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This article examines Ren’Py as a tool for developing multimedia
publications in the format of interactive narratives. It explores the engine’s
structure, key components, and scripting capabilities, highlighting its advantages
for creating nonlinear stories. The paper discusses the accessibility of Ren’Py
for users with minimal programming experience, its built-in debugging tools,
and support for cross-platform development. Attention is also given to the
engine’s limitations, particularly its focus on 2D static images and text-driven
interaction, as well as the challenges of expanding its functionality beyond
visual novels. The study evaluates the potential of Ren’Py for adapting literary
works into digital formats and considers its suitability for experimental
multimedia projects.

BizyanbHi HOBENmM € TMOMUPEHOI (OPMOIO IHTEPAKTUBHUX BUIAHB, SKI
MOEHYIOTh TEKCT, TpadiuHi 300pakeHHs, ayJiOCYNpOBIA Ta MeEXaHI3MH
NPUAHSTTS pilieHb. Taki BUJAHHS JO3BOJISIIOTH HE JIMIIE CIPUMMATH ICTOPIfO, a
1 BIUTMBATH HA 1i PO3BUTOK, IO MIJCUIIIOE 3aTy4eHICTh KOPUCTYBaYiB Ta CIPHSIE
nepcoHaizaimii B3aemoii [1].

BizyanbHi HOBEM MarOTh XapaKTEpHY KOMIIO3UIIIO €KpaHy, IO BKIIOUYAE
¢oH, AKuUW BU3HAYae Micle MOAIN, 300paKeHHs MEPCOHAXIB, SIKI 3MIHIOIOTH
BUpa3d Ta MOJIOKEHHS 3aJIe)KHO BlJ CLIEHApIil0, a TaKOX TEKCTOBE IOJE, 1€
B1JI0OpaXkaloThCsl PEIUTiKA repoiB abo HapaTuBH1 BcTaBkU. Ha puc. 1 HaBeaeHo
TUTNOBUM Tpukian iHTepdeiicy BidyanbHoi HOBenu. DoOH 3amae cepeaoBHIIE
CUEHHU, y IEHTPl PO3MIIIYIOTbCS MEPCOHAX1, a BHU3Y — TEKCTOBE IMOJE, IO
MICTUTB J1aJIOTH Ta 1M’ Teposi, IKUH TOBOPHUTb.

Ren’Py — onun 13 HalnmomyJsIpHIIMX PYIIiiB JJisl CTBOPEHHS BI3yaJIbHUX
HoBeJ. Bin OyB po3poOnenuii y 2004 poui Tomom «PyTom» Portamernom 1 3
TOr0 4Yacy aKTHBHO OHOBIIOETHCA. MOro OCHOBOIO € 6ibmioTexa pygame, 1o
BUKOPHUCTOBYE MOBY mporpamyBaHHsi Python. 3aBasku migrpumui Windows,
macOS, Linux Tta Mo6u1bHUX TIaTdGopM Ren’Py € rHydYKuM cepeloBHILEM IS
KpocriaThopMeHOoi po3poOKH.

dynkuioHanbHo Ren’Py MokHa po30UTH Ha TpU TaKUX KOMIIOHEHTH [2].

1. Menemxep mnpoekTiB (Launcher) — 3abe3neuye kepyBaHHs (aitnamu,
CTBOPEHHSI HOBUX MPOEKTIB, pearyBaHHs CIEHAPII0 Ta KOMIIUIALII0 KIHIIEBOTO
MPOJIYKTY.

2. Cuenapuwuii Mmomynb (Script files) — MICTUTB KO 13 PO3IIUPEHHSM .IPY, Y
SIKOMY OIHCYIOTBCS JiaJIOTH, CIICHH Ta irpoBa jorika. Foro MoxHa peaaryBart
y OyJIb-IKOMY TEKCTOBOMY PEAaKTOPi.
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3. AynioBi3yaiqbHi KOMIIOHGHTH — BKJIIOYAIOTH rpadiuHi Martepiaim,
aHIMaIlilo, MY3WYHUI CyOpoBi Ta 3BYKOBI edekTu, 1m0 3a0e3MeuyroTh
atMoc(epy IHTEpaKTUBHOI'O BUAAHHS.

1IboTo pa3y TH caMa MeHe 3aMpocHIIa.

Tazag TlponycTHTH TleroeiyTaopenma JeeperTh Tnuii
Pucynok 1 — XapaktepHa KOMIIO3HUIIisl €KpaHy Bi3yallbHOI HOBEJIH
Ha MPUKIIAJl YKpaiHChKOi rpu «Po3uapoBaHi»

Opniero 3 romoBHux mnepeBar Ren’Py € mpoctora ocBoeHHS A
KOpUCTyBauiB 0e3 TIMOOKMX 3HaHb nporpamyBaHHa [3]. Bin migTpumye
CTBOPEHHS SIK JIHIMHUX MYJIbTUMEIIMHUX I1CTOpiN (KIHETUYHUX HOBEN), TaK 1
CKJIQIHIIIMX 1HTEPAKTUBHUX BHUJAHb 13 HEIIHIMHOIO CTPYKTYpPOIO, CHCTEMOIO
3MIHHUX, PO3Taly>KEHUMU CIICHapisIMU Ta allbTepHATUBHUMU (iHanamu. Ren’Py
Ma€ aKTUBHY CIUJIBHOTY PO3POOHUKIB, KA HAJa€ JOCTYI JI0 TOTOBUX PECYPCIB,
KOJIOBHX MOJYJIIB Ta HABYAJIbHUX MaTepiaiB.

Crpykrypa pyuiis nepeadadae IHTErpamio TeKCTy Ta KOAYy B €AuHI daiiiu.
bazoBuil maker MiCTUTh JAeMOHcCTpauiiHuil npoekT «The Question», 1O
BUKOPHUCTOBYETHCS 711 O3HAMOMJIEHHS 3 OCHOBHUMHU KOMaHJIaMHU CIIEHapHOI
MOBH, TakuMH sK label, if, show, menu [4]. Lli komanau, pa3om 13 JOAATKOBUMH
IHCTpYKLisiMU, (GOpMYyIOTh BOyJ0BaHy clieHapHy MoBy Ren’Py, monermryroun
po0oTy 3 Jianoramu, 300paXe€HHAMU Ta IHTEPAKTUBHUMH €JIEMEHTaMU.

®opmar HanucaHHs cueHapiiB y Ren’Py mnependavae mnpsme BHECEHHs
TEKCTY, J1aJIoTiB, BapiaHTIB BUOOPY Ta MyJIbTHUMEIIMHOTO KOHTCHTY y KOJI PYIIIis.
3amyck MpoekTy B cepedoBuinl Ren’Py mo3Boiisie MUTTEBO mepeBipsATH BHECCHI
3MiHH, IO CIIPHSE MIBUIKOMY TECTYBaHHIO Ta BUTIPABICHHIO TOMIIIOK [5].

Jlnst penaryBanHsi cuieHapHux ¢aiiniB Ren’Py minrpumye mmpokwuii BuOip
nporpamMHux 3aco6iB. Kpim BOymoBanux penaktopiB Editra Ta jEdit,
KOPHUCTYBadl MOXYTh TpAIIOBAaTH Y CHEIlali30BaHUX CEPEJOBUINAX, IO
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MIATPUMYIOTH cuHTakcuc Python, Hanpuknan, Takux sk VS Code, PyCharm a6o
Sublime Text. BaxinBo BpaxoByBaTu 0COOJMBOCTI (POPMATYBAHHS KONy, aJKe
HaBITh HE3HAYHI MOPYIIEHHS BIICTYIIIB MOXKYTh COPUYMHUTH OMMWIKH [5].

[Tonpu cBoi nepeBaru, Ren’Py Mae neBHi oOMexxeHHs. Bin opieHTOBaHUi
Ha po0OTY 31 CTAaTUYHUMHU 300paxKEHHAMU, TOMY ckiaaHa 3D-animalis BuMmarae
CTOPOHHIX pilmeHb. Takoxk, CTaHAApTHI MeEXaHI3MU pyllis mnepeadavyaroTh
MEPEBAKHO TEKCTOBY B3a€MOJI1I0, TOMY CTBOPEHHS CKJIQJIHIIINX 1HTEPAKTUBHUX
€JIEMEHTIB MOoTpedy€e T0AATKOBOTO MporpaMyBaHHs. MyJnbTUMEA1HHI BUIAHHS 3
BEJIMKOIO KUIBKICTIO KOHTEHTY MOKYTh BUMAaraTu ONTUMI3allli MPOAYKTUBHOCTI.

3 ornany Ha 1l ocobauBocTi, Ren’Py MoxkHa po3risgatu sk epeKTUBHUM
3aci0 s po3poOKH MYJIBTUMEAIMHUX BUJAHb, L0 TMOEJHYIOTh TEKCTOBI
Marepialii 3 ayJiOBI3yaJlbHUM HANOBHEHHSIM Ta €JIeMEHTaMH HEIIHIMHOL
po3moBii. Moro BUKOPHCTaHHS € MEPCIEeKTHBHAM JUIS aJaNTallil JiTepaTypHUX
TBOpPIB y wmudppoBomMy QopmMari, CTBOPEHHS IHTEPAKTHUBHUX HApaTUBIB Ta
peamizaiii e€KCHEPUMEHTAIIbHUX  MYJIbTUMEIIMHUX MPOEKTIB. BoaHouac
e(DEeKTUBHICTh pYIIIisSg 3HAYHOIO MIpPOI0 3aJICKUTh BiJI BIAMOBIIHOCTI HOTO
MOXJIMBOCTE  BUMOraM  KOHKpeTHoro mpoekty. CniuibHoTa  Ren’Py
30CepeKeHa IEPeBAKHO Ha PO3POOITl KIACHIHUX Bi3yaldTbHUX HOBEI, IO MOXKE
0OMEXyBaTH JOCTYIHICTh TOTOBHX PIMICHB IS PO3MIUPEHUX MYJIbTUMETINHUX
CIIEHaPiiB.
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