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This article is about a genre of computer games known as visual novels.
The article discusses what it is, what it consists of, and how it affects people.
This essay investigates the possibility of VN being useful in human growth. The
work analyses what makes visual novels popular and why their popularity is on-
ly growing, what components of this genre of games are so attractive to people.

barato nmrozaeil nmomao0sie KHUKKA — 1€ YyJI0B1 1ICTOPii BTIJIEHI y TEKCT Ta
BUPOIIICHI HAIIOK ysABOK. BoHu OyBalTh TOBYaIbHI, PO3BaXKAJIbHI,
3BOPYIILIMBI, aJIe TaK UM 1HAKIIIC BOHU HAJ3BUYAHO KOPUCHI. BizyanbH1 HOBEIH
Jy’)K€ CXO0X1 Ha KHUTH 1 TaKy caMmy MaroTh poJib. be3nmiu poneit 3 SKuX KOxeH
MOke 00paTH, IIOCh OJU3bKE CBOEMY CEpLIO: POMAHTUYHUII pOMaH,
dbeHTe31iHMI CBIT, MOBYAIBHY 1CTOPII0 — Oyab 1110, BAPIaTUBHOCTI HEMA€E KiHII,
a OTXeE 3aBXKJU OyJle PO3BUTOK.

Bizyanbni HoBenu (BH) my3ukoro Ta Bizyamizaii€ro CTBOPIOIOTh aTMocde-
py Ta TOKpPAllylOThb CHOPUMHATTS ''CyXOro' TEKCTy, HE BTpaydarouu
npuBaOIMBOCTI KHUTH. Tak camMoO y Bi3yalbHMX HOBEJax MOXHa IO-
CIPaBXHbOMY BIIUYTH C€O€ TOJOBHUM IE€pO€M 1 BIAYYTH BIAMOBIAAIBHICTH 32
CBOI BYMHKM Ta BHUOIp, OckuUibku Jesiki BH wMawoTh B cBOi cTpyKTypi
BI/ITQTy’KEHHS CIOXKETY B 3aJICXKHOCTI B1JI BUOOPY TPaBIIs, 110 MOXE MEPEPOCTH
y LTl TIJIKY 3 PI3HOMAHITHUMU KIHIISIMH, 1HOJII HABITh TPariYHUMH.

Bizyanbauii poMan — jkaHp KOMI'FOTEPHUX 1TOp, MiJBUJI TEKCTOBOTO KBE-
CTy, J€ TIAJa4eBl JEMOHCTPYEThCS ICTOpisl 3a JOMOMOTOK rpadidyHuX
CJIEMEHTIB — CTaTUYHUX (200 aHIMOBaHMX) 300pakeHb MEPCOHaXIB Ta (OHY,
BUBEJICHHS HA €KPaH TEKCTY, a TAKOXK 3BYKOBOTO 1 (a00) My3HYHOTO CYIIPOBOTY.
Hepinko BUKOPUCTOBYIOTHCS 1 BCTABKM MOBHOILIIHHUX BiJEOpOJNHUKIB. BizyanbHi
pPOMaHH BKJIFOYAIOTh B c€0€ BEHMKY KUIBKICTh JKaHPIB - HAYKOBY (haHTACTHUKY,
(deHnTesi, mapoaiiiHi KomMeali, )kaxu, JIF00OBHI pomaHu. Tak camo, IesKi Bi3yalbHI
HOBEJIM CTBOPEHI [JIsi HaBYaHHS JITed HayKaM, COLIAJIbHUM acleKTam,
(1HaHCOBO1 TPaMOTHOCTI, TOIIO [1].

B miteparypHux mkepenax BUAUIAIOTh HACTYIIHI KaTeropii, aki GOpMyrOTh
BU3HAueHHs «Bi3dyalbHUX HOBE»: XyJ0kHBbO-ecTeTudHa (Art and Aesthetic),
cTpykTypa ictopii (Narrative Structure), iHTepakTuBHICTH (Interaction), siKicTb
icropii ( Story Quality) — ski MaroTh B 001 OUIbII JAETAJIbHI OINKHCH-
xapaktepuctuku (puc.l.) Taki gk: rpadika, 300pakeHHs, My3UKa, TEPCOHAK,
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HasIBHICTb MiHI-1rop, Ta MoAi0Hi [2].

Pucynoxk 1 — XapakTepuCTUKH Bi3yalbHOI HOBEIU Y MeXkKax 4 KaTeropiii onucy

Pi3H1 Bi3yanbHi HOBEJIM MalOTh Pi3HI OCOOJMBOCTI, SIKI IO PI3HOMY BIUIH-
BalOTh HE JIMIIE Ha ITPOBHI MpOIEC, a 1 HAa PO3BUTOK JroAWHHU. Hampukian
HasIBHICTh MIHI-ITOp YpPI3HOMAaHITHIOE ITPOBUI MpPOLIEC Ta PO3BHUBAE JIIOJUHY,
OCKUJIBKM 4YacTIIl 3a BCe 1€ SKICh MiHI-3araJKd Ha JIOTIKY YU YBaXXHICTb.
[HTEpaKTUBHICTh 3a0X0UYy€E JIO TPH, MPOTE ii BIACYTHICTh (4aCTKOBA, OCKUIBKU
MOBHA HEMOJKJIMBA) JIOMOMArae 30CEpPEAMTHCS CaMe€ Ha PO3YMIHHI Marepiany
MIOJTAHOTO TEKCTOM abo0 Bi3yalbHO, HE MEPEBAHTAKYIOYHCh BUBUYCHHAM HOBHUX
MEXaHIK Ta HE PO3MIIAIOYNCH HA PO3YyMIHHS TEKCTY Ta BUKOHYBAaHHS JIIH.

PosramykeHicTh CIOKETy, MOXJIMBICTb OOpaTW TOW 4YM IHIIUI BapiaHT,
CTBOPUTH XapaKTep MEpPCOHa)Ka B 3aJIEKHOCTI BiJ BHOOPY HaBuYa€ MPUYHUHO-
HACJIIIKOBOMY 3B’SI3KY: KOKHE PIIIEHHS] TPU3BOAUTH 10 IEBHOTO HACTIAKY.

Takum unHOM B poOOTI Oyne po3poOjieHa 1HTEpaKTUBHA Tpa Je Oyle
JIOLIJIBHA yYacTh TpaBLsl; 3BYKOBHM Ta Bi3yalbHUH psii — Le OyayTh SICKpaBi
NPUEMHI OKY Ta ByXYy KapTUHKH, & TAKOXK PO3TAITYKCHICTb CIOKETY.
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