMeTpH MiKpoaHiMaIlii MeTo/oM IIpo6 i moMu-
JIOK, TOA1 K IICUX0Qi3sUUHi JOCTiPKeHHS Bary mpa-
KTUYHO He BPax0OBYIOTh CIIeIINQiKy irpoBOTO cepeso-
BHUIIlA Ta MOBY aHiMariii. BomHoYac 19 po3po6KHU Bi-
neoirop 119 mpobJsieMa Mae 6e3rocepeHe IPaKTUUHE
3HaUeHH$: Bara BipTyaJbHOT0 06’€KTa — OJMH i3 TO-
JIOBHUX aTpHUOYTIB, 110 BH3HAa4Ya€ IIePEeKOHJIUBICTh
irpoBOTO CBITY, 3PO3YMIiCTL MeXaHIK Ta 3arajbHy
SIKICTh B3aeMOZil rpaBLd 3 iHTepdeiicoM.

AKTya/IbHICTB CTaTTi 3yMOBJIeHa, TaKUM 4YHU-
HOM, IIOTpeO010 II0OYAYyBaTH TEOPETUUYHUM MICT
MDK KJIACUYHOIO Teopiero aHiMmariii, rcuxodisu-
KOI0 CIIPUMHSATTS Bard Ta Cy4acHOK0 Teopiero irpo-
Boro OimbeKy, a TaK0’X 3aIllpOIOHYBaTHU AM3alH-
OpieHTOBaHYy KJiacudikalliro, IIPpUAATHY I IIPaKTU-
YHOTO 3aCTOCYBaHHS Ta IIOAAJIbIIOI eMIIIPUYHOI ITe-
peBipKU.

AHaJ1i3 0OCHOBHUX OCJIi[PKeHb i Iy0JIiKaIii, B
SIKHX 3aI10YaTKOBaHO PO3B’sI3aHHS OKpeCJIeHOI IIpo-
oiemu. KimacuuHa Teopid aHiMarii chopmyBasiaca
y cryxii Boara AucHes y 1930-1940-x pokax i 6y-
Jla cucTeMaTHU3OBaHa aHiMaropamMu ®. TomacoMm Ta
0. I>xoractoHoM y kHU3I «The Illusion of Life: Disney
Animation» (Thomas & Johnston, 1981; Mapaxos-
CbKa, 2019). /[BaHaAUATh IIPUHIIUIIIB, BUK/IAEHUX
y Lif Ipaifi, 30KpeMa CTUCHEHHS U PO3TATHeHH:
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dopMmu (squash and stretch), BunmepemKxeHHI pyxy
(anticipation), cynpoBigHa ¢a3a Ta mepeKpUTTSI Py-
xiB (follow-through and overlapping action), Tai-
MUHT (timing) i gyroBi TpaekTopil (arcs), 6yysu pos-
pobJieHi g MasiboBaHoOI aHiMarlii, oqHak k. Jlac-
ceTep y nporpaMHiu crarri gy ACM SIGGRAPH 11o-
Kasas, 1110 I1i )K IIPUHITUITN 6e3I10CepefHBO0 3aCTOCOB-
Hi 10 TPUBUMIpHOI KOMIT'IOTEPHOI aHiMaliii Ta inTep-
aKTUBHUX cepenoBuil (Lasseter, 1987), 1110 3po6uo
iX paKTHUHUM CTaHJapTOM /IJIS1 CY4aCHOTO irpoBOTO
a”HiMaTopa.

[TapasenbHO B iHAyCTpil Bifeoirop copmyBas-
Cd IIACT IIPUMOMIB, IKWM I103HAYalTh TEPMiHOM
«COKOBHUTICTB» (juiciness). TepMiH yBIMIIIOB y IIpode-
cittHuM 06ir 3aBasku ctaTTi K. Tetibu, 1. IllogxaHa,
M. Kyuina ta K. I'pes «How to Prototype a Game
in Under 7 Days» (2005), e COKOBUTUM 0yJI0 Ha3Ba-
HO eJIeMeHT IPH, 10 JeMOHCTPYE IIOMITHY, 4acTo
HaJUIUIIIKOBY PeaKIfifo — MHifcTpubyBaHHS, TPEMTI-
HHS{, p030pU3KyBaHHS — Yy BIiJIIOBiIb HA [if0 I'pas-
4. C. CBiHK y KHU31 «Game Feel: A Game Designer’s
Guide to Virtual Sensation» cucremMaTH3yBas Iie sIBU-
Ille B MeyKaxX IITHUPIIOTO IIOHSATTS «irpoBOTO BifuyT-
Ts» — CYKYITHOTO Bpa’keHHs KOHTPOJIbOBaHOCTI, Bifl-
TIOBiTHOCTI [Ii#i 1 3a7{0BOJIEHHS BiJf B3a€MO/il 3 IPOIo
(Swink, 2009), IiIKpeCIUBIIH, 1110 COKOBUTICTE € JIU-
Ille OJHKUM, X04Ya ¥ [IOMITHUM, KOMIIOHEHTOM game
feel.

K. Xixc 3i cmiBaBTOpaMH Ha OCHOBI OIIMTYBaH-
HS CIMHAJISATH PO3POOHUKIB irop mobyayBaau eM-
IMipUYHO O6IPYHTOBAHY PaMKy COKOBUTOrO IU3aii-
Hy (Hicks, Dickinson, Holopainen, & Gerling, 2018),
III0 OXOILII0E TPHU CKJIAL0Bi: XapaKTepUCTHUKU IPH,
CTaH I'pu Ta IIpsaMui ¢pindex (TpeMTiHHA KaMepH, Ya-
CTHHKH, 3BYKOBI aKIleHTH, 3yIIMHKA Ka[py B MOMEHT
yaapy). YV misHIoMy eKCIIepUMeHTaJIbHOMY J0CJIi-
mokeHHi (Hicks, Gerling, Richardson, Pike, Burman, &
Dickinson, 2019) aBTOpH II0Ka3ajay, 110 AOAaBaHHSI
HaJJIUIIKOBUX, YHKIIOHAJIbHO He 000B’ISKOBUX Bi-
3yaJIbHUX IIPUKpPAC IIIBUIIY€E BiTUyTTS KOHTPOJIIO
I'paBIig, OAHAK BILJIUB Ha BiUYTTSI KOMIIETEHTHOCTI
BUSBHUBCA 3aJ7IeKHUM Bifj KOHTEKCTY IpHd. [IpuHITHU-
II0BO CYTTEBUM [IJI IIOJa/IbIIOr0 GOPMY/IIOBaHHA Ti-
rnoTe3 € pesysabrarT /I. Kao: y MacirrabHOMY eKcie-
pUMeHTaIbHOMY AocaipKeHHi action-RPG (N = 3018)
BUSIBJIEHO, ITI0 K IT0BHA Bi/ICYTHICTH COKOBUTHUX ede-
KTiB, TaK i iXHA HaaMipHAa KiJBKICTH IIOTipIIyIOTH
Cy0’€KTUBHUI JNOCBIJ IpaBIid, TPUBAJICTh IPU Ta I10-
KasHUKU Pe3yJIbTaTUBHOCTI IIOPIBHAHO 3 IIOMipKo-
BaHUM piBHeM (Kao, 2020). Jlo 110oLi6HOT0 BUCHOBKY
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paximte givinuty /K. [pRyyor i K. Bemxi, gKi ekcire-
PUMeEHTaJIbHO OBEJIH, 1110 KOPUCHICTE COKOBUTOIO
inTepdeticHOrO QifdEKy M1 TPABIiB Pi3HOTO PiBHA
MaiicTepHOCTI HeomgHakoBa (Juul & Begy, 2016; Saffer,
2013).

TpeTilit MacuB pesieBaHTHUX JIOC/TIiIKEHb CTaHO-
BUTB eKCIIepUMeHTaJIbHa IICUX0(isUKa CIPUWHATTI
Baru. Ille y 1891 pomi O. IlTaprieHThe eKCIIepUMeEH-
TaJIbHO OIIMCaB i/II03i10 «po3Mip-Bara» (size-weight
illusion): 3 7BOX 06’€KTiB OJHAKOBOI MaCH MEeHIITUMN
3a PO3MIpOM CHCTEMATUYHO CIIPUHAMAETHCA BAXKUUM
(Charpentier, 1891). IlisHimmi mocaimxernasa /. ba-
KiHreMa i3 cIiBaBTOpaMHU IIiITBEPAWIIH, 110 119 LI0-
3i BUHMKae HaBiTh 3a BiZICYTHOCTI CTIMKUX KaTeropi-
aJIbHUX 0UiKyBaHb II[0/10 MaTepiaay 00’eKTa, a 0TXKe,
KepyeThCd IepenyciM caMuM GakToM PO36iKHOCTI
po3wmipiB (Buckingham, Goodale, White, & Westwood,
2016). M. Ilnaspe Ta S1. CMITC eKCIIEpUMEHTAIbLHO
IoKa3aJiy, 10 epeKT po3Mipy Ha COPUUHATTS Baru
30epiraeTbcd HaBiTh TO/i, KOJTU BUAUMHUN 00CIT Ma-
Tepiajly JIUIIaeThCI He3MiHHUM, TOOTO OUiKyBaHHS
Baru GQOpMyeThCS Ha OCHOBI 30BHIIIHLOr0O rabapu-
Ty $opMH, a He JIUIlle BUAUMOIL KiJILKOCTI peYOBUHU
(Plaisier & Smeets, 2015; Kim & Lee, 2021; Shimamura,
Shimomura, Ban, Ujitoko & Warisawa, 2024).

IlepeHeceHHd ILUX 3aKOHOMIpPHOCTEM y IU-
¢poBe cepenoBUIIE MiATBEP/HKYIOTh AOCIIHKeHHS
TICEBJIOTAIITUKY Y BipTyaJIbHIiN peaJbHOCTI (pseudo-
haptic weight studies). M. Camap i3 crmiBaBTOpaMu
eKCIIepUMeHTaIbHO IT0Kas3aJIy, 1110 3MiHa CIIiBBiTHO-
IIIeHHS «KepyBaHHS-Bi[0OpakeHHSI» — PO301KHICTh
MK peaJJbHUM PYXOM PyKU KOpHCTyBada Ta BUIU-
MUM IIepeMill[eHHAM BipTyaJIbHOTO 06’€KTa — caMo-
CTiMHO 3MiHIO€ Cy0’eKTUBHE BiUyTTS Baru IipeaMe-
Ta 3a BiiIcyTHOCTI 6yb-aKo1 ¢pisruHol 3MiHU (Samad,
Gatti, Hermes, Benko, & Parise, 2019). Ilommpu mepe-
Bark KOJKHOI'O 3 TPbOX POSIVISHYTHUX HAIIPSIMIiB —
KJIaCHYHOI aHiMmariii, Teopii irpoBoro BiguyTTa Ta
1cuxoQisuKU Baru, — >KOJHe 3 BUBYEHUX pKepeJ
He IIPOIIOHYE IX IiiCHOTO CHUHTe3y y BUIVIAMAL IIpU-
KJIagHol Kiaacudikariii, opieHTOBaHOI Ha IIOTpebu
irpoBoro gusaiHy. CaMe 1[I0 IIPOTaJIMHY IIOK/JIHMKaHa
3aII0OBHUTH IIPOIIOHOBAHA CTATTH.

dopmyII0BaHHA LijIeil Ta 3aBaHb cTaTTi. Me-
TOI0 CTaTTi € TEOPETUUHE OOIPYHTYBaHHS POJIi Mi-
KpoaHimariii y popMyBaHHI CHPpUHHATTS Bary BipTy-
aJbHUX 00’€KTIiB y Bifjeoirpax Ta po3poOJieHHS Ha
I[ill OCHOBI aBTOPCHKOI KOHIENTyaJIbHOI MOJesi U
Kiacubikanii, IpUAATHUX A IIPaKTHUKHU irpoBOTO
IU3alHy i I10JaIbII0l eMIIIPUYHOI IlepeBipKU.

74

J1711 TOCATHEeHHS MeTH I10CTaBJIeHO TaKi 3aB/laH-
HSL:

1) cucTeMaTH3yBaTH TeOPETUYHI 3acafy KIacH-
yHOI aHiMariii, Teopii irpoBoro BiAYyTTS Ta ICUX0pi-
3UKU CIIPUUHATTS Bard, peJieBaHTHI [ IpobiieMu
JIOCJIIIKEeHHS;

2) po3pobuTH Kiacudikallito THUIIIB CHUTHAJIIB,
mo GOpPMYIOTH CIPUUHATTA Bard BipTyaJIbHOIO
o6’exTa (MikpoaHiMalis Ta CyIIpOBiIHUN MyJIbTUM-
ofasbHUMU Qinbdex);

3) mobyayBaTH KOHIIENITyaJIbHY MOJIeJIb I1eplie-
ITUBHOI iHTerparrii IIUX CUTHAJIB IpaBLeM;

4) cGopMyJIIOBaTH TillOTE3HU [JIA II0LAJIBIII0] eM-
MipHUYHOI IlepeBipKHU 3alIpOIIOHOBAaHOI MOJeIi.

Bukiaj, ocHOBHOro Marepiaay Ta Horo pe-
3yJIbTATIB.

1. Baza sik nepuenmueHUil KOHcmpyKm. Y TICU-
xodisuIli Bary 06’eKTa pO3IISAIAIOTE He SIK IIpIMe
BifobpakeHHs QisMUHOI MacH, a SIK pe3ysJabTaT iH-
Terparfii CeHCOPHUX i KOTHITUBHUX CHUTHAJIB. L1ro-
3i1 «posMip-Barar, omuca”Ha O. IllaprieHTbe IIe y
1891 pori, ZeMOHCTpye Ije HaAWOIiAbII HAOYHO: 3
IBOX 00’€KTiB OJJHAKOBOI Macu MEHIIIUN CHUCTeMa-
TUYHO CIIpUiiMaeThbcsa BakuuM (Charpentier, 1891).
ITe ABUIIle ITOSICHIOIOTH €(peKTOM OUiKyBaHHSI: MO30K
dopMye arpiopHe OUiKyBaHHS Bard Ha OCHOBI poO3-
Mipy 06’eKTa, 1 SKII0 peajibHA Bara BUABJSETHCS
MEHIIIOI0 3a OYiKyBaHY JJIsI TAKOTO PO3Mipy, 06’€KT
CIIPUUMAETHCA Ba>KYUM BITHOCHO IILOT'0 OYiKyBaH-
H4 (Buckingham, Goodale, White, & Westwood, 2016).

Jocaimkxeraasa M. [inasee Ta 1. CMmiTca ITokKasa-
JI0, 1110 e eKT pO3Mipy Ha CIIPUMHSITTS Baru 36epira-
€THCS HABITH TOAi, KOJIU BUAUMUU 06CAT MaTepiaay
JIMIIAETHCA He3MIiHHUM, HaAIIPUKJIAZ, SKII0 00’€KT
Mae npuxoBaHi mopoxHuUHU (Plaisier & Smeets,
2015).

JlocmipKeHHS ¥ BipTyasbHIN peasbHOCTI Hif-
TBepP/KYIOTh [IepeHeCeHHs ITb0r0 MeXaHi3My Ha ITH-
¢poBe cepenosuirte. M. Camaf i3 crriBaBTOpaMu eKc-
IIepUMEHTAJIbHO [JOBEJH, 1110 3MiHa CIIiBBiHOIIIEH-
H{ «KepyBaHHS-Bio6pa>keHHsI» — PO30IKHICTh MiXK
peasTbHUM PYXOM PYKH KOPHCTYBaya i BUAMMUM Ile-
peMilieHHIM BipTyaJbHOIO 06’€KTa — CaMOCTIiHTHO
3MiHIO€ Cy0’eKTUBHE BiJUyTTs Baru IpeaMeTa 3a i
KOBUTOI BificyTHOCTi pismuHol 3miHu (Samad, Gatti,
Hermes, Benko, & Parise, 2019).

2. MikpoaHimauin aK Hocill ¢pisuuHoi iHgop-
Mmauyii. BinbIlicTh MPUHITUIIIB KJIAaCHYHOI aHiMalfii
IPSAMO UM OIIOCEPENKOBAHO CIYIYIOTH Ilepenmadi ¢i-
SUYHUX BJIACTUBOCTEH 00’eKTa, 30KpeMa Baru. CTu-
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CHeHHs 1 po3sTarHeHH4 (squash and stretch) BBaka-
I0Th HaWBa)KJIUBIIIUM i3 ABaHAAIIATH IIPUHITUILIB:
nepopMmartiiss popMu 06’eKTa Mif 4ac pyxy 3a YyMOBHU
30epeskeHHSI MOr0 06’eMy CTBOPIOE 1IF03if0 ejlacTH-
YHOCTIi, MacH ¥ rpasitanifinoro BiviuBy (Thomas &
Johnston, 1981).

BunepemxkeHHd pyxy (anticipation) rorye rig-
Jlaya 10 OCHOBHOI [ii yepe3 KOPOTKHUM! IIiITOTOB-
4uy pyX y IPOTHIEKHOMY HaIIPAMKY — IIpHCiTaH-
H4 Ilepejs cTpuOKOM, 3aMax nepepn yaapoM (Thomas
& Johnston, 1981).

CympoBigHa ¢asa Ta mepexkputts fmiit (follow-
through and overlapping action) ommcyroTh iHep-
L[ifiHe «IO0TATYBAaHHS» YaCTHUH 00’€KTa YU IIepCOHa-
’Ka IIcys 3aBepIlleHHSI OCHOBHOTO PyXy — PO3Bi-
I0BaHHS BOJIOCCS, IIOTOMAyBaHHA IIiIBIllIeHOTO IIpe-
JIMeTa, TPeMTiHHI THy4YKO0l KOHCTPyKLii (Thomas &
Johnston, 1981).

VIIoBUIbHEHHS Ha IIOYaTKy ¥ HAIPUKIHII pyxXy
(slow in and slow out) Ta TaliMuHT (timing) BHU3Ha-

Puc. 1. BukopucmaHHs cokogumux ediekmie y epi Heroic Fantasy.

PesysabTat /I. Kao Mae CyTTeBe 3SHaUEHHS [IJIA PO-
3yMiHHS MeXaHi3My [ii [[bOTO0 IIapy: Y MacllITabHo-
My eKCIepHUMEeHTaJIbHOMY MOCIiPKEHHI BUABJIEHO,
110 3B’I130K MK IHTEHCHBHICTIO COKOBUTHUX epeKTiB
1 KiCTIO IrPOBOIO OCBiy Ma€ KPHUBOJIIHIMHMMI Xapa-
KTep — i MiHiMasIbHUMY, i HagMipHUY piBeHE Qinbe-
Ky IOTipIIyIOTh pe3ysbTaT IIOPiBHAHO 3 IIOMipKOBa-
HuM piBHeM (Kao, 2020). Lle criocTepeskeHH: JIOTIYHO
Y3TO/DKYETHCA 3 II0IIepelHIM BUCHOBKOM /DK. /DKYY-

Ohurtsov Serhii

YarTb PO3NOALI KaApiB y MerKaxX pyXy: OLIbIIa Kilb-
KiCTh KaJ[piB Ha OAUHHUITIO Bif[CTaHI 03HaYa€ IIOBLIb-
HIINH, «BaXKUYUU» PyX, MeHIIa — IIBUIIINY, «JIeT-
mnti» (Thomas & Johnston, 1981).

JyroBi TpaekTopii (arcs) — Iie OAUH IIPUHITUIL,
1110 BILJIMBA€E HA CIIPUMHATTA QisSUUHOCTI: IpUpoaHi
pPyxXu >KUBUX i QisSMUHUX 06’€KTiB Bifl0yBAIOTHCA I10
Iyrax, TOAL K JIiHiliHa, MeXaHiuHa TpaeKTopisa 34uu-
TYETHCS IPaBIIEM sK IITy4YHa I I1036aBjeHa Baru.

3. Illap «cokoeumocmi» ma imnakm-gio6ex.
OkpiM KiHeMaTH4HOI TedopMaliii camMoro 06’eKTa,
CIIPUMHATTS Baru QOPMYEThCA JOLATKOBUM IIIapOM
aymioBisyasbHOro Qimbexy, Mo CYIIPOBOMKYE KOH-
TaKT 06’ekTa 3 cepefgoBuilieM. K. Xikc 3i cmiBaBTOpa-
MU BHOKPEMIUIN B MeyKaX IIbOro IIapy Taki IIpuiio-
MU, 9K TPeMTiHHS KaMepH, YaCTUHKU (IIWJI, iCKpH,
yJIaMKH, OpU3KM) Ta 3yIIMHKA KaZpy B MOMEHT yaa-
py (hit-stop) (Hicks, Dickinson, Holopainen, & Gerling,
2018) (Puc. 1).

Ja Ta /K. bempki 1Ipo Te, 1110 HaAJIUIIKOBUHN Qinbex
MOJKe 3aBa’kaTH 3UWTYBaHHIO QYHKI[IOHAJIBbHO 3Ha-
uyioi iHpopMariii, HacaMItepe 1151 MEHIII I0CBiue-
HuX rpasiiB (Juul & Begy, 2016).

4. Aemopcbka Kaacudikauisa cuzHanie eazu.
CHUHTes pO3ITITHYTUX TEOPETUYHUX JIiHIH ja€e mifcTa-
BU 3aIIpOIIOHYBaTH aBTOPCHKY YOTHPHUPiBHEBY KJa-
cudikaIriro CUrHasiB, 1110 OPMYIOTh CIIPUMHATTS Ba-
Iy BipTyasnbHOro o6’exra (Ta6ur. 1).
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Ta6amg 1
Kiacudikania curHamiB (MikpoaHiManisi Ta cynpoBigauii ¢pigoex)
PiBenr | KarTeropis curxaiis IIpukiaau OIpuHOMiB TeopeTH4YHe KepeIo
1 KineMaTH4Hi CUTHa/IN CTHCHEeHHS 1 pO3TArHeHHA ¢opMy; TaMuHT | Thomas & Johnston,
(MikpoaHimanis) 1 KIJIBKICTh Ka/IpiB YIIOBUILHEHHS; yTOBa 1981; Lasseter, 1987
TPAEKTOPIA pyxy
2 BropuHnHi (iHep1iiHi) CynposifHa ¢asa pyxy; IepeKpUTTS PyXiB Thomas & Johnston,
curgaay (MikpoaHiMaisa) OKpeMUX YaCTHH 00’€KTa; BTOPUHHE 1981
TPEeMTiHHS YU IOTOHAYyBaHHS
3 IMnaxT-¢pindex TpeMTIHHA KaMepH; YaCTUHKH (IIHJI, iCKpH, Hicks et al., 2018; Kao,
(cynpoBigHuit pigdex) yJaMKU, OpU3KH); 3yIIMHKA KaZpy B MOMEHT 2020
KoHTaKTy (hit-stop); 3ByKOBUU aKIeHT yJapy
4 KoHTeKcTHI caigu JledopMaliist yu peaxilia HoBepxHi KOHTaKTy; | Plaisier & Smeets, 2015;
cepefoBHIIa (CyIpoBifHUH TPUBAJIICTD CIIiy (BM’ITUHA, XMapa IIIIY); Samad et al., 2019
digdex) 3MiHa OCBITJIeHHS U TiHi IIpY KOHTaKTi

5. KonuenmyaabHa modenb nepuenmueHoi
iHmezpauii. 3aTpoioHOBaHa Kyacu}iKallis oIucye
eJleMeHTH €UHOro IIeplielITUBHOTO KOHBeepa. /lu-
3aliHep II0YMHAE 3 KOHIENITyaJIbHOTO PillleHHS IIP0
Macy 00’eKTa, sKe TPaHCIIETHCI B KOHKPETHI ma-
paMeTpu MiKpoaHiMmaIli — aMIUTiTYyny aedopmartii,

TPUBAJICTEL CYIIPOBifAHOI dasu, KpUBi 3mIazKyBaH-
HA pyxy. Lli mapaMeTpH peasisyrThCSI OLHOYACHO Ha
YOTHUPHOX PIBHAX KiIacuPikalii — KiHeMaTUYHOMY,
BTOPUHHOMY, iMITaKT-pifbeKy Ta KOHTEKCTHOMY, KO-
JKeH 3 SIKUX HaJICUJIa€ I'PaBII0 OKPEMHUH, YaCTKOBO
Ha/UTUIIIKOBUM CUTHAJI IIPO Bary ob6’ekra (Puc. 2).

KiHemaTwuHi #agpu-

{squash-stretch, arcs)q]

BropuHHi -pyxu-(follow-
through, jiggle)q

iHTerpayia-curHanie-
{mynsTHMOganbHa
KOHIPYeHTHICTE) Y]

ImnakT-gipbex-

(TpemTinHAKaMmepHy,-
YSCTUHKM, -3BYH) ]

KoHTeKCTHI cnigu:
(Aedopmantia, nun,-
peaKuif-nose pxHi )Y

Cy6'exTHEHE-
Bi guyTTA-BArK-
ob'exta{perceived-

weight)q]

Moee giHKoEBi Hachigru:-game feel,-
33, 0B0N€HHA, e PeKTHEHICTL-AiATpaByAf]

Puc. 2. KoHuenmyaabHa Mo0enb nepuenmueHoil inmezpauii cuznanie eazu.

T'osloBHUI eTan MoOjesi — IIepIielITUBHA iHTe-
rparjis CUTHaJIB, IIifi 4yac gKO0l IrpaBellb 00’eAHYE Ki-
HeMaTU4HY, ayJiaJlbHy Ta KOHTeKCTHY iHQopMaIlito
B €IUHY OIiHKY Baru 3a IIPUHIUIIOM, aHaJIOTIYHUM
Mopesi ouikyBaHHA B Imcuxodisuri (Buckingham,
Goodale, White, & Westwood, 2016). CyTTeBOIO yMO-
BOI0 epeKTHUBHOI iHTerparfii € MyJIbTUMO/[aJIbHa KOH-
TPYEeHTHICTh CUTHAJIIB: IKII0 KiHeMaTH4Hi CUTHaIN
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¥ iMoakT-Qifbex ysromkeHi Midk co0010, iHTerparis
Jlae CTilfiKe BiIUyTTs Baru. SIKII0 >K CUTHAJIU CyIlepe-
4aTh OJUH OJHOMY, BUHUKAE IePIeNITUBHUMI HCO-
HaHC, 1110 IOTipIITye 3pO3yMUIICTh MeXaHiKU IPHU.
OiHa/JIbHHUM eTall MoOJeji — II0BeAiHKOBI Ha-
caigku: chopMoOBaHe BiAUYTTS Baru BIUIMBAE Ha
cy6’eKTUBHY OITIHKY game feel, 3a10BOJIeHHA Bif| IpU
Ta Ha eQeKTHUBHICTH il TpaBIld. Mosienb mepenba-
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4ae KOHTYpP 3BOPOTHOIO 3B’I3KY: AU3aliHep, CIIOCTe-
pirarouu 3a IOBEJIHKOI0 TECTyBaJIbHUKIB, iTepaTHB-
HO KOPUTYE ITapaMeTpH MiKpoaHiMarlii, 1110 MeTO/0-
JIOTIYHO Y3TO/DKYETHCA 3 IIPAKTUKOI0 OPi€HTOBAHO-
ro Ha rpaBud («played-tested») gusaiiHy, OIKMCaHOI
C. CBimkoM (Swink, 2009).

6. I'inome3u 0aa emnipuuHoi nepeeipku. Ha
OCHOBI 3aIIpOIIOHOBAHOI Mo/ieJIi cGOopMyIbOBAHO Y0-
TUPU TilOTe3H, IIpU3HauYeHi [JId II0faJbIIol eM-
HipUYHOI IIepeBipKU B KOHTPOJIbOBAHOMY AM3aliH-
ekcriepuMeHTi (Ta6ur. 2).

l'imoTesa H1 nepenbauvae, 110 36iIbIIeHHSI TPU-
BasIocTi cympoBigHol ¢asu pyxy (follow-through)
3a IHIMMX pIBHUX yMOB MOHOTOHHO IIiZIBUIIYE
CIIPUMHATY Bary 00’€KTa, OCKIJILKY [I0/I0BXKeHA iHep-
mifiHa ¢asa € IpIMUM KiHeMaTUYHUM aHaJIoroM ¢i-
suyHoi iHepil (Thomas & Johnston, 1981).

limotesa H2, cnupawyuchk Ha pe3yabTaTH

. Kao (Kao, 2020), tepenoauae KpUBOJIiHINHY (06ep-
HeHO U-mIofibHY) 3aJIE)KHICTh MiXK 3arajibHOK iH-
TEHCUBHICTI0 iMIaKT-QiI6eKy Ta IIepeKOHJIUBICTIO
CIIPUMHATTS Bary: IOMipHUH piBeHb QinbeKy I1ocu-
JIIOE CIIPUUHATTS Baru CUIbHIIE, HDK 1 MiHIMaJIb-
HUY, | HagMipHU piBHI.

linotesa H3 mepenbavae, 10 TAaUMUHT pPy-
Xy (KUIBKICTH KaZpiB YIIOBUIBHEHHS Ha II0YATKY
M HaIpUKIHIN PpyXy) € HaIUHIMNUM OpeIuKTO-
POM CIIpUHHATOI MacH, HDK aMILIITyZa CTUCHEHHS-
poO3TArHeHHS GOPMHU, OCKIIBKU IEPIIUN ITapaMeTp
HaIpsaMy KOJye TPUBAJIICTD il CHUJIH, TOLIL IK SPYTHHA
— IIepeBa’kKHO eJIaCTUYHICTh MaTepiasy.

limote3a H4 mepenbadae, 1110 KOHTPYeHTHICTH
CUTHaJIiB pisHUX piBHIB KiIacudikaliii BIIMBae Ha
CIIPUMHATTS BaTu CUJIbHIIIIe, Hi>XK caMa KUIBKICTh CH-
THaJuB (Samad, Gatti, Hermes, Benko, & Parise, 2019).

Tao6mng 2
TimoTesu 11 MO aIBIIOL eMITipHYHOI HepPeBipKu Mo el
TimoTe3sa HesaJjie>kHa 3MiHHaA OuikyBaHUil XapaKTep 3B’I3Ky i3 TeopeTUu4HEe
CIIPUHHSATOIO Barox HigrpyHTA

H1 TpuBaJIiCTh CYIIPOBigHOIL pasu MOHOTOHHe 3pOCTaHH: [ioBIIa Gas3a — Thomas & Johnston,
pyxy (follow-through) 6isbIIIa CIIpUIHATA Bara 1981

H2 IHTeHCUBHICTH KpusosinitiHa (o6epHeHO U-1toi6Ha) Kao, 2020
iMIIakT-Qif6eKy (TpeMTiHHS, 3aJIe>KHICTh
YaCTUHKHY, 3BYK, OPU3KH)

H3 TaliMUHT pyXy IPOTH TalMUHT — CUJIbHIIINUMN IIPeJUKTOP Lasseter, 1987
aMILIiTyau squash-stretch MacH, HiXK aMILITya

H4 KOHIpYyeHTHICTh CUTHAJIIB KoHIpyeHTHICTh BIUIMBAa€E CHUJIbHIlle, HDK | Samad et al.,, 2019
PpisHUX piBHIB K1acHdikariil KUIBKICTH CUTHAJIIB

BucHOBKH. [IpoBeieHUI TeOPeTUYHUMN aHai3
IlaB 3MOI'Yy BUPIIITUTH IIOCTaBJIeHe 3aBJaHHS — CHUH-
Te3yBaTU PO3Pi3HEHI HaIIpPSIMU AOC/IIPKeHb (KIacu-
YHy TeOpilo aHimallii, Teopiro irpoBoOro BifuyTTa Ta
COKOBUTOCTI, IICUX0Qi3UKY CIIPUUHATTS Baru) B €IU-
Hy [IPHUKJIaJHY MOJesb, OpPi€HTOBaHy Ha IIOTpebu
irpoBoro ausaviHy. TeopeTHYHUU aHali3 Ja€ IIif-
CTaBU POSIIANATH CIIPUUHATTS Bary BipTyaJbHOIO
00’eKTa IK KOHCTPYMOBaHUU IIepIeITUBHUY epeKT,
110 KepyeThbCsa IepefyciM 30pOBHMHU U KiHeMaTu-
YHUMU O3HaKaMMU.

3ampoIloHOBaHa YOTUPUPiBHEBA KilacHuikallisa
— 3 UiTKUM pO3Me>KyBaHHSM BJlaCHe MiKpoaHiMarrii
Ta CYIIPOBiAHOr0 MyJILTUMOZAJIBLHOTO $inoeKy — cu-
cTeMaTHu3ye HagBHUM IIpodeciiHuM oCBig aHiMaTo-
piB i reiMaM3aliHePiB, HaZAI0UX KOMY KaTeropiasib-
HY CTPYKTypy. Po3pobiieHa KOHIIeNITyalbHa MOJelb
IepIeNITUBHOI iHTerpariii ormucye MMOBIpHUNI MeXa-

Ohurtsov Serhii

Hi3M, 32 IKUM IIi CUTHAJIU MOKYTh 06’€THYBaTHUCI
I'paBIeM Y IIiTiCHY OIL[iIHKY Baru.

HaykoBa HOBH3HA JOCIIIPKeHHS IIOJISITAE B TO-
My, 1110 KJIaCUYHI IIPUHITUIIN aHiMaliii, Teopid irpo-
BOTO BIUYTTS Ta eKCIlepUMeHTa/lbHa IICUX0disu-
Ka Bard BIIepIile PO3IJIAHYTI B €UHIN aHaITHYHIN
pawmiii, 3aCTOCOBHIN 710 IIPaKTUKU PO3POOKU Bifeo-
irop. IlpakThyHe 3Ha4YeHHS POOOTU MIOJATAE B MO-
JKJINBOCT1 BUKOPHCTaHH 3aIIPOIIOHOBAHOI KylacHudpi-
Kallil K iHCTpyMeHTYy pediieKcii frsaiiHepa IIif yac
IIPOTOTUIIYBaHHS aHIMaIliiTHUX pillleHb, a TAKOX 9K
OCHOBH JiJI1 PO3POOKU HaBUYAJBbHUX MarTepiasiB 3i
CHeIlaIbHOCTI «/l[13aliH».

ITepcrieKTHBH IOJANBIINX JOCIIIKEeHb Ta pe-
KoMeHganii. Hafi6/IM)K40r0 I1epCIIeKTUBOI PO3BHU-
TKY 3aIIpOIIOHOBAHOI MOJeJIi € IIPOBeleHHA KOHTPO-
JIbOBAHOTO €KCIIepUMEHTAJIbHOTO JOCIIPKeHHS 3a
y4acTI0 KOPUCTYBaYiB, CIIPAMOBAaHOI0 Ha IIepPeBipKy
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coopMysiboBaHUX rinores H1-H4. /lomiiIbHUM BUa-
€THCSI BUKOPHUCTaHHS BHYTPIITHLOIPYIIOBOTO eKCIle-
PUMeHTaJIbLHOTO AM3aliHy Ha 0asi crerfiaJbHO PO3-
Ppo6JIeHOT0 IIPOTOTHUILY I'PH, ¥ IKOMY MO>KHA HesaJle-
’KHO BapiroBaTU TPUBAJIICTH CYIIPOBiAHOL pasu pyxy,
KUJIBKICTh KaJIpiB YIIOBUIbHEHHS, aMILUITYRy Aedop-
Mallii opMu Ta IHTEHCHUBHICTh iMIIaKT-Qifi6eKy 3a
¢$ikcoBaHOI BUIUMOI Macu 06’eKTa.

IIpakTUYHUI iHTepec CTaHOBUTH TaKOXX J0CIIi-
IPKeHHS MOKJIMBOCTI aalITHBHOIO HaJIallTyBaHHA

mapaMmeTpiB MiKpoaHiMarlii BillIOBiAHO 10 HABUYKU
YU CTWJII0 I'PU KOPHCTyBaua, 1[0 IEePEryKyeThCI 3
BUCHOBKOM /IK. /IKyyna Ta /K. befki mpo pisHy
epeKTUBHICTE COKOBUTOrO QifdeKy Al rpaBLiB pi-
3HOro piBHA MaiicTepHOCTI (Juul & Begy, 2016). Pe-
3yJIbTaTH TaKUX JOCIPKEeHb MOXKYThb CTaTH OCHO-
BOIO I PO3POOKHU IIPUKIATHUX METOLUYHUX PEKO-
MeHJalli g ¢axiBIfiB i3 AU3aliHy IHTepaKTUBHUX
CepeIoBUIIL Ta LIFOCTPaTUBHUM MaTepiaioM JjId Ha-
BUYaJIbHUX KYpPCiB 3 aHiMaIiii B 11U3aiiH-0CBITI.
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