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This work is devoted to the use of imagebutton as a means of interactivity
in visual novels developed with the Ren'Py engine. The main features of the im-
agebutton function, its properties, and applications for enhancing player interac-
tion with the game world are considered. A comparison with imagemaps has
been conducted, highlighting the advantages of image-based buttons in creating
a dynamic and intuitive interface. Examples of imagebutton usage for interactive
choices, environmental exploration, and storyline impact are provided.

3 KOXKHUM POKOM IrpoBa IHIYCTpisi IPOMOHYE BCE OLbIE 1HCTPYMEHTIB
JUIsL CTBOPEHHS 1HTEPAKTUBHOTO KOHTEHTY, L0 CIpHUs€E TIUOLIOMY 3aHYpPEHHIO
rpaBiiiB y croxeT. OTHUM 13 TAKMX THCTPYMEHTIB € imagemaps — rpadiyuni Marm,
Kl YacTO HEJOOIIHIOITh Y KOHTEKCTI Bi3yalibHMX HoBel. ['padiuni
Maru(imagemaps) — 1e NoTyXHHUH MEeXaHi3M, IO JT03BOJISIE CTBOPIOBATH 1HTEpa-
KTUBHI 300pakeHHsI, Jie TIeBHI 00JIaCT1, SK1 11e Ha3UBAIOTh rapsidi TOUKH, peary-
I0Th Ha KJIIKM KOPHUCTYBaua, 1HII1F0I0YM BUKOHAHHS 3a/IaHHUX JiH.

barato xTo BBaXkae, 1110 MOAIOHUIA MEXaH13M NOTPIOEH JIMILIE I peaizaiii
HaBITaI[IMHUX KapT, TPOTE€ MOr0 MOKJIMBOCTI 3HA4yHO IMpiii. Imagemaps mo-
KYTh BUKOPHCTOBYBATHCS SIK aIbTEPHATHBA TPAIUIIHHUM KHOIIKaM, CTBOPIOIO-
9y ORI IHTEPAKTUBHUYN Ta €CTETUYHO NpUBaOIMBHUI iHTEepdeiic. Bonn momo-
MararmTh TPaBIEBI Kpalle B3aEMOJISATH 3 ITPOBUM CBITOM, poOJsdYM BHOIp
IHTYITUBHIILMM Ta OUIbII eMOIiitHO 3amydeHuM. [Ipunuun aii rpagiyHUX Mam B
pymrii ren’py 3o0paxeno Ha puc.l. Came Ha IIbOMY NPHUKIIAII 300paxKeHO, K
MO’KHA 3aMIHUTH 3BUYAlHE HAJAITYyBaHHS T'YYHOCTI MY3UKH, TUM CaMHM 3pO-
OUB 10T0 OLITBIT IHTEPAKTUBHUM.
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screen volume_imagemap_auto_example():
imagemap: ‘
xalign 0.5 ypos 50
auto “imagemap volume %s*

hotspot (237, 171, 126, 50) action Return(True)
hotbar (51, 96, 498, 52) value Preference("ry4HicTs My3uku®)

Pucynok 1 — imagemap ass HanamTyBaHHS Ty4HOCTI
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Puc.1 B HamoMy BUIaJKy IMpaltoe, K claiaep, abu 3MEHIIUTH a0 30171b-
IIUTH TYYHICTH Tpeba mpocTo KIikHyTH Ha mkary (hotbar) Ta mposectu no Hiii
MUIIKOI0. A 17151 TOTO, abu 3adikcyBaTH T'yYHICTh Ha TIEBHOMY piBHI, Tpeba Ha-
TUCHYTH Ha kKHOmnKy done (hotspot), Ha prCYHKY BHJIHO KOOPJIUHATH KOXKHOTO 3
HUX, BOHU 3aJIal0ThCS ISl BU3HAUEHHS MICIISA TTOJIOKEHHS Ha €KpaHi KHOIIKHU Ta
camoi mkamu. OHAK 1HOAI 11e HE 30BCIM 3PYYHO, BUMIPIOBATH KOXHY KOOPIIH-
HaTy B PY4HY, TUM I1a4ye, 110 BOHA Ma€e OyTH JIUIIE KBaPaTHOI a00 MPSIMOKYT-
HOI0. A TakoX € IIle OJMH MIHYC TpadidyHUX Mar, a caMe MaKCUMallbHa KiJib-
KiCTh KapTHHOK, a caMe 6. B mpoMy BUMaaKy HaM JOMOMOXKE, Ie OJIHA CXO0XKa
dyHukiis imagebutton.

Imagebutton — e kHOMKA, KA CKJIAAA€THCS 3 300paXKCHHS, Ta BUKOHYE 3a-
nany il airo. 3aBasku ik QyHKIII iHTEp@eic cTae OUIbII IHTEPAKTUBHHUM, IO
3aHYpIOE TpaBlsl B CTBOPEHUM HaMHM CBIT, 1e OubIe. Taki KHOMKU MarOTh CBOi
BJIACTUBOCTI, JI0 SKUX BXOJAThH Taki, SK auto, Mo BUKOPUCTOBYETHCS JJIST aBTO-
MAaTHYHOTO BU3HAYCHHS 300paKEHb KHONKU. MOro 3HAYEHHSM € PSIOK, IO
MICTUTh %S, IKUW 3aMIHIOETHCS HA Ha3BY BIAMOBIIHOT BJACTUBOCTI, SKIIO BOHA
He 3ajaHa. Hampukian, skmo auto mae 3nadenss “button_%s.png”, a idle ne
BKa3aHO, TO 32 3aMOBYYBaHHSIM BHKOpUCTOBYeThCs “button_idle.png”.

BrnacTuicTh insensitive 3agae 300pakeHHs 1151 HCaKTUBHOT KHOIKH, idle —
JUIs CTaHy CIOKOI0, hover — npu HaBeeHHi Kypcopa, Selected_idle — ans BuGpa-
HO1, ajie HeakTUBHOI KHOMKH, a Selected hover — s BubGpanoi ta aktuBHOi. To-
Il K TapameTp action BM3Haua€ Jif0 MPU aKTHBAIlli KHOMKHA Ta KOHTPOJIIOE ii
qyTIUBICTh (Sensitive) i Te un BuOpana kHomnka (Selected), sikio 11i mapamerpu
He 3a71aHo. Takok iCHYe Iy)Ke BaXKJIMBA XapaKTepUCTHKa, Taka sk alternate, mo
BHU3HAYA€ AJIbTEPHATUBHY 110, SIKA BUKOHYETHCS MPU MPABOMY KJIIKYy a00 JOB-
rOMy HATUCKaHHI Ha CCHCOPHUX MPUCTPOSX.

BianoBigHO 10 BIaCTUBOCTI, KHOMKY Ha SIKY HaBEJEHO ICHYIOTh BJIACTUBO-
cti hovered i unhovered, o Bu3Ha4arOTh JIii PU OTPUMaHHI Ta BTpaTi GoKycy
BinoBiHO. B Toit uac, sk selected — e Bupas, 1o BU3HAYa€, YU € KHOIKA BHO-
paHoto, a Sensitive — uu € BoHa akTuBHOW. Kpim Toro, MoskHa 3a1aTi keysym —
KJIaBIIly Ha KJaBlaTypl MPU HATUCKAaHHI IKOI BUKOHYETHCS Jisl KHOMKH, Ta BIA-
noBigHy A0 Hel alternate_keysym — knagitny ais anbTepHaTHBHOI ail. JleTasb-
HiIlIe TIPO I1i BJIACTUBOCTI MOXHA Ji3HATHCS Ha odiliiiHoMy caitti ren’py[2].

Ha puc.2 300paskeHo MPHKIIaj KOy B SKOMY 3aCTOCOBaHO (PYHKIIIOHA IM-
agebutton, sie ko’Ha 3 KHOIOK Bi/ITIOBINAE 3a Pi3HY IiJIKY CIOMKETY.

add "bg_cafeteria
modal True

### KHonka AKa
imagebutton au
focus_mask Tru

hovered Se
unhovered
action Ju

##4# KHONKa AKa Bes b B KapeTepii
imagebutton auto "
focus_mask Tr
hovered Se
unhovered
action Jumg

("go_to_table") acti

PucyHok 2 — Ko/ 3 BAKOPUCTaHHSIM KHOTOK-300paKe€Hb
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PesynbTar nporo kogy MoxkHa nmodauut Ha puc.3. B Hac € xaderepiit Ta
MO>KJIUBICTB TIIIATH 0 OJHOTO 3 3 MEPCOHaXIB, CICTH 3a MYCTUH CTI, a00 X
oJipa3y MiTH 3aMOBUTH IIOCh B BIKOHEUKY iaJIbHI.

Pucynok 3 — Burmsin BikoHus rpu npu HaBeneHi Ha Keiino

B 3anexxHOCTI Bij TOTO /i€ 3HAXOAUTHCSI KypCOp TpaBlisl, K TUILKHU BIH IO-
majia€ B 30HY JIii OAHIET 3 IT’TH KHOIMOK, Oyje MiJCBIYEHO caMe Ty KapTHUHKY,
SKIIO ) Kypcop TpaBlisl BIAXOAUTH BiJ KAPTUHKHU, TO BOHA 3HOBY CTa€ HEAKTH-
BoBaHO!0. [Ipy HaTHCKaHHI HA OJHY 3 IIUX KHOIOK HAC 3aKWHE Ha Ty YM 1HIIY
TUIKy Hamoro croxery. To0To Te came My Moriiu 6 3poOUTH 3a JOTIOMOTIOIO Ti€l
K caMoi (DyHKIIIT MENU HaaBIIM rpaBleBl S5 BapiaHTIB BUOOPY KyIH IMITH, alie B
HaIIOMY BHUIIJIKy T'paBelb MOKE HE 3HATH IO BapilaHTIB BUOOpPY ax I’ATb, 3a-
BISIKM YOMY MO>XHa pOOWTH MPHUXOBaHI KiHIIIBKK 1 OCOOMCTO 3aJTydaTH TPaBIIs
abu BIH caMm oOMpaB LUISIX Ta JAETAJbHIIIE JOCII)KYBaB HAIly Tpy. A TaKOX BH-
KOPUCTOBYBATH 1i, S K MOXKJIUBICTh Mi11I0paTH, a00 MOCTIIUTH HIOCh, IO JOMO-
MOJK€ TpaBIleBl B MailOyTHLOMY Ta BHUBEJE MOTO Ha OKpPEeMYy KiHIIIBKY a00 Oib-
1I€ 03HAHOMHTH 3 IEPCOHAKEM Ta CIO’KETOM TPH.

VY3aranpHIOIOYH, MOXHA CKa3aT, 0 BUKOPUCTaHHs imagebutton He Tinb-
KM POOUTH Hallly Ipy OUTbII IHTEPAKTHUBHOIO. A ¥l 10/1a€ HOBI MOMJIMBOCTI, TaKi
SIK JIOJaBaHHS 1HBEHTAPIO, CEKPETHUX KIHIIIBOK Ta CTBOPEHHS OLIBIIOCTI CIOXKe-
THUX T1JIOK.
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