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AHOTALILS

VY poGoTi HOCHIIKYETHCS MPOLIEC CTBOPEHHS KOMIT IOTEPHUX irOp 3 HENMIHIMHUM CIOKETOM. PO3ITISTHYTO €BOMIOLI0 iHTEPaKTUBHUX
HapaTHUBiB, 0COOIMBOCTI MOOYAOBH CIOKETHUX JEPEB, BUKOPUCTAHHI MEXaHi3MiB «BHOIp — HACTIIOK» , POJIb IITYYHOTO iHTENEKTY Y
(dopMyBaHHI JUHAMIYHOTO cLeHapiro . [IpoaHanizoBaHo MpHKIaIN KOMEPIIHHO YCHIIIHUX MPOEKTIB, BA3HAYEHO OCHOBHI MpoOi1eMu
Ta TIEPCIEKTHBU PO3BUTKY LLOTO HampsiMy. [loka3zaHo, IO MOE€JHAHHS TEXHOJOTIH IporpaMyBaHHS, JiTepaTypHOI TBOPYOCTI Ta
refiMauzaiiny GopMye MDKANCIUILTIHAPHY OCHOBY JJISI PO3BHUTKY 1HIYCTPIT .

Knrouosi cnosa: komn tomepHi iepu, HeniHiliHULL Clodcem, THMEPAKMUeHUL HAPamus, 2eliMOU3ALH, WMYYHUL iHMeleKm.

1. BCTYID

3a ocTaHHI AECATHIITTS KOMIT FOTEPHI irpH CTall OJHUM i3
KITFOYOBHX CEKTOPIB CBITOBOI KpeaTHBHOI eKoHOMikH [1]. SIkio
Ha ITOYaTKOBUX €Talax pPO3BUTKY BOHH 0a3yBaJHCh Ha MPOCTHX
JMHIMHAX CIEHapisX, TO HHUHI TOJOBHOIO TEHJCHIIEID €
3aHypeHHs IpaBLs y IIIMO0KI, OaraToBapianTHi ictopii [3]. Came

HENiHIMHI CIOKeTH 3a0e3lMeuyloTh 1II03if0  cBoboaum Ta
YHIKaJIBHICT MTPOXOKEHHS.

Henmniniitai HapaTHBU JIO3BOJIAIOTH peamizyBaTi
IHTepaKTUBHICTh y HaWBUINIA ¢(opmi — rpaBenp HE JHUIIE

BUKOHY€E 3aBJIaHHS, a I BU3HAYA€ JOJIIO MEPCOHAXKIB, 3MIHIOE
nmoxii Ta HaBiTh BIuMBac Ha Qinan [2; 4]. lle mixBumye
peirpabenbHICTh,  3aIy4eHICTh  ayJuTOpii Ta  CTBOPIOE
YHIKaJIbHUN TOCBIJL.

Bimomi npuxiamn — The Witcher 3: Wild Hunt, Detroit:
Become Human, Mass Effect Trilogy, Undertale. Bonu
MIPOJAEMOHCTPYBAIIM, IO CIOKETHA HETiHIHHICTH 37aTHa OyTH
pYLIiEM yCIiXy Ha pPHHKY, HE3BaKAIOUYM Ha CKIAIHICTH il
peadizarii

2. META

Mertoto po6OTH € TOCITiPKEHHsT MPUHIMIIB Ta iHCTPYMEHTIB
CTBOPEHHS BiZICOIrOp 3 HENIHIHUM CIOKETOM, aHaNi3 TmepeBar i
npobieM IBOro TMiAXOLY, a TaKOXX BH3HAYEHHS IIEPCIICKTHB
BUKOPUCTAHHA TEXHOJIOTiH IITYYHOTO IHTENEKTY Ta HOBITHIX
pyLIiiB A7 PO3BUTKY IHTEPAKTHBHOTO CTOPITENiHTY. Takum
YUHOM, JOCHI/UKCHHS CIPSMOBaHE HE JIMIIC Ha BHSBIICHHS
TEOPETHYHUX aCHEKTiB IT00YI0BH HENIIHIHHOTO CIOXKETY, aie i Ha
MIpaKTHYHE 0oOIpyHTYBaHHS HIIAXIB i IBHIIIEHHS
IHTEPaKTHBHOCTI Ta 3aJy4EHOCTI KOPHCTYBAUiB.

3. BHUKJIAJ OCHOBHOI'O MATEPIAJTY

3.1. Teopemuuni 0cHO8U HENIHITIHO20 CIOXHCEMY

HeniniitHuit croxxeT — e crieHapii, y SKoMy pO3BUTOK TTOIIN
3aJIeXHUTh BiJ pimeHp rpaBisd. Ha BimMmiHy Bix miniliHOTO, 1€
€IMHA 1CTOPis MPOXOAMUTHCA BCIMA, TYT (OPMYETHCS «IAEPEBO
pillIeHb) 3 YHCIEHHUMHU rinkamu [1].

Moneni noGynosu:

® JepeBO pIlICHb — KOXKEH BHOIp Beae 10 HOBOL

CIO’KETHOI T'JIKH;
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® JIaByTHHA — TLIKH PO3XOIAThCA, aJI€ HepiOI[I/I‘IHO 3HOBY
CXOIATHCA Y KIIIOUOBUX TOYKaAX;

® MHAMIYHHHU CIOKET — aJlTOPUTMHU TCHEPYIOTh MOJii B
peaIbHOMY Yaci, iUl TOBYFOYHUCH i TPaBIIst
Taki migxomu poOmsATH rpy OULIBII BapiaTHBHOMO, aie

OJTHOYACHO YCKJIAJHIOKOTH i pO3pOoOKy.
3.2. Incmpymenmu peanizayii

Jis  CTBOpeHHs HETiHIHHUX
crenianizoBaHi IpOrpaMHi PilIeHHS:

iCTOpiif BHUKOPHCTOBYIOTH

e Ren’Py, Ink, Twine — 11 iHTEepaKkTUBHOI JiTEepaTypH,

Bi3yaJIbHUX HOBEJ Ta TEKCTOBHX irop.

e Unity, Unreal Engine — ymiBepcanbhi pymrii, ski
JIO3BOJISIOTh CTBOPIOBATH MacitabHi MIPOEKTH 3
pO3TayKCHUMH CIICHAPIIMH.

® Al-TexHOJIOril — CHCTEMH MAIlMHHOTO HaBUaHHS, SIKi
MOXKYTh T€HepyBaTH Aianory, kourpomoatu NPC, anantysatu
MOJIIT 3aJICKHO BiJI il KOPHCTYyBava.
OcobnuBe  3HaUeHHS  MalOTh  PENAKTOPH  JiajoTiB
(mampukian, Articy Draft), mo nmaroTe 3Mmory Bisyami3yBaTH
JIEPEBO CIOKETY Ta YIPABISATH HUM i 9ac po3poOk [2].

[efimnu3zaitHepy MOBHHHI MOEIHATH iCTOPIFO 3 MEXaHIKaMU:
mo6 BHOIp MaB HE JIMIIE TEKCTOBE, a W irpoBe BimOOpakeHHS
(pecypcu, CTOCYHKH 3 HEpPCOHaKaMH, JOCTYIHICTH JIOKAIlii
Tomio) [6]. BaxkJMBOIO CKIa0BOIO € TAKOXK Y3TOKEHICTh MiXk
CLICHAPHOI0 Ta TeHMIM3aiHEPChKOI0 YAaCTHHAMH, aJDKE caMme

ixHsS B3aemogis (QopMye WUTICHHA IOCBiA s TpaBIs.
HeniHilfiHMI CIOXKET BMMAarae peTeibHOro OalaHCYBaHHS MK
cBOOOI0I0 BHOOPY Ta 30epeKeHHSIM JApaMaTHYHOI HAMpPyrH, a
TaKkoXK Tependavae 3acTOCYBaHHS CIICIiaJbHUX IHCTPYMEHTIB



Pocruciaas Osaiit, Biaagucaas Ion

IUIs Biyastizanii CleHapHUX PO3rajiyKeHb (HalpHKiIam, Aiarpam
abo 1HTepakTHBHUX peakTopiB). lle 1n03BosIsi€ YHHUKHYTH
JIOTIYHUX TIOMIJIOK, 3a0€31eYnTH 3B’ SI3HICTh icTOpii Ta HagaTh
TpaBIEBi BIATYTTS 3HAUYIIOCT] HOTO PillIeHb.

3.4. Buxnuxu po3pobru
e OO0car creHapito. YnM Oinblle TLIOK, TAM OUTBIIAN
00CAT TEeKCTY, 03BYUCHHsI, aHIMaIlil Ta rpadiku.

e TecryBannsa. HeoOximHo mepeBipsATH BCi MOXIHBI

BapiaHTH NPOXOPKEHHS, 1[0 BUMAarae 3HaYHUX PECypPCiB.

e [mo3is Bubopy. Yacto po3poOHUKH 3MyIIEH] 3BOAUTH
Pi3HI TJIKK 10 OMHAKOBHUX PE3ybTaTiB, 1100 YHUKHYTH «BHOYXY

CIICHAPIIO».

e bromker. Peamizaifii MOBHOI[IHHOTO HEMIHIHHOTO

CIOJKETy 301IbIITy€e BUTPATH B KiTbKA pasiB.

e Onrumizanis BupoOHuTBa. [loTpiOHO 30amaHcyBaTi
SKICTh Bi3yally, O3BYYCHHS Ta IHTEpakTuBy, 100 He
MIepEeBaHTAKUTH KOMaHy Ta PYIIiid.

e 30epexeHHs eMoLiiHOT mijicHOCTI. Baxkko yrpuMarn
JOTiKy ¥ eMOLIMHMH TOH icTopii TNpW BeNWKIH KUTBKOCTI

BapiaHTiB BUOODY.

3.5. Ipuknaou ycniwnux peanizayii

The Witcher 3: Wild Hunt — monan 36 ¢inansHux
BapiaHTIB, IO 3aJieXKaTh Bix BUOOPIB rpaBid [6].

e Mass Effect Trilogy — cucrema moBroTpuBammx

HACTIJIKIB, SIKi IEPEXOAATh MiXK YaCTHHAMH TPH.

e Detroit: Become Human — cotni Bapiantis aiasnoris i
KIHIIIBOK, Bi3yali30BaHHX Y BHUTJIAAL JiepeBa MicIs 3aBEPLICHHS

emi3ony.

Undertale
«marudictom» i
TOHAIBHICTB iCTOPI.

MpUKIag
«TEHOLUAOM»

ne BHOIp MiX
3MIiHIO€

IHTI-TpH,
KapMHAJIBHO

e Disco Elysium — iHTepakTHBHHIT poMaH, ¢ CHOXKET
Oymyerbcss Ha 0a3l CKIAQMHOI CHCTEMH XapaKTEPHCTHK
MepCoHaXKa.

3.6. Ilepcnexmueu pozsumxy
e [lItyunwuii inTenext. Bukopucranns Al 11t cTBOpeHHS
JMHAMIYHUX J1aJIOTiB Ta MO,

e MeragcecBiti. [lapamensHi HemiHifHI icTOpii, sKi

B3a€EMOJIIIOTh MK CO00I0 Y 6araTOKOpPHCTYBaI[bKUX CBiTax.

e VR Ta AR. 3aHypeHHS y CIOKET i3 MOXKIIHBICTIO

«(hi3n4HOr0» BUOOPY BIpTyalbHHUX PillIeHb.

e ABTOMaTtm3allis cueHapHOi poboTH. [HcTpymMeHTH, IO
JO3BOJIIIOTH ~ aBTOpaM  OyAyBaTH CKJIAAHI cieHapii 0e3

HpOrpaMicTiB.

e [umi-po3pobka. CHOpoOHICHHS TEXHOJOTiIH pPOOHUTH

HEIHIHI CEO’KETH JIOCTYITHIMHU MaJIM CTYIisIM.
4. BHCHOBKH

HemniHiifHUI CIO)KET y KOMIT'FOTEPHUX IrpaXx € BaKIHBAM
HanpsMOM Cy4yacHoi TedM-iHAyCTpii, 10 MHOE€IHYe TEXHIYHi
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iHHOBaLil Ta KpeaTHBHICTh. Taki irpuM [O3BOJSAIOTH TPaBIIO
BIUIMBATH Ha PO3BHUTOK 1cTOpii, HpuiiMaTH pilleHHd, SKi
3MIHIOIOTH TOfi1, 1 GpopMyBaTH BilacHUH irpoBuii qocBin. Xoda
po3poOka TaKMX IPOEKTIB BHUMAara€ 3HAuYHHX peECypcCiB,
BKJIFOYAIOUH NPOTPaMyBaHHs, CTBOPEHHS YHCIICHHHUX CLCHApiiB
Ta nudepeHiiioBaHNX KIiHIIBOK, BOHN 3a0e3MeuyIoTh IITHO0KY
3aTyd4eHICTh ~ KOPHCTyBaya  Ta  IJBHINYIOTH  piBEHb
peirpabenbHOCT.

BaxnuBUM acmeKTOM € MCUXOJOTiYHHN e(eKT HeTiHIHHUX
HapaTHBiB: IrpaBellb BiI4yBae OLTBIIY BiJIIOBITAIBHICT 3a CBOI
pIlICHHS, 10 IiJBHUINYE EMOIINHUNA BIUTUB iCTOPIi Ta CTBOPIOE

epexr mepconamizamii. Takok TakMi MAOXiD CTHMYIIOE
KpPEaTHUBHICTh  PO3POOHHKIB, OCKUIBKM BOHH  3MYIIEHi
nepenbadaTé YHCICHHI BapiaHTH PO3BUTKY HOAIN 1 B3aeMomii
MIEPCOHAXIB.

YV Mail0yTHROMY OUIKY€ThCSI aKTHBHA iHTErpauis MTY4YHOTO
IHTEJIEKTy Ta TPOLEAYPHOTO CTOPITENIHTYy, IO JO3BOJUTH
CTBOPIOBATH JMHAMIUHI Ta aIalTHBHI HApaTUBH, y SKHUX CIOKET
Oyze 3MIHIOBAaTHCS 3AJICKHO Bif il 1 CTHIIIO TPU KOHKPETHOTO
KopuctyBaya. Lle BigkpuBae nUIsSX A0 HOBOI epH irop, 1e CIOXKET
CTa€ MO-CIPaBKHbOMY <OKHBHM» 1 HemependadyBaHUM, a
irpOBHI JOCBI — YHIKaJBHUM JJIsI KOXKHOTO TpaBist. KpiM Toro,
PO3BHTOK TaKMX TEXHOJOTIH MOXe 3HAHTH 3acCTOCYBaHHS HE
JIMIIE B irpax, a # y OCBiTi, TPEHIHTraxX Ta iHTEPaKTHBHUX Meia,
PO3LINPIOIOYU Mexi nudposoro CTOpiTeNniHry  Ta
MDKIUCHUILTIHAPDHAX MPOEKTIB.
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