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This publication explores the application of artificial intelligence in design-
Ing quest concepts, structures, and gameplay plans for video games. It examines
how Al tools, such as ChatGPT, assist developers in generating unique quest
ideas, constructing non-linear narratives, and creating adaptive gameplay scenar-
i0os. Additionally, it details the step-by-step process of implementing an Al-
generated quest in Unreal Engine, covering scenario refinement, logic scripting,
voiceover integration, and testing. The study also discusses the challenges of
using Al, including consistency issues, ethical concerns, and creative limita-
tions. Al-powered game design presents vast opportunities but requires human
oversight to maintain coherence and originality.

VY cyudacHiif irpoBiit 1HAYCTpIi Po3poOKa KBECTIB € CKIAJAHUM 1 TPYAOMICT-
KUM TIPOLIECOM, KMl BUMarae TBOPUOro IMiIX01y, TIIMOOKOTO OMpalfOBaHHs Ha-
paTUBY Ta PO3TATYKEHOI CTPYKTYpPH B3a€EMOJIIi 3 TpaBIEM. 3aBISIKU PO3BUTKY
MITYYHOTO 1HTEJEKTY, 1€l MpOoIleC CTa€ 3HAYHO E€(PEKTUBHINIMM, JT03BOJISIOUU
PO3pOOHMKAM IeHepyBaTH 0araTo 1Jei, CTBOPIOBATH CKJIaAHI CIieHapii Ta ajarn-
TyBaTU KBECTH N0 N1 rpaBus. Bukopucrtanus LI 3Ha4HO €KOHOMHTH Hac Ta
pecypcH, 1o OCOOJMBO BAXKIMBO JIJIi MAJCHbKUX HE3AJICKHUX CTYAIH, SIKI HE
MOXYTh JJO3BOJUTU COO1 BEJIUKI KOMAaHAM CIEHAPUCTIB 1 Au3aiiHepiB. s Benu-
kux kommanil I monmomarae ontumizyBaTu po3poOKy, aBTOMAaTU3yBaTU CTBO-
PEHHS APYTOPSAHUX KBECTIB 1 TECTYBAaTH BAPIATUBHICTh CIOXKETY.

[ITy4Hnil 1HTENEKT BIAKPUBAE IIUPOKI MOXIMBOCTI [JIsl CTBOPEHHS
KBECTIB, IPOMOHYIOYM I[1KaBl CIOXKETHI1 171€1, 3aCHOBaH1 Ha aHali31 BEJIUYE3HOTO
MacuBY HapaTWBHUX JaHuX|1]. BukopucToBytoun Benrki MOBHI MOJIET, TaKi SK
ChatGPT, po3poOHUKM MOXYTh IIBHAKO OTPUMATH BEJIHMKY KIJIbKICTh KOH-
IENTIB, SKI TMOEIHYIOTh HECTaHJAPTHI C€JIIEMEHTH PI3HUX JKaHPIB 1 MEXaHiK.
Hampuknan, I moxe renepyBatu icTopii, J€ TpaBelb MOBUHEH PO3KPUTH
TAEMHUIIO 3HUKJIOTO apTedakTy, CTBOPUTH IETEKTUBHHUM CIOKET 13 Oararbma
pO3raTy’)KeHHSIMU a00 HaBITh IHTETPYBaTH MOpajIbHUN BUOIp, IO BIUIMBAE HA
¢binan rpu. [ns He3amekHUX PO3POOHMKIB, SIKI HE MAIOTh BEIMKUX CHEHAPHHUX
BIJIJIUIIB, 1€ JIO3BOJISIE IIBUJKO CTBOPIOBATH I1IKaBl Ta OpUTIHAIBHI KBECTH 0e€3
HEO0OX1THOCTI1 I0BTOi poOOTH HaJl KOKHOIO JIETAILIIO.

OpHi€ro 3 KIOYOBUX MPOOJIEM MPU CTBOPEHHI BiJIEOITPOBUX KBECTIB € TO-
OyZ10Ba 3B’SI3HOI CTPYKTYPH, sIKa MOEIHYE CIOKETHI MOJi1, A1aJ0TH MEPCOHAXKIB 1
MOXJIMBI Hachmiaku 1ik rpaBus. BukopucroByroun ChatGPT, Twine abo
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CreriaizoBaHi HapaTHBHI MIATHOPMHU, PO3POOHUKH MOXKYTh OyAyBaTH CKIIaIHI
CIOKETH 3 0e3udio BapiaHTiB po3BUTKY mofii. I qo3Bomnsie anamizyBaTu Ha-
paTUBHI CXEMH, TPOIMOHYIOYH, SKI €JIEMEHTH MOXKHA IOAATH IS TOCHJICHHS
JIpaMaTHIHOTO e(PEeKTy, K ypI3SHOMAHITHUTH BUOIp TPaBIli Ta SKi M1aJlOTH 3pO-
outn Oinbin mpupogHuMu. Bemmki ctyzaii BukopuctoByroTh I mms mBuakoi
reHeparli JpyropsaHux JiajoriB, 10 J03BOJISIE aBTOpaM OUIbIIIE 30CEPEAUTHUCS
Ha KIIOYOBUX cIreHax. KpiM Toro, TexHosorii Ha kmranT Ghostwriter Bia
Ubisoft gomomararoTe aBTOMaTtu3yBaTh HamucaHHs TekcTiB NPC, mo 3HayHO
MPUCKOPIOE MPOLEC PO3POOKH.

PonboBi Bifcoirpu € ifcaabHUM KaHPOM ISl 1HTErpallii MTYYHOTO 1HTe-
JIEKTY, OCKUJIBKH BOHH MOTPEOYIOTh BEIMKOI KIJIBKOCTI BapiaTMBHUX CIIEHApIiB
Ta HeNlHIMHOrO po3BUTKY mojii[2]. Il Moxe aHamizyBaTu BUOOpHU TpaBIlsl Ta
afanTyBaTH TOAAIBINI MOl BIAMOBIAHO 10 Horo ctuiro rpu. Hampukmnan, y
KBECTax MOXXHa peai3yBaTH CHUCTEMY aJanTuBHOTO aianory, koiu NPC
3MIHIOIOTH CBOI BIJIMOBIJII 3aJIEKHO Bij MomnepeaHix pimeHb rpaBus. Takox I
MOXe JjoroMaraTu 3 0ajlaHCyBaHHSIM CKJIQJTHOCTI, 3MIHIOIOUU PIBEHb BUKIIUKIB Y
3aJICKHOCTI B1J] YCIIITHOCTI BUKOHAHHS 3aBJaHb. {15 CTBOPEHHS TaKUX CHCTEM
BUKOPUCTOBYIOThCS 1HCTPYMEHTH Ha 3pa3ok Inworld Al, sixi 703BOJISIIOTE CTBO-
proBatH iHTenekTyanibHux NPC, 1o pearyroTh Ha MOBEAIHKY TPaBIls B PEXKUMI
peajgbHOro vacy.

ManeHnbpki He3aJeKHI CTyHll OTPUMYIOTh HaiOuibimry kopucts Bim I,
OCKIJTbKM BIH JIO3BOJII€E 3MEHIIUTH BHUTPATU Ha PO3POOKY Ta CTBOPIOBATH
SAKICHUW KOHTEHT 0€3 BEJIMKOT KOMaH/Iu. BOHM MOXYTh BUKOPUCTOBYBATH I'eHeE-
paTHUBHI MOJCII IS HallMCaHHs CIIeHapliB, M1aJIOTiB Ta HaBITh TECTYBaHHS Pi3-
HUX BaplaHTiB NMpoxomxkeHHd. Bemnkum kommanisim I gonomarae macmraOy-
BaTU BUPOOHUITBO, aBTOMATU3YyIOUM CTBOPEHHS MOOIYHUX CIOKETHUX JiHIMH,
TECTyBaHHs OajaHCy KBECTIB 1 a[janTallill0 KOHTEHTY JJIsl PI3HUX PET10HIB.

[Tonpu Bci nepeBaru, Bukopuctanus LI y po3po0Oiii kBecTiB Mae CBOi Mpo-
onemu. Ilo-miepie, reHepaTUBHI MOJIENl 1HOAI CTBOPIOIOTH HEMOCHIOBHI a00
HEJIOT14HI CHOKETH, 110 NoTpedye perenbHOoro penaryBanus[3]. Tlo-apyre, LI
MOX€ BIJITBOPIOBATU IIAOJIOHHI PIIICHHS, sIKI HE 3aBX/U BIAMOBIAAIOTH 3ayMy
aBTOpiB. TakoX € eTUYHI MUTaHHs, MOB’13aH1 3 BukopuctanusMm L1 y TBopumx
pollecax, OCKUTBKH 1€ MOXE BIUIMHYTH Ha po0OOYl MICIS CIICHAPUCTIB Ta JH-
3aifHepiB. KpiM TOro, mTy4yHWW IHTENEKT HE 3aBXXIU BPAXOBYE KYJIbTYypHUU
KOHTEKCT 1 MOK€ T€HEpYBaTH KOHTEHT, 10 HE MIAXOAWTH JJisi TEBHUX ayaH-
TOPIM, IO TAKOXK MOTPEOYE JTOCHKOI MEPEBIPKH.

Po3pobka irpoBoro piBHS OYMHAETHCSA 3 (OPMYBAaHHS MPABUILHOTO 3aITH-
Ty st ChatGPT. CrioyaTky BU3HA4a€eThCs KaHp TpH, Y AKUH Oylie IHTErpOBaHO
KBECT, MOr0 TPUBAIICTh Ta MICIIE B 3arajbHIi CTPYKTYypi ctoxkery. Hampuknan,
skmio rpa € RPG, To BaXIMBO yTOUYHUTH, 9d Oy7e 116 OCHOBHHIA a00 APyTropsi-
HUN KBECT, a TAaKOXX HACKIJIbKM TJIMOOKO BIH NMOBHHEH BILJIMBATH Ha CBIT TPH.
[Ticnst oTpuManHs moyaTtkoBoro cieHapito Bif I #ioro HeoOXimHO AeTali3yBa-
TH, JOJABIIM OUIbIIE OMUCIB MEPCOHAXKIB, MOXKJIMBUX BapiaHTIB MPOXOKEHHSI
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Ta IHTEPaKTUBHUX EJICMEHTIB.

[Ticns mporo cTpykTypa KBecTy imruiemeHnTyetbest B Unreal Engine. Cro-
YaTKy CTBOPIOETHCS PIBEHBb 13 pO3TallyBaHHIM KiItodoBuX 00'ekTiB Ta NPC.
Jlam 3a momomororo Blueprint mporpaMyeThCsi JJorika BUKOHAHHS 3aBIaHb: aK-
TUBHI 30HH, TPUTEPU MOJiH, JIaJOTU Ta YMOBH 3aBEpIICHHs KBecTy. Buxopwu-
croBytoun LI nns o3pyuenns ElevenlLabs, nomarotees rosocu g NPC, mio
MIJICUITIOE IMepCcUBHICTh. OCTaHHIN eTan — TeCTyBaHHS, sIKe BKJIFOYAE MEPEBIPKY
KOPEKTHOCT1 JIOT1KH, OIIHKY OaJaHCyBaHHS CKJIAIHOCTI Ta KOPUTYBaHHS He-
joriuanx MoMeHTiB. IIII Takox Moke OyTH KOPUCHUM IS IIBUJKOT KOPEKIIii
JI1aJIOTiB, OIKCIB Ta HAJIAIITYBaHHS BapiaTHBHUX EJEMEHTIB Yy pa3l HeoO-
xigHocTi. 1le m03BosiE 3HAUHO MPUCKOPUTH MPOIEC 1ITEPATUBHOI PO3POOKU Ta
JOCSITTH BHCOKOT SIKOCTI KOHTEHTY.

[IITyyHuUii IHTENEKT € MOTY>KHUM IHCTPYMEHTOM JIJI1 CTBOPEHHS KOHIICTTIB,
CXEM 1 IIJIaHIB KBECTIB y BiJI€0irpax, 0COOIMBO Y JKaHpi poJiboBUX irop. Bin jo-
IoMarae po3poOHHKAM T€HEpPyBaTH YHIKalIbHI CIO)KETH, CTBOPIOBATH CKJIQJHI
HapaTUBHI CTPYKTYpU Ta POOUTH ITPOBUU JIOCBiA OUIBIN aganTUBHUM JI0 J1d
rpaBus. OnHAK, SK 1 OyJib-sIKa TEXHOJOTI, HOro BUKOPUCTAHHS MOTpedye Oa-
JIAHCY MK aBTOMATHU3AI[IEI0 Ta TBOPYUM KOHTPOJIEM.
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