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AHomauisi. Y pobomi docniOxeHO 86rnue KosipHOI namimpu ma oceimieHHs Ha eMouiliHe
crnputiHammsi gi3yanbHuUXx Hoeesn. OnucaHo memodu onmumisauii epachiku dyepes npozpamHi pinsmpu ma
3MiHy KonipHOi memnepamypu. [JogedeHO, WO yrnpaesiHHA KorbopoM egheKkmusHO ¢hbopMye igposy
ammocghepy ma cymmeso 3HUXYeE sumpamu Ha po3pobKY.

Knrouoei cnoea: sisyanbHa Hogerna, yrpaesiHHS KoslbOpOM, eMOUiliIHUU QOH, epagbivHul du3aliH, iHOi-
pospobka, UI/UX.

CyvacHi Bi3yanbHi HOBENMM € >XaHPOM BIiOEOIrop, SAKUMW HaNBINbLLLIOK MIpPOKo
NnokKnagaeTbCs Ha BidyarnbHY Ta TEKCTOBY CKIagoBi A4S po3kputTa croxety [1]. Ha BigmiHy
Big 3D-irop [7, 8], Ae oOcCBiITNeHHs Ta aTMocepa MOXYTb reHepyBaTUCS OUHAMIYHO B
peanbHOMY 4aci 3a OOMOMOroK CydacHUX cuctemMm penaepuHry, 2D-HoBenn nepeBaXkHO
BUKOPUCTOBYIOTb CTaTU4YHiI 300paXKeHHs: HamManboBaHi (POHW, CNpanTn MNEepcoHaxiB Ta
CG-aptu [9]. Ansa He3anexHuX (iHai) po3p0BHMKIB CTBOPEHHS BESMKOI KiNbKOCTI YHIKanbHMUX
dOOHIB 41151 KOXXHOT OKPEMOT CLIEHWN € HaA3BUYaNHO PECYPCOEMHUM 3aBAaHHAM. BupileHHaM
uiei npobnemmn cTtae BUKOPUCTAHHS TEXHIYHOMO YrpaBriHHA KOSIbOPOM Ta OCBITNIEHHAM $IK
OCHOBHOrO IHCTPYMEHTY POPMYBaHHSA €MOLINHOIO (POHY.

MeTolo [JocnigpkeHHss € aHania MeToA4iB BMKOPUCTaHHSA KOMIpHOI nanitpy Ta
CBITNOTIHLOBUX €e(eKTiB A1 CTBOPEHHSA HeobXigHOT ncuMxonoriyHoi atmocdepn 'y
BidyanbHMX HOBeNax Asns onTuMisauil BUTpaT Ha po3pobKy rpadidyHOrO KOHTEHTY.

Konip € noTy>xHum ncmxonoriyHum Tpurepom [10], 3gaTHMM NiagcBigomMo BnnMBaTu Ha
CMPUAHATTA rpaBueM irpoBoi cuTyauil [2]. 3amicTb MantoBaHHA OKpeMux OHOBUX
300paxeHb ANns pi3HMX eMOUIMHUX CLEH, PO3POOHMKM MOXYTb 3aCTOCOBYBATU MPOrpamMHi
GINLTPU, MacCKM OCBITIIEHHS Ta CUCTEMWU KONbOPOKOPEKLUii 6e3nocepeHbo B pyLlil rpu
(Hanpuknag, Ren'Py abo Unity). MoxHa BUOIiNnTK Kifilbka OCHOBHMX MNiAXo4iB 4O YNpaBniHHSA
eMOUiiHUM OOHOM Yepes Konip.

1. 3MiHa KosnipHOT TemnepaTypw.

Tenni BIiATIHKM (KOBTUK, NOMapaH4yeBUA) TPaOuLIMHO BUKOPUCTOBYKOTLCA ANs
CTBOPEHHS BigyyTTa 3aTuLKy, 6e3nekn abo pomaHTukm [4]. HaToMicTb 3MileHHa nanitpu
nokauii B XonogHWn (CUHIK, LiaHOBMI) CNEKTP MUTTEBO CTBOPKOE aTMocdepy BiaYYXEHOCTI,
TpuBorn abo cMmyTKy 6e3 HeObBXiAHOCTI NepemManboByBaTK caMy KiMHATY Yn Nensax.

2. KoHTpacT Ta HaCUYeHICTb.

3HMWKEHHS 3aranbHOI HACMYEHOCTI (gecaTtypauisi) fokauil 4O3BOSISIE aKUeHTyBaTu
yBary Ha BHYTPILLHIX NepeXnBaHHAX NepcoHaxa, nokasaTu Noro BUCHaXXeHHs abo nepegatu
ctaH genpecil (puc. 1). BogHoyac pi3kuii KOHTPAcCT i3 BUKOPUCTAHHAM MMBOKNX YEPBOHUX
abo0 TEMHMX TOHIB € KNacM4YHMUM NPUMOMOM NS cueH Hebesneku, KynbMiHauil abo xoppop-
ernemeHTiB [5].
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PucyHok 1 — BukopucTtaHHsa edbekTiB gecatypadil Ta 3MiHW KOHTpacTy Ansa TpaHcdopMalii eMouiiHOro
CNpUHATTA cueHn (Ha npuknagi rpy «Doki Doki Literature Club!»)

3. ImiTauis AMHaMiYHOro OCBITNEHHS.

BukopucTaHHAa HaniBnpo3opux WapiB 3 pexxmmamMu HaknagaHHs (Hanpuknag, Multiply
abo Screen) gos3Bonse iMiTyBaTV pi3HMA Yac Oobu (CBiTAHOK, NonyAeHb, 3axig COoHUS,
rmmboka Hi4v) Ha ogHoMy 6asoBomy 306paxkeHHi (puc. 2) [6]. Lie He nuLwe cyTTeEBO EKOHOMUTb
GromKeT, ane n CTBOpOE epekT NAIMHHOCTI Yacy, Wo 36inbluye 3aHypPEeHHS rpaBLs B ICTOPILO.

PucyHok 2 — lMNpuknag imiTauii AnHaMiYHOro ocBiTNEHHs

[paMOTHE BWMKOPUCTaAHHA UMX IHCTPYMEHTIB O03Bonde BMOyaoByBaTW BidyalibHUN
HapaTuB, KM NPaLOE NMOBHICTIO CMHXPOHHO 3 TEKCTOBMM cLieHapieM. Konu konipHa rama
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HENOMITHO abo pi3KO 3MIHIETBCS BIAMOBIAHO OO PO3BUTKY CHOXKETY, rpaBelb OTPUMYE
3Ha4yHO MMUOLWIMI Ta UinicHIWKA emouinHun gocsia [3].

MpoBepeHun aHania p[osBonse BUOINUTX  nigxoan OO OPMYBaHHA irpoBOI
atmocdepn 6e3 3HayHux BuTpat. [Ans 3atuwky (Slice of Life) BapTo BuKopucToByBaTH
nacternbHy ramy Ta Tenni insTpu. Y Tpunepax gouifibHO 3MillyBaTu KOMipHY TeMmnepaTypy
B XOSTOQ4HUI CNEKTP i3 rmmbokmumm TiHaAMM ansa cacnexcy. [lecatypauis (ao 80%) ontumaneHa
Ansa Bisyanisauii eMoUiMHOI i3oNn4uii nepcoHaxiB. B eKWH-cueHax NoeaHaHHA TeMpPSBU 3
SACKPaBUMM aKLleHTaMu CTBOPOE HeobxigHy Tpusory. CnpssMoBaHe OCBITIIEHHSA BUOKPEMITHOE
ctokeTHi  oB’ekt,  3anobiraloum  BidyanbHOMY  nepeBaHTaXeHH.  [MHamivHa
KONbOPOKOPEKLia 3abe3neyye nnaBHICTb nepexogiB, pobnauum Hapatue uinicHum. OTxe,
ynpaBniHHA KOSIbOPOM CTpaTeriyHoO ONTUMI3ye po3pobKy Ta Ao3Bonsie haxoBO KepyBaTu
eMoUiHMM O0CBIgOM rpaBus.
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