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This work is devoted to the application of generative artificial intelligence
tools in the development of visual novels. The relevance of the study is driven by
the high resource intensity of creating graphical and textual content for
independent developers. The paper proposes a methodology for integrating neural
networks into the production pipeline to generate concept art, backgrounds, and
assist in writing variable dialogues. The main focus is on maintaining a consistent
visual and narrative style throughout the game. The use of generative Al allows
for significant optimization of time and budget, reducing the development cycle
without compromising the final product's quality. This approach is highly
beneficial for creators seeking to improve their workflow.

Po3pobOka Bifeoirop y xKaHpi BI3yaJdbHUX HOBEJ, fAKI € Cy4YaCHUMH
CJIEKTPOHHUMH MYJIbTUMEIIMHUMU BUIAHHSMU, TPATUIIAHO BUMArae 3HaAYHHX
BUTpAT 4acy Ta ¢piHaHCOBUX pecypciB. Lle 3ymMoBieHo crnierudikoro xaHpy, siKui
CIIUPAETHCS] HA BEIUKUM 00CAT TpadiuHOTO KOHTEHTY ((OHOBI 300pa’KeHHS,
CHpaiiTu NepCcoHaXiB, IHTEp(delic) Ta po3radyx’eHy TEeKCTOBY ckianoBy [1]. dus
He3aJIeKHUX (1H]1) pO3POOHHKIB CTBOPEHHS TUCSY PAMKIB JI1AJIOTIB Ta JIECATKIB
YVHIKQJIbHUX LTIOCTPALli MOXE TPUBATU MiCSIl 200 pOKH. 31 CTPIMKUM PO3BUTKOM
TEXHOJIOT1 TeHepaTuBHOro mMTy4yHOro iHTenekTy (II) BuHMKIA MOXIHUBICTH
CYTTEBO ONTHUMI3YBaTH Il TIPOIIECH, 1110 BU3HAYAE BUCOKY aKTyaJIbHICTh JJAHOTO
JIOCIIIKEHHS.

Merta nociiiKeHHsI — BA3HAYEHHS Ta OOIPYHTYBaHHS €()EKTUBHUX IT1]IXO/IIB
70 1HTEerpauii 1HCTPYMEHTIB T€HEPaTHUBHOTO IUTYYHOI'O IHTEJIEKTY B MPOIIEC
pPO3pOOKH Bi3yaJIbHMX HOBEN ISl ONTUMI3ALli pecypco3aTpar 1HI1-pO3pOOHUKIB
py 30€peKEHHI €JMHOTO Bi3yaJIbHOTO CTHIIIO Ta HAPATUBHOI IIITICHOCTI TPH.

Bupimennsm mpoOiaeMu pecypcOEMHOCTI CTa€ IHTErpaiis Cy4acHUX
HEHpOMEepeKEBUX MOjIeNIel Oe3MocepeIHhO Y CTaHAAPTHUN MaNTIIaiiH PO3pOOKH
BI3yaJIbHOI HOBENU. SIK OCHOBHUN I1HCTPYMEHT JJisi CTBOPEHHS Bi3yaJIbHOI
CKJIaJI0BO1 (KOHIIETIT-apTiB Ta (POHOBUX 300pakeHb) JOIIJILHO BUKOPUCTOBYBATU
reHepatuBHi Mojeni Audy31HHOTO TUIy. ['OJIOBHUM BHUKIUKOM MPH I[HOMY
3aJIMIIAETHCS 30€peKEHHST €AMHOTO BI3yaJdbHOTO CTWIO rpu. Lo mpobiemy
MPOMOHYETHCSI BUPIIIYBATH LUISIXOM BUKOPUCTaHHS (PIKCOBAHMX MapaMeTpiB
reHepaiii (seed), HaB4yaHHS BiacHUX cCTwICTUYHUX Mojened (LoRA) Ta
3aCTOCYBaHHS 1HCTPYMEHTIB MPOCTOpoBOro KoHTpoito [2]. Takuit migxina
JIO3BOJIIE OTPUMYBATH KOHCHCTEHTHI JIOKAIlli Ta TEPCOHaXIB, SKI YITKO
BI/IMOBIAIOTH 3arajlbHOMY XY0KHBOMY 33]IyMYy.
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[Iono TekcToBOi ckiamoBoi, Benuki MoBHI mojeni (LLM) Buctymaroth
e(pEeKTUBHUM JIOTIOMI>KHUM 1HCTPYMEHTOM JIJIs1 HATIMCAHHS Bap1aTUBHUX J1aJIOT1B.
I Gepe Ha cebe poib «CHiBaBTOPa», KU T'eHEpye albTepHATHUBHI BapiaHTH
BIJIMOBIIEH TEPCOHAXIB, JOMOMArae JOTIYHO CTPYKTYPYBaTH pO3TaNTyKCHHS
CIO)KETHUX JIIHIN Ta MATPUMYBATH 3a1aHui Xapakrtep (tone of voice) repois [3].
[Ipy 1bOMY KPHUTHYHO BaXKIMBHM €TallOM 3aJIMIIAETHCS pydHA MOJEparlis,
pemaKTypa Ta ajanTarlis 3reHepOBAHOT0 KOHTEHTY PO3POOHUKOM JIJISl YHUKHEHHS
JIOTTYHMX HECTHUKOBOK Ta 30€peKEeHHS eMOIIIHOT TTMOUHHM 1CTOPIi.

[TopiBHsITbHA OIlIHKA PECYPCOEMHOCTI TIPOIECY CTBOPEHHS Bi3yaJIbHOI
HOBEJIM TIOKa3ye, 110 IMIIEMEHTAIlisl HeHpoMepek HalOUIbIlle ONTUMIZYE eTaru
reHepailii poHiB Ta KOHIIENT-apTiB, K HABEJICHO HA PUCYHKY 1.

200

$omoE] sofpaseHER Copaiits 12 CG-apte Hammcamss giagorie  [IporpaMyEaHsd Ta CEPHOTHE
B Tpagsmifna pospodEa PospoGEa 3 suEopHCcTammas [T11

Pucynox 1 — [lopiBHSIHHA BUTpAT 4acy Ha pO3poOKy Bi3yaabHOI HOBEJIU
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3 HaBeJECHO1 CTATUCTUKHU NOMITHO, BUukopuctanHs LI no3Bosnsie 3meHmmTu
yac Ha CTBOPEHHA TpaiuHHUX pecypciB Maiike BTpHUUl, a 4ac HA HAIHUCAHHS
nianoriB Ta mporpamyBaHHs — Ha 30-50%.

BropoBamkeHHsT JaHHOTO  KOMIUIEKCHOTO — MIAXOMy  JO3BOJISIE  1H[II-
PO3pOOHMKAaM 3HaYHO CKOPOTUTH TPHUBAIICTh BUPOOHUYOTO IUKIY Ta 3HUKUTH
¢inancoBi ButTpath. Bukopucrtanns LI 3BuIbHA€ pecypcu Biag HaHOUIbII
00'€eMHO1 YacCTUHU POOOTH, JO3BOJIAIOYM ABTOPY 30CEPEAMTHCS Ha PEXKUCYDI,
reiMIn3aiHi Ta ONpalfoBaHHI KJIIFOUOBUX CIOKETHUX TOBOPOTIB. Y pe3yJbTaTi 1€
3HIDKYE TIOpIT BXO/DKEHHS B 1HAYCTPIIO pPO3pOOKH 1rop Ta IiJBUIILYE
KOHKYPEHTOCTIPOMOKHICTh HE3aJIeKHUX IPOEKTIB HA PHUHKY, 3a0e3medyrouu
BHUCOKY SIKICTh KIHIIEBOTO MPOAYKTY MIPU MEHIIIMX BUTpATaX.
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