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The article examines the role of visual effects (VFX) in shaping the
atmosphere of interactive narrative in video games. Visual effects are considered
as an important element of digital game design that enhances visual perception,
emotional engagement, and player immersion. The study analyzes how lighting
effects, particle systems, atmospheric phenomena, and other graphical elements
contribute to the creation of expressive game environments. Special attention is
paid to the communicative and narrative functions of VFX, which help convey
information about game events and support environmental storytelling. The
article also discusses the application of visual effects in narrative-oriented game
formats such as visual novels, where atmospheric effects can enhance emotional
expression and strengthen the overall narrative experience.

VY cyyacHiit iHAYCTpil HU(PPOBUX IrOp BaKJIMBE 3HAUECHHS MA€ CTBOPEHHS
NEPEKOHJIMBOrO Ta €MOLIWHO HACHYEHOro irpoBoro cepeaosuia. OaHuMm i3
KJIFOUOBUX 1HCTPYMEHTIB (hopMyBaHHS aTMocdepHu Yy Bijeoirpax € Bi3yalibHi
edextu (Visual Effects, VFX). Bonu 3acTocoBYIOTHCS JIJIs MM1JICUIICHHS Bi3yalb-
HOTO CIPUUHSATTS MOJ1i, CTBOPEHHS JUHAMIKH CIICHM Ta mepeaadl eMOIiitHOro
cTaHy irpoBoro cBiTy. Bukopuctanus VFX 103Bojsie po3MIMPUTH MOKIMBOCTI
XYJOKHBOTO BHPAXEHHS y HU(GPOBUX MeJia Ta MOCUIUTH €deKT 3aHypeHHS
rpaBls Y BIpTyaJbHE CEPEIOBHUIIIE.

BizyanbHi eexT y Bieoirpax MOXXyTh BKJIIOUATH PI3HOMaHITHI rpadidHi
€JIEMEHTH, 30KpeMa CBITJIOBI €(eKTH, YACTUHKH, UM, TyMaH, aTMOC(epH1 sBU-
114, aHIMaIlii MariYHux abo €HepreTHYHUX MPOIECIB, a TAKOXK MOCTOOPOOKY 30-
OpakeHHs. Y TEXHIYHOMY acleKTi Taki €(EeKTH CTBOPIOIOTHCSA 3a JOMOMOTOI0
CHUCTEM YacTHHOK (particle systems), meiaepiB, NporeaypHoi aHiMallii Ta 1HIITHX
3aco01B KoM roTepHO1 Tpadiku. [loeqHaHHS IMX TEXHOJOTIA J103BOJISIE CTBO-
pIOBaTH CKJIAJHI Bi3yallbHI CIICHH, K1 3MIHIOIOTHCS Y pealbHOMY Yaci Ta peary-
I0Th Ha /i1 TPaBIIs.

OxpiM TexHIYHOI cki1aaoBoi, VFX BHKOHYIOTH Ba)KJIUMBY KOMYHIKaTHBHY
byHKIII0 y reiMan3aiibi. BizyanbHi €eKTH MOXKYTh BUCTYIIATH 3aCO00M Iepe-
nadi iHdopmanii npo moaii irpoBoro mpouecy. Hampuknaa, cBITIOBI cranaxu
ab0 1CKpU MOXYTb CUTHAJI3yBaTH PO B3a€EMO/III0 00’ €KTIB, a arMocdepHi ede-
KTU — MIJKPECIIOBAaTH 3MIHY CTaHy CepeloBuUllla a00 HaOIMKEHHS HeOe3MeUHUX
noniid. Takum 4YMHOM e(PEeKTH CTalOTh YACTHHOIO Bi3yaJlbHOI MOBH I'pH Ta JIOMO-
MararoTh T'paBIIEBI IHTEPIPETYBATH MOJi1 0€3 JOJaTKOBUX TEKCTOBUX MOSICHEHb.
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Oco6mmBo BaxynBow € poiib VFX y dopmyBanH1 emorliiiHoi atmMochepu
IrpoBUX ClicH. BUKOpHUCTaHHS OCBITJICHHS, KOJbOPOBUX BIJITIHKIB, pyXy 4YacTH-
HOK a00 aTMocdepHUX e(PeKTiB 31aTHE CYTTEBO BIUIMBATHU Ha CIIPUUAHSITTS MPOC-
Topy. Hanpukinaz, M’ske CBITIO Ta MOBUIBHI aHIMallli MOKYTh CTBOPIOBATHU BiJI-
YyTTA CIIOKOIO a00 3araJKoBOCTI, TOJII SIK Pi3Kl CHajaxu, TEMHI KOJIbOPU YU 1H-
TEHCHBHI €(EeKTH MiACWIIOIOTh HAMpPYXKEHHS Ta apamatusM. [lomiOHi XymoxHi
MPUHOMH IITUPOKO 3aCTOCOBYIOTHCS Y PI3HUX KaHpaX BiJIEOITOpP IS MIATPUMKH
HApaTUBHOI CTPYKTYPH Ta €MOIIHHOTO PUTMY 1CTOPII.

Oxpemy pons VFX Bigirpatots y ¢hopMyBaHHI IHTEPAKTUBHOTO HAPATHUBY.
VY cyuyacHUX NOCHIKEHHSIX TeUMIn3aiHy MPOCTIp TPU PO3TIISAIAETHCS HE JIUIIE
K MIcCIIe Jii, aje W AK eJIeMEHT omnoBiil. 1{ei miaxia moB’s3aHui 13 KOHIICIIIIEI0
environmental storytelling, konu aerani cepenoBuila, OCBITIEHHS a00 edeKTH
MOXKYTh TepeaaBaTu 1H(OpMaIIiIo PO ICTOPIIO CBITY, HOr0 CTaH YW MPUXOBAHI
cMucau. Y takomy KoHTeKcTI VFX BUCTYNaOTh IHCTPYMEHTOM MiACUIICHHS Ha-
paTUBY Ta IONIOMAararoTh CTBOPUTH LIJIICHY aTMOC(epy CLICHH.

[ToniOHI NPUHLMIK MOXKYTh 3aCTOCOBYBATUCS HE JIMIIE y TUHAMIYHMX IT-
POBUX JKaHpax, aje il y HapaTUBHO OPiEHTOBAHMX (hopmaTax, 30KpeMa y Bizya-
JHHUX HOBeNax. Xo4a KJIaCUYHA CTPYKTYypa Bi3yalbHOI HOBEJM Tepeadadae BU-
KOPUCTaHHS CTaTHYHUX (POHIB Ta UIIOCTpaIliidi IEPCOHAXKIB, CYy4acHI IHCTPYMEH-
TH PO3POOKHU JI03BOJISIIOTh IHTETPYBATH PI3HOMAHITHI Bi3yaibH1 €(hEeKTH Y CTPYK-
Typy cuenu. ATmocdepHi edekTH, aHiMallli CBITIa, YACTHHKUA a00 MOTOHI
SBUILA MOXXYTb BUKOPHCTOBYBATHCS JIsi MIJCHJICHHS €MOLINHOI BUpPa3HOCTI
MOMEHTIB 1CTOPIi Ta CTBOPEHHSI O1JIBIII )KUBOTO iTPOBOTO MIPOCTOPY.

3actocyBanHs VFX y Bi3yallbHMX HOBeENaX TakoX cropusie (GOpMyBaHHIO
OLTBII BUPA3HOTO HAPATUBHOTO cepenoBuia. EdexkTn MOXKyTh MiIKpECTIOBATH
3MiHY HaCTpPOIO CIIEHH, MO3HAYATH BAXKJIUBI CEO)KETHI MOMEHTH 200 CUMBOJIIYHO
BimoOpakaTy BHYTPIILIHIN CTaH MEPCOHAXIB. TakKMM YMHOM BOHU CTalOTh BaXK-
JMBUM €JIEMEHTOM XYJ0’KHBOTO IM3aiiHy 1HTepaKTUBHOTO OTOBIJaHHS.

OTxe, Bi3yasibHI €()eKTH BIIITPalOTh BAXXIUBY POJb Y (POpMyBaHHI aTMOC-
dbepu Ta HAPATUBHOTO CHPUUHATTS y Bifeoirpax. [loeqHaHHS TEXHIYHUX MOXK-
JUBOCTEH KOMIT IOTepHOI Tpadiku 3 XyI0KHIMH NPUHLUIIAMHU TU3aliHy J03BO-
nsie BUKOopuctoByBaTd VFX sIK e(peKTUBHHUI 1HCTPYMEHT CTBOPEHHS €MOIINHO
HACHYEHUX irPOBUX CIIEH. IX 3aCTOCYBaHHs CIPHAE TOCHIECHHIO 3aHyPEHHS Ipa-
BLISl Y BIpTyaJIbHUH CBIT Ta PO3LUIMPIOE MOKIIMBOCTI IHTEPAKTUBHOTO CTOPITEIH-
Iy y pi3HHX KaHpax Iu(poBHUX Irop, BKIOYHO 3 BI3yaJIbHUMHU HOBEJIAMH.
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