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The study examines the integration of three-dimensional environments into
visual novels as a way of expanding narrative space and enhancing player
immersion. It focuses on the use of 3D scenes instead of traditional static
backgrounds and analyzes how spatial composition, lighting, and camera
perspective influence the perception of interactive storytelling. The article also
considers the principles of environmental storytelling, where elements of the
game environment convey additional narrative meaning. As a practical example,
the author’s visual novel project “Temple of the Countdown™, created for the
Ukrainian Micro Visual Novel Jam, is discussed, demonstrating how a three-
dimensional environment can function as both a visual and narrative element in
the structure of a visual novel.

VY cydacHif 1HAYCTpii BiJICOIrOp BaXXJIMBE MICIIe IOCIIaIOTh HAPATHBHO
OpIEHTOBaHI IHTEPAKTUBHI (OPMATH, CEpe]] IKUX OCOOIMBO MOIIMPEHUM € JKaHP
Visual Novel. BizyanbHi HOBEJNM MOEAHYIOTH JITEPATYPHUN TEKCT, 300pakeHHS
nepcoHaxiB, (GOHOBY rpadiky Ta 3BYKOBHM CYNpoOBiI, GopMyroun crerupiuyny
dbopMy 1HTEpaKTUBHOTO OMOBiJaHHs. ['paBelb B3aeMOJIE 3 ICTOPIEI0 yepes fia-
JIOTH Ta CHCTeMYy BHOOpIB, IIO BIUIMBAIOTh HA MOAAIBLINN PO3BUTOK CIOKETY.
Bomnodac TpanuiiiitHa CTpyKTypa IIbOTO JKaHPY 3A€O0UThIIOT0 0a3yeThCs Ha BU-
KOPHUCTaHHI CTATUYHHUX JBOBUMIPHHUX (POHIB, sIKI BAKOHYIOTH POJIb IPOCTOPOBO-
r0 KOHTEKCTY JUIsl MOJ1{ 1CTOPI.

OnHak po3BUTOK HU(GPOBUX TEXHOJOTIH 1 Cy4aCHUX 1HCTPYMEHTIB TPUBH-
MIpHOi rpaiku MOCTYMOBO PO3IIMPIOE MOXKIMBOCTI Bi3yali3allii irpoBoro mpoc-
TOpy. Y 1bOMY KOHTEKCTI 1HTErpallisi TPUBUMIPHOTO CEPEAOBUIIA Y CTPYKTYPY
BI3yaJIbHUX HOBEJ MOXXE PO3IJISAATHCS SIK MEPCIEKTUBHUN HANpsSM PO3BUTKY
IHTEPAKTUBHOIO CTOpiTeNiHry. Bukopucranus 3D-ciieH 103BOJIsIE CTBOPIOBATH
O1IBII CKJIQJHUI MPOCTOPOBUI 00pa3 irpoBOro CBITY, HK TPaJAMIIIAHI CTaTUYHI
dbonu. 3aBasku TIMOUHI MPOCTOPY, OCBITICHHIO Ta KOMITO3UIIIT 00’ €KTIB TPUBH-
MIpHE cepeJoBHIIe 3/1aTHEe (hopMyBaTU aTMochepy CIIEHH Ta IiJICHJIFOBAaTH €MO-
IHHE COPUNHATTS MOIIH.

BaxxnBoro 0co0IUBICTIO TPUBUMIPHOTO CEPEIOBUIIA € TAKOXK MOXKIUBICTD
3MIHM paKypciB Kamepu Ta mnepcrnekTuBu. Pyx abo 3MiHa MOJOKEHHS KaMepH
JI03BOJISIE aKLIEHTYBATH yBary Ha IMEBHUX JETasAX CLEHHU, MIAKPECIIOBATU Jpa-
MaTHU4HI MOMEHTH Ta CTBOPIOBATH €(EKT MPUCYTHOCTI Y BIpTyaJIbHOMY MPOCTO-
pi. TakumM YMHOM TpaBellb CIPHUIMAE ITPOBUI CBIT HE JIMIIE Yepe3 TEKCT 1 30-
OpakeHHs IEpPCOHAXIB, ajie i yepe3 CTPYKTypy camoro cepeaoBuia. [lonioHmit
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MIJX17] OB’ s3aHUM 13 MpUHIMIaMu environmental storytelling, konu eneMeHTH
MPOCTOPY MICTATh JOJATKOBY 1H(OpMAILIiO MPO CBIT IpH, HOTO ICTOPIO Ta CUM-
BOJIIKY.

[TpakTHYHUM TPHUKIATIOM BUKOPUCTAHHS TPUBHMIPHOTO CEpEIOBHINA Y
CTPYKTYp1 Bi3yaJIbHOi HOBEJIM € aBTOPChKUI MpoeKT «XpaM Bimmiky», cTBOpe-
Hull y Mexax TBopyoro 3axony Ukrainian Micro Visual Novel Jam. ¥V mexax
BOTO TPOEKTY OYJI0 pO3pO0JIEHO TPUBUMIPHE CEPEIOBUIIE XPaMOBOI'O MPOCTO-
Py, SIKe BUKOHYE BaXJIHBY pojb y (hopmyBanH1 atMochepu omoBifl. CroxkeT HO-
BEJIU PO3TOPTAETHCS HABKOJIO MEPCOHAXKA, SIKUM i 4ac OypeBi0 3HAXOAUTH Ta-
€MHHUYUN XpaM 1 BCTyNAa€ y CBOEPIAHY Ipy 3 HOTO MEHIKAHIEM — CTaXXEPOM, 1110
MIPE/ICTABIISIE OJIHY 3 YaCTUH O0XECTBEHHOI CyTHOCTI. [IpocTip Xpamy BucTymae
HE JIMIIe MICIeM MOJ1i, ajie i CUMBOJIIYHUM CEPEIOBHIIEM, Y SIKOMY Bi0OyBa-
€ThCS BUOIP 1 TOYMHAETHCS BIJIIK JOJI1 IEPCOHAXKA.

3acTocyBaHHS TPUBUMIPHOI MOJEII XpaMy JT03BOJIUIIO CTBOPUTH aTMOC(e-
Py BIIOKPEMIJIEHOCTI Ta MICTUYHOCTI Ye€pe3 BUKOPUCTAHHS OCBITIEHHSA, TIHEH 1
KOMITO3HUIIII apXITEeKTYpHUX eleMeHTiB. KoHTpacT Mk TeMpsiBOKO OypeBito 3a
MeXaMHU XpaMmy Ta CBITJIOM yCEpEIuHI MIJKPECTIOe€ HAPATUBHUN KOH(MIIIKT MK
XAa0THUYHUM 30BHIUIHIM CBITOM 1 BHYTPIIIHIM IpocTopoM BHOOpY. IIpocTopose
plleHHs ClieHH (POpMy€e KOMITO3ULIIMHUMN 1IEHTp, KU MPUBEPTAE yBary rpaBIlst
Ta CIPSIMOBYE CIIPUHHATTS MoAiid. BongHouac cepeoBuilie B3aEMOJIIE 3 Jianora-
MU TIEPCOHAXKIB 1 MITPUMYE TpamMaTyprito 1CTopii.

Kpim Toro, TpuBHMIipHE CcepeloBHIIE A03BOJISIE IHTETPYBATH JIOJIATKOBI Bi-
3yajbHI eIeMEHTH — e(DEeKTH CBITIIa, aTMOC(EPHI AeTalll Ta CUMBOJIIUHI 00’ €KTH,
110 MiACUIIOIOTh €MOIIIHE CHOPUMHSTTS CLUEHU. TakuM YMHOM MPOCTIp Xpamy
cTa€e He Jnuie (OHOM IS J1ajloriB, a i BaXJIMBUM €JIEMEHTOM OIOBI/I, 1110 J10-
MIOMara€e po3KpUTH 1/1€10 HOBEIM Ta MiICKIIIOE 1i XyI0KHIO BUpa3HicTh. [leTans-
HIIIE PO CTPYKTYPY Ta XYAO0XKHI OCOOIMBOCTI IBOTO MPOEKTY MOKHA 3HAUTH Y
BIJIIOBITHOMY OTIMCI aBTOPCHKOI Bi3yaJIbHOT HOBEJIH.

Omxe, 1HTErpamiss TPUBHUMIPHOTO CEpPEIOBHINA y CTPYKTYpPY Bi3yaJdbHHX
HOBEJI BIAKPUBAE HOBI MOXKJIMBOCTI Ui PO3BHUTKY >kaHpy. Bukopucranus 3D-
IPOCTOPY JT03BOJISIE CTBOPIOBATH OUIBII aTMOc(epHi Ta IUIICHI ITPOBI CBITH, Y
SKUX CEpEIOBHILE BUCTYNAE BAKIMBUM €JIeMEHTOM HapaTuBy. [loegHanHs Tpa-
JTULIHHOT CTPYKTYPH Bi3yaJbHOI HOBEJIM 3 MOMJIMBOCTSIMH TPUBUMIPHOI I'padiku
cripusie GopMyBaHHIO HOBUX ITIJIXO/AIB JI0 IHTEPAKTUBHOTO CTOPITEIIHTY Ta XY-
JOKHBOTO JU3aiiHy UGPOBUX 1TOpP.
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