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IOPIBHSIJIbHUM AHAJII3 IHCTPYMEHTIB PEAJIT3AIIIT
IHTEPAKTUBHUX HAPATUBHUX ITPOCEKTIB

The paper provides a comparative analysis of three tools for implementing
interactive narrative projects: Ink, Yarn Spinner, and Ren’Py, identifies their features
and areas of application, and provides detailed recommendations for choosing a tool
for the specifics of a particular project.
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[HTEepakTUBHUN HapaTUB € BaXJIMBOIO CKJIQJIOBOIO Oaratbox Bijmeoirop. Jlms
peaizailii AianoriB, CIOKETHUX PO3Tally’Ke€Hb, PI3HOMAHITTS KIHIIBOK Ta CIOXKETHUX
MOBOPOTIB ICHY€ OaraTo pi3HUX IHCTPYMEHTIB, SIK1 BIPI3HAIOTHCS 3a MPU3HAYCHHSIM Ta
cnocoOoM 1HTerpamii B irpoBuid mpoekT. OJHI 3 HUX OPIEHTOBAHI MEPEBAXHO Ha
KepyBaHHsSI HapaTUBOM, IHIII — Ha J1aJIOTOBI CUCTEMH, a OKpPEeMl € MOBHOI[IHHUMH
PYILIISIMH JJ1sI CTBOPEHHSI P13HUX KaHpiB irop [1-3]. Ren’Py oxorutoe OUIbIITICTh pUHKY
Bi3yaJIbHUX HOBEJI, OCKIJIbKA MOke OyTH camocTiiiHuM pyiieM. Ink Tta Yarn Spinner
PO3MISAAIOTHCS K OJTHI 3 HANTIOMYJISIPHIIIUX PIIIICHB IS IHTETpallii J1ajaoriB, CIOKETY
Ta JIOT1KM HapaTuBy y irpax Ha pyurisix Unity, Godot, Unreal Engine [4].

MeToro po00TH € MOPIBHIHHS MOXKIIMBOCTEN TPHOX THCTPYMEHTIB JJIs peati3allii
IHTEpaKTUBHOTO HApaTUBY Y Bil€OIrpax, Bi3yaJlbHUX HOBeJaX 1 TEKCTOBHX KBECTaX:
Ink, Yarn Spinner Tta Ren’Py, 1 BuU3HaueHHs OCOOJMBOCTEH iX BUKOPUCTAHHS Ta
HaJIaHHSI PEKOMEH/1alliil 1070 BUOOPY THCTPYMEHTY 3aJI€KHO BiJ] BUMOT TIPOEKTY.

Ink — pymiiii, mpu3HaYeHUI A peanizalii CI0KETHOI YaCTHHM T'PH: J1aJIOTiB,
po3ranaykeHb, BUOOpPIB Ta YMOBHOi JIOTiKH. Ink MOXHa iHTErpyBaTd B pi3HI TUIH

IrpOBUX MPOEKTIB, CTBOPIOIOYH 1 JIITEpaTypHi Ta rpadiuHi KBECTH, 1 CTpaTerii, 1 1HII1
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TUI 1rOp, i€ TOTpiOHA JiajioroBa cucrtema. Pymiiii Moxe B3a€EMOMISTUA 3 30BHIIIHIM
KOJIOM dYepe3 MporpamMHuii iHTepdeic runtime, s PI3HUX CEPEAOBHIN JOCTYIIHI
BIJIOBiAHI peanizaiii, 30kpema C# ta JavaScript. Ink € 6e3komITOBHUM Ta BiIHOCHO
HU3BKHM TOPIT BXOMY /IS KOPUCTYBaudiB 3 PI3HUM PIBHEM TEXHIYHOI I1JATOTOBKH.
OynkuioHanbHO Ink miaTpUMye BHCOKY BapiaTHBHICTh HapaTUBY, 3MiHHI, YMOBU Ta
1HII 3aco0uM peanizamii ckiaaaHoi creHapHoi joriku. CTpykTypa HapatuBy B Ink
OTIMCYETHCSI TEKCTOBUM KOJIOM, 0€3 By3J10BO1 IpaiuHOi CHCTEMH 1CTOPIi.

PeanizoBani 3 Ink nmpoexTH A€MOHCTPYIOTh JOLIBHICT BUKOPUCTAHHS PYIIis
P POOOTI 3 PO3TATYKEHOIO CTPYKTYPOIO HAPATUBY, /1€ HASIBH1 YUCIICHH1 YMOBH, CTaHU
repoiB 1 JIOKalliii, a HEIIHIKHICTh OIMOBIAI pealli3oBaHa 3aBISKHA yBasl JI0 HACIHIJIKIB
pimieHs rpaBus. Ink BUKOpHUCTOBY€THCA B pI3HUX jKaHpaX: TEKCTOBUM KBecT «80 Daysy,
2D-munardopmep «A Highland Songy» ta 3D-rpa 3 agantuBHuM croxeToM «Heaven’s
Vaulty, RPG «Vampire: The Masquerade — Bloodlines 2», nerextuBHa rpa
«Overboard!» 3 MOXKIIMBICTIO OaraTboX MPOXOIKEHb Yepe3 crenudiky BHOOPIB.

Yarn Spinner cokycoBaHui Ha peaizallii A1ajoriB B irpax, mpoTe CTadUIbHO
MIATPUMY€E BapiaTUBHUI CIOKET Ta BIATBOPIOE PI3HOMAHITHI YMOBH JUIsl MOAINA Ta
perunik. Cuenapiii 'y Yarn Spinner oOpraHi3y€TbCs OKPEMUMHU BY3JaMH, Jal0uu
Bi3yalIbHE MPEACTABICHHS clieHapito. € 0e3komToBHUM, o(dimiitHo npartoe 3 Unity Ta
sk 1uarid 3 Godot, Unreal Engine. Po6ora 3 Yarn Spinner nepenbadae po3yMiHHS
MPUHIUIIIB POOOTH ITPOBOTO PYIIis Ta HOTo B3a€EMOMIIi 3 J1aJOrOBOIO CHCTEMOIO,
0COOMBO IS peani3alli CKIQAHIIINX ITPOBUX MOJIA Ta IHTEPAKTUBHUX CLEHAPIiB.
JlomiapHUM € BUKOPUCTaHHs Yarn Spinner B Bifeoirpax, Jie Jiajor € JIUIIe OTHIEI0 3
irpoBux cucrteMm. Bimomuii mpukman — npuromnuiibka rpa «Night in the Woodsy,
peanizoBana B Unity: BeJlMKa KUIbKICTh J11aJIOT1B MOB’si3aHa HE TIJILKH 3 CHOXKETOM, a 1
3 MI3HAHHSM ITPOBOTO CBITY.

Ren’Py — camocTiitHuil pyuIiii 1Jisi CTBOPEHHS MEPEBAXKHO Bi3yalbHUX HOBEI,
10 HaJla€ THYYKl IHCTPYMEHTH Ha 6a3i MoBu Python. OcHOBOIO poOOTH — TEKCTOBUM
CIICHapii, /¢ MPOMHUCYIOTh MEePEXOau MK CII€HaMHM, A1ajioTd, BUOOpU Ta iX BIUIUB,
YyMOBU Toasbiioro mepediry icropii. IlepeBara Ren’Py momnsirae B TOoMy, 110

peanizyBaTH TPOEKT MOXHa Oe€3 JJ0NaTKOBOTO IrpoOBOrO pyIlis, Xxoda O0a30BHii
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(GyHKIIOHAT Ma€ HM3bKUI MOpIT BXOMYy, aJie HaJalITyBaHHS IOBHOIIIHHOI TpuU
notpeOyroTh 3HaHHs Python. 3 Ren’Py Oyino peasnizoBaHo oHy 3 HalOJIbII BIJOMUX B
*aHpi BizyansHy HoBeny «Doki Doki Literature Club!y, 1o nango crapT HommpeHHio
pyins K (YHKIIOHAJIBHOTO 1HCTPYMEHTY. Takoxk OyJio peajizoBaHO TOpPOp-HOBEIU
«Scarlet Hollow» Ta «Slay the Princess». B migoMy OimpIIicTh Bi3yaJbHUX HOBEI
po3polbisieThest came 3 Ren’Py depes BiACYTHICTh MOTPEOH B3a€MOJIT 3 TOIaTKOBUM
ITPOBUM PYIIIEM, aJie 11€ CYTTEBO OOMEXY€E MOKIIMBE PI3HOMAHITTS JKaHDY.

OTxe, NpoBeNEHUN MOPIBHSAJIBHUN aHajl3 1HCTPYMEHTIB JI03BOJISIE€ HAJaTH
pEeKOMEHIallli 1010 X BUKOpUCTaHHA. Bubip 1HCTpyMEHTY BapTO 3IHCHIOBATH HE
JUIIE JUBIISTYUCH HA CKJIAJHICTH Ta OCOOJMBOCTI CLIEHApito, a ¥ 3a HOTo pOJIIIO B
IrpoBii cTpykTypl. Ink AeMOHCTpye BUCOKHIA piBeHb (PyHKIIOHAJIBHOT THYYKOCTI Ta
MOXKE 3aCTOCOBYBATHCS JUIsl IrOp 3 PO3Tay>KEHUM HApaTUBOM, JI€ PIIICHHS TpaBls
BIUIMBAIOTh HA TMOJAJIBIIMN PO3BUTOK MOJINA, PEIUIIK, 3MIHY CTaHI repoiB Ta CBITY.
3aBIsKHU MIATPUMII CKJIQJHOIL JIOTIKH, YMOB Ta 3MIHHUX BiH MIAXOAUTH A adventure
irop, mwardopmepiB, rpa@iyHUX 1 TEKCTOBUX KBECTIB Ta IHIIUX >KaHPIB, Jie HEOOX1THO
MOEIHYBAaTH HAPATUB 3 PI3HUMH MEXaHIKaMH. Yarn Spinner Moxe OyTH BUKOPUCTAHHMA
y RPG Ta adventure irpax, cumynsropax, po3poOnennx Ha Unity, ae BakiIuBa
pearizailis J1ajioriB, B3a€EMOJIIM Ta YMOBHHUX PEIUTIK, II0 MarOTh B3a€EMO3B’SI30K 3
MOTOYHUM CIOKeTOM Tpu. Ren’Py mouiibHO BUKOPHCTOBYBATH IS Bi3yaJIbHUX HOBET,

IHTEPAKTUBHUX JIPaM Ta CIOKETHUX 1TOp 3 BEJIUKOIO KUIBKICTIO TEKCTOBOTO KOHTEHTY.

CnucoK BUKOPHCTAHOI JiTepaTypu

1. Pockomna A.B., [llunosa M.K. BizyansHa HOBena sk 3ac10 MyJIbTUMEAIMHOT IHTEpIpeTarii
XyJoxkHboro TBopy // [lonirpadiuni, MmynsTuMeniiHi Ta web-rexnosnorii. 2025. T. 2. C. 137-139.

2. Cypxenko A.C., BoBk O.B., Manakos B.IIl. 3acTocyBaHHs IHCTpyMEHTIB reéHEpaTUBHOTO
IITYYHOTO 1HTEJEKTY MpH po3polii BizyaibHuX HoBen // PamioenektpoHnika Ta monoap y XXI
cromrtti. 2026. T. 2. C. 237-238.

3. BoBk O.B., ManakoB B.Il., Cypxenko A.C. YnpaBiaiHHS KOJIbOPOM Ta OCBITJICHHSAM SIK
1HCTpYMEHT (hOpMyBaHHS eMOLIHHOTO (POHY y BizyansHUX HOBenax // [lonirpadivni, MynbTUMeTiiHI
ta web-texnoutorii. 2026. T. 2. C. 10-12.

4. The 11 Best Tools for Game Narrative Teams in 2026. Storyflow. Blog. URL:
https://storyflow.so/blog/best-tools-game-narrative-teams-2026.

285



