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Visual novels, as a distinct genre of interactive art, play an important role

in modern culture, influencing literature, the video game industry, cinema, and
even education. They combine text, graphics, and music to create a unique nar-
rative experience that allows the player to actively influence the development of
the story. This paper examines how visual novels expand the boundaries of tra-
ditional narrative, contribute to the development of interactive art forms, and
change approaches to storytelling. In addition, their sociocultural impact is ana-
lyzed, in particular, on the formation of identity, moral choices, and users' inter-
action with modern digital media.

Bizyanbna HoBena — e popma 3aco6iB MacoBoi iHpopMallii, 1o 00'eIHyE
MMCBMOBHI TEKCT, Bi3yaJbHI 300paKE€HHS 1 My3uUKY. BoHU riIMOOKO BIIMBAIOTH
Ha Cy4YacHY KYJbTYpY, 3MIHIOIOYM METOIM PO3IOBII ICTOPIH 1 crocodu 3airy-
YeHHSI KOPUCTYBAYiB 10 KOHTEHTY. 3 moyaTky 2000-X poKiB 11 KaTeropis BUHU-
KJIa HE TUIBKU B IJ100aJIbHOMY MaciiTabi, ajie i B SmoHii, 3aBISKU TMOsB1 (-
POBUX 1HHOBAIIIH 1 MIIBUIIIEHOMY €HTY31a3My JJI IHTEPAKTUBHUX TBOPIB.

Bi3yasibHi KOPOTKI 1CTOPIi AO3BOJIAIOTH IPABISIM pOOUTH BUOOPH, 1100 3Mi-
HUTHU icTopito. Lle poOuTh ix OHUM 3 HAUBAKIIMBIIIMX IHCTPYMEHTOM JISI PO3-
BUTKY HENiHIITHOro HapaTuBy. Bimomi npoekTtu, Taki gk «Steins;Gate» ta «Doki
Doki Literature Club!», npoaeMoHcTpyBanu, K e KaHP MOXKE €KCIIEPUMEH-
TYBaTH 3 PO3MOBIIIIO, BKIIOYAIOYH METa-HAPATUBHI €IEMEHTH Ta 3J1aM 4YeTBep-
TOI CTIHU 3 €JIEMEHTaMHU TICUXOJIOTTYHOTO XOPPOpYy.

Ak 3a3navae J[3106a (2021), BizyanbHI HOBEJIHM CTBOPIOIOTH OAraTOBHUMIPHI
HapaTUBHI CBITH, 110 HAJIAIOTh KOPUCTyBadaM 3MOTY B3a€EMOJISITU 3 CIOXKETOM
yepe3 CKIaJHy CUCTEMY BHOOpIB 1 HachiakiB. Lle miakpectoe 3HaYCHHS JKaHPY
B IHTEPAKTUBHOMY MHCTELTBI, MOEIHYIOUH KJIACUYHI METOAM PO3MOBIi/I 1CTOPII 3
MOTOYHUM IU(PPOBUM MPOTPECOM. BINBIIICTh MOMYISPHUX BIACOIrOp, TakKi SK
Life is Strange ta Detroit: Become Human mo3u4aroTh MeXaHIi3MH 1 MPUHIIUAIIH
Bi3yaJIbHUX KOPOTKUX OIMOBIAAHb.

3a cnoBamu EBanca (2018), HaBiramiiiHi LUISIXH B BiZ€0Irpax, CTBOPEHUX 3a
JIOTIOMOT'010 Bi3yaJIbHUX HOBEJ, MOKa3ylOTh YCIIX HEIIHIMHOTO CLIEHAPIIO 1 MpH-
TATYIOTh TPAaBIIiB 3a JI0MOMOTOI0 1H/IMBIIyalbHUX BUOOPiB. BIIKB jxaHpy Takox
MIPOCTEKYETHCS Y MOMYJsIpU3allii TEKCTOBUX MPUTOAHULIBKUX 1rop Ta RPG, ne
BUOIp IpaBIls € KIIOYOBUM enemeHToM. Hampuknan, cepis «Persona» akTUBHO
BUKOPUCTOBY€E HAPATUBHI METO/IM Bi3yaJbHUX HOBEJ Y PO3BUTKY NMEPCOHAXKIB Ta
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noOyaoBi ictopii. Ile neMoHCTpye, 0 MEXaHIKH Ta €IEMEHTH HOBET MOXKYTh
3HAYHO MOKPAIIUTH ITPOBHUM JOCBIJ 1 3aTy4€HICTh KOPUCTYBAUIB.

BisyanbHi HOBENM 4acTO TOPKAIOTHCS BAXKIMBHUX COLIATIBHUX TEM, TaKUX SIK
oco0OucTa 1IEHTUYHICTD, ICUXOJIOTIUHI IPOOJIEMH, MOPAJIbHUN BUOIp Ta MIXKKY-
JBTYypHA B3a€EMOJIS. Y IIbOMY KOHTEKCTI JKaHp CTa€ ImIaT(HOPMOI0 TSl PO3TIISTY
CYCIUJIBHO 3HAYyIIUX MUTaHb 1 CTBOPEHHS 1HKIIO3UBHOTO KOHTEHTY. Nakamura
(2019) 3a3Hauae, 10 Bi3yaiabHI HOBEJIU JeAaii OuIblle OpieHTOBaHI Ha MpoobJie-
MU COIaJIbHOI CHPaBEUIMBOCTI, 0 POOUTH iX BaXKIMBUM THCTPYMEHTOM MJis
B1IOOpakKeHHS Ta MEPEOCMUCIICHHS COIlIaIbHUX HOPM Yy MUCTEIITBI.

Kpim Toro, Bi3yanabHi HOBEIM BIUIMHYJIM Ha (paHATCHKY KYJIBTYPY, CIIOHY-
Kalo4M JI0 CTBOPEHHS BJIACHUX 1CTOPiH Ta aganTamii. [lomynsapHicTh Takux 1ia-
ThopmM, sik Ren'Py, n103Bossi€e aBTOpaM-amMaTopaM CTBOPIOBATU BJIACHI BI3yallbHi
HOBEJH, 10 1€ OlIbIIEe PO3MIMPIOE KAHP Y TBOPUOCTI 1 CAMOBUPAXEHHS Y U~
dbpoBOMY IIPOCTOPI.

Bi3yasibHiI HOBEIM TaKOX 3HAXOASATh 3aCTOCYBAaHHS B OCBITI, I0NIOMararo4u
MOKpAIIMTH HAaBYaJIbHUI MpOLEC Yepe3 IHTEPaKTUBHI icTopli. BoHn cnpustoTh
BUBYEHHIO MOB, ICTOpIi Ta €TUKHU, [0 JIEMOHCTPYIOTh OCBITHI MPOEKTH Ha 0asi
bOro kaHpy. 3rigHo 3 gochikeHHsIM OkxyHs (2020), BUKOPUCTaHHS 1HTEpaK-
TUBHHUX CIOXKETIB CIpHUsA€ OUTbII TNIMOOKOMY 3aCBOEHHIO 1H(OpMaIlli CTyeHTa-
MU, OCKIJIBKHU JT03BOJISIE 3QTYyYUTH €MOLIIMHNUN 1HTEEKT 1 KPUTUYHE MUCIICHHS B
npoiieci HaB4aHHs. KpiM TOro, HapaTWBHUM MiAXiJ y Bi3yaJdbHUX HOBENaxX J0-
roMarae po3BUBATH €MIMATII0, KpUTUYHHUM aHaji3 Ta PO3yMIHHS CKIAIHUX COIIi-
abHUX CUTYaITIH.

BizyasibHi HOBENU € Ba)KJIMBUM >KaHPOM, 110 BIUIMBAE HA CYyYaCHY KYJbTY-
Py, PO3ILIMPIOIOYN MEX1 HApaTUBY, B3a€EMOJIIOUM 3 1HIIMMU BHUJIaMH MUCTEIITBA
Ta B1JIEOIFPOBOIO 1HAYCTPIEIO, @ TAKOXK CHPHUSIOUUA PO3BUTKY COLIAJIBHOI CB1JIO-
MOCTI Ta OCBIiTH. IXHili BIIIMB Oy/ie 3pOCTaTH Pa3oM i3 PO3BUTKOM TEXHOJOTIH Ta
MOIIUPEHHSM IHTEPAKTUBHUX (DOPM MUCTELTBA.
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