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Abstract. This article analyzes the criteria for dialogue modeling in video games, using
Cyberpunk 2077 as a case study. The author explores the role of dialogues as one of the key elements
of interactive narrative, influencing the dynamics, pacing, and depth of gameplay. The functions of
dialogues in the game are examined: slowing down or accelerating events, conveying plot
information, world-building, character development, and contributing to variability and non-
linearity of the storyline. A number of criteria determining the effectiveness of dialogues are identified
— consistency with the character’s personality, the game world's atmosphere, logical structure,
emotional expressiveness, interactivity, technical implementation, localization quality, and others.
Particular attention is given to the sociolinguistic analysis of character speech in Cyberpunk 2077,
including the use of slang, jargon, and multilingualism.

AHami3 giajioriB 1 MOBJICHHS B KOMM'IOTEPHIA T'pl € I[IKaBUM 3 TOTJISAY JIIHTBICTHKH,
COLIIOJIIHTBICTUKH, KYJIBTYPOJIOTIi Ta HaBiTh Melia3HaBcTBa. [ pa, cTBOpeHa monbebkoio cryaiero CD
Projekt Red, mpomnonye rmmuboko nmpopoOieHuid CBIT MallOyTHHOTO, B IKOMY MOBJICHHS TIEPCOHAXKIB
BiZlirpae BaXXJIUBY POJIb Y 3aHYPEHHI I'PaBIsl y CBIT aHTUYTOMII.

3ByKOBe 0(OPMIICHHS Ma€ BEIMKE 3HAYCHHS 15 TPH. 3BYKOBHUH CYIPOBiJI € KOMIIOHEHTOM, 10
BU3HAYa€ SKICTh I'pHU 1 mpodecioHanizM po3poOHUKa, 33J0BOJICHICTh KOPHCTYBaya MPOLECOM T'PH.
3BYK Ma€ BEJIMKHUI BILUTUB HA CIPUHHATTS KOPUCTYyBada. 3ByKOBI €EKTH 1 3ByKOBU CYTIPOBIT MOXKHA
CTBOPHUTHU CaMOCTIIHO, 3aITMCaBILH BiINOBIIHI 3BYKH, a00 3 iHIIUX Jkepen. [Ipodeciitni po3poOdHuKu
MarOTh JIJIS IOTO CIIeialibHI IHCTpyMeHTH [1].

Jlianmoru y KOMI'IOTEpHUX irpax — Il He MPOCTO 3aci0 mepenadi iHpopMarii, a TOTYKHHUHA
{HCTpYMEHT yMpaBliHHA AMHAMIKOIO TPHU. IX BIUTMB MOXHA MPOCTEKHTH B KiIbKOX KITFOYOBHX
acIeKTax:

1. PurM i Temn reiimmiero:

- TMaysa B nii: Jlianoru MoXyTh CHOBIJIBHIOBAaTH TEMIl TpH, HAJal0ud TpaBlEBI Yac Ha
OCMHUCJICHHS TIOJIIH, TPUIHATTS PillicHh 400 PO3BUTOK MTEPCOHAXKIB.

- Hanpyxenns: Hanpyxeni abo eMOIiiiHI JiaJloTh MOXXYTbh CTBOPIOBAaTH JApaMaTUUHY
nay3y nepea OMTBO ab0 BaXKJIMBOO CIIEHOTO.

- Ipuckopenns nopiit: [iamoru, mo MicTsITh TepMiHOBY iH(popMaIliito (Hanpukiaa, "Mu
i1 aTakoro!"), MOXKYTh Pi3KO 3MIHUTH CUTYAIIIIO Ta 301IBIIUTH TUHAMIKY.

2. MortuBauis Ta Uiji rpaBLs:

- Yepes gianoru rpaBelb JAiI3HAETHCS MPO: OCHOBHI i MOOIYHI 3aBnaHHs; ctaBieHHs NPC
710 Tepost; HACTIAKY [ili, 110 MOTUBYE TPaBILs JiITH a00 MEPEOCMUCIUTH CTPATETIIO.
- lle Tpumae rpaBId y cTaHi 3ay4€HOCTI Ta CIPUSE MPOCYBAHHIO CIOKETY.
3. BuOip i HeniHIAHICTD:
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- IHTepakTHBHI iajoryd 3MIHIOIOTH XiJI ICTOpIi: BiJl pO3raidy’kKeHb CIOKETYy J0 3MiH Y
CTOCYHKaX 3 MIEpCOHAKAMHU.

- Takwmif MexaHi3M J103BOJISIE CTBOPUTH 1IIO31I0 KOHTPOIO HAJ TMOMISIMH, IO TOCHITIOE
eMOIliiiHe 3aTyYeHHS.

Bubip y mianosi yacto BIuMBaE Ha: JAOCTYI JO JIOKallii/3aBlIaHb, PO3BUTOK POMAHTHYHHX
JIHIH;

4. Tlo6ynosa city (world-building). Uepes miaioru moga€eThcsi KOHTEKCT CBITY TPH:
MOJIITHKA, EKOHOMIKa, KyJIbTYpa, MHHYJIE IEPCOHAXIB.

5. Peakis cBiTy Ha Jii rpaBIIs:

JliaJloru 1eMOHCTPYIOTh, SK CBIT I'PU aJanTyeThecsl 10 BUOOPIB 1 moBeainku rpasus: NPC
3ragyloTh TIOTNEPeIHI BYMHKH, 3MIHIOETbCS TOH PO3MOBH a00 JOCTYMHICTh HOBHX PEIUIIK;
BIJIKPHBAIOTHCA/3aKPUBAIOTHCS LUIAXU MPOXOKeHHA. Lle mornmOmioe 3aHypeHHs y CBIT Ipu Ta

oOUTH i TpaBIls OUTBIT YCBITOMJICHUMHU [2].

Kpurepiit Pearmizaris
BinnosigHicTs Xapakrepy Jianoru NoBHHHI BioOpakaTH 0COOHUCTICTh, MUHYJIE, MOTHBALIIIO Ta
MepCOHaXa COLiAJIbHUM CTaTyc MepcoHa)ka. BUKOpHUCTaHHS 1HAUBILYaTbHOTO MOBHOTO

CTHITIO (PKapToOH, TEMII MOBJICHHS, TpaMaTHKa, IHTOHAIT1). ¥Y3TOHKEeHICTh
MOBH 3 €MOIIIHIM CTaHOM (HAIpyra, CTPax, arpecis, TyMOp TOIIO).

ATtMocdepa cBiTy rpu MoBnenHss Mae BiamoBimaTm KaHpy rpu  (kibepmaHk, (¢eHTe3l,
MTOCTAOKATITICHC TOIIIO).
Brume BuOOpy Ha CIOKET BapiatuBHICTS mialOTiB — rpaBellh Mae 3MOTy OOUpaTH PEIUTiKH, 10

BILTMBAIOTh HA MONATBIIUH Xij 1moii. BuOip MOBMHEH OYTH JIOTIYHHUM i
3HAYYIIUM (HACIIIKH, T1JIKH iaJiory, 3MiHU Y BiIHOCHHAX i3 MEpCOHaXaMH).
Jloriuna cTpykTtypa Ta Temn | Jliasor Mae OyTH 3p03yMIIHMM 1 ITOCTiTOBHUM. Y HUKaHHSI 3aiiBUX ab0
3aTSTHYTUX PEILTK.

[HTEepaKTUBHICTD 1 )KUBICTh | BUKOpHCTaHHS KOHTEKCTHUX PEIUTIK, 3aJI€XKHO BiJl il rpaBLs UM CHTYaLIil.
Honasanns peakuii NPC Ha moBeiHKy rpasiis.

bamanc mix Jliajoru OBWHHI OJTHOYACHO: TIEpeaBaTH BaXUTHBY iH(poOpMaIiito (CIOkKeT,
1H(pOpPMATUBHICTIO i 111, OEKTpayH I); CTBOPIOBATH EMOIIIHUI 3B’ 30K 13 TIEPCOHAKEM;
EMOLIHICTIO YTPUMYBaTH yBary TpaBIs.

SIxicHuiA epexnaz Ta Perutiku MatoTs OyTH 3p03yMini B ycixX JoKamizamisx, 6e3 BTpaTu 3MicTy ado
JIOKAJTi3aITist TyMOpY.

YHUKHEHHS I1a0JI0HIB i YHUKATH MOBTOPEHb, OaHaIbHUX (pa3 ado "aepeB’THOro" MOBJICHHS.

KJTime

TexHiuHa peanizauis Perutiku MaroTh OyTH CHHXPOHI30BaHi 3 MIMIKOI0, aHIMaIisSIMH H

03BYYCHHIM. HasiBHICTH CHCTEMU TPUTEPIB — XTO, KOJIU 1 JOMY MOXKE
CKa3aTu perutiky. 3a0e3MeYeHHs JIOTTYHUX MIEPEX0IiB MiX JiaioraMu B
Pi3HHUX CIIeHaX.
BigTBOopeHHs peaicTuaHOT0| BKITIOUCHHS 1May3, TepeOnBaHb, HETIOBHUX PEUCHb, EMOIIIHIX BUTYKIB
MOBJICHHA

Amnani3 kputepiiB gianori Cyberpunk 2077.

1. Moenuii cmunv ma xcanp Cyberpunk 2077 HaJIeKUTh 70 XKaHPY KiOeprmaHK — HAyKOBOT
(aHTaCTUKN 3 TOXMYpUM OaueHHSIM Mail0yTHHOTO, BUCOKOTO PiBHSA TEXHOJIOTIH 1 HU3BKOI SKOCTI
xKuTTs. L{e BimoOpakaeThCsi B MOBJICHI:

- IlpucyTHiii cieHr, )KaproH, ByJIbrapu3MH.

- YacTo BUKOPUCTOBYIOTHCS aHTIIIIIM3MH, HaBITh y JIOKAJTI30BaHUX BEPCISX.

- MoBa HacuyeHa TexHo-lekcukoro I[IpucyTHiii : "uinu", "HeiponeHcep", "kiGepaek",
"GioiHxkeHepis" ToIIo.

2. Couioninceicmuunuii eumip Y Tpi IPOCTEKYETHCS MOBHA CTpaTHU(IKaIlis 3aleXKHO Bif:
CoriabHOTO CTaTyCy MEPCOHaXIB (KOpIopaTH, HeTpaHHEpH, ByJW4H1 O6anan). HamioHambHOCTI Yn
€THIYHOI PUHAJICKHOCTI (HAaIIPUKJIIa, SIMOHI 3 Kopriopanii Arasaka BUKOPUCTOBYIOTh aHTJIHCBKY 3
STIOHCHKMMHU CJIOBaMH; JIATHHOAMEPUKAHCHKI TEPCOHAXKI TOBOPATHh AHTIIHCHKOIO 31 BCTaBKaMU
ICIIaHCHKOT).
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3. Inousioyanizayia nepconasicie uepes mogy.

4. Inmepakmuenicmo i eudip y odiano3i. I'paBenp 4acto oOHMpae pPEIIIiKd, M0 A€ 3MOTY
dbopmyBaTH MOBHY TMOBEIIHKY TepcoHaxka./leski omii BimoOpakaloTh TMOXOHKEHHS Tepos
(manpuknan, Nomad, Street Kid), natoun 3Mmory BuKoprucToByBaTH "nokansHy" nexcuky. Lle cTBoproe
1JTI03110 aBTEHTHYHOTO CITIJIKYBaHHS Ta a/IafTailii MOBH JI0 CUTYaIlii

5. @ynkuii oianozie y napamuei. Jliagoru He TUIle IEpeaar0Th iHpopmalito, a i: Po3BuBaoTh
CIOXKET, BIIOOpaKarOTh €MOIIMHI CTaHU MEPCOHAXKIB, TAaI0Th 3MOTY €TUYHHUI BHOIp, 10 BITUBAE HA
PO3BHUTOK iCTODI.

Jlianorn B KOMIT'FOTEPHUX Irpax BIAITPAarOTh HAbAaraTo Ba)KJIWBIIIY pOJb, HK MPOCTO 3aci0
nepefayi TEKCToBOi iHGopmanii abo cynpoBiax crokeTy. BoHM € KIIOYOBUM €JIEeMEHTOM
IHTEPaKTUBHOTO HAPATUBY, SIKUK 0e3MocepeHhO BIUIMBAE HA TUHAMIKY, TEMIT 1 TIMOUHY TeUMILICIO.

[To-niepiie, iamoru peryaoTh PUTM IPU: BOHU MOXYTh YIIOBITLHUTH TEMII, 1al0YU TPABIEBI
3MOTy TIEPEBECTH TOAMX ITCJIA 1HTEHCUBHUX OOMOBHMX CIICH, a00 HaBMaKh — Pi3KO 3aroCTPUTH
CUTYyaIlil0, CIIPOBOKYBaBIIM HOBHI KOH(MIKT. lle mo3Bomsie mocsratm OanmaHcy Mik Ji€l0 Ta
pediekciero, 10 € BAXIMBOK YMOBOIO MIATPUMKH 3alliKaBJICHHS I'PABIS BIIPOIOBXK YCIET TPH.

[To-ngpyre, uepe3 cuctemy BUOOpPY PEIUTIK Aiadord (popMyroTh HENiHIHHICTH 1 BapiaTUBHICTD
MpOXOKeHHs. [ paBels cTac akTHBHUM YYaCHUKOM 1CTOPI1, 3/JaTHUM BIUIMBATH Ha MMO/Iii, BITHOCUHHA
3 TepCOHakaMH, PO3BUTOK 3aBJaHb 1 HaBiTh (iHan. Lle CTBOpIOE BIAYYTTS areHTHOCTI —
YCBIJIOMJICHHSI TOTO, IO BJIACHI PIIICHHS MArOTh 3HAYEHHS, 1[0 OCOOJIMBO BAXKIIMBO B Irpax >KaHPY
RPG, Takux six Cyberpunk 2077.

TpetiM BaXXJIMBUM acCIEKTOM € eMOLIMHEe 3ady4yeHHs rpaBis. 3aBAsSKHA TPAMOTHO HANKMCAaHUM
JiajioraM i3 CHJIbHUMU XapaKTepamH, TICUXOJIOT1YHOI0 MTHOWHOKO Ta MPaBAONOAI0HUM MOBJICHHSIM,
rpaBerb GOpMy€e EMOIIWHUN 3B’SI30K 3 MEPCOHAKAMH, CITIBIIEPEKHUBAE 1M, 110 POOUTH MOMdII TpH
OUTBII 3HAYYIIMMU. Y HalKpalux 3pa3kax irop came uepes JIialory nepeaaroTbes CKiIaIHl TeMUu —
MOpaJIbHHI BUOIp, BTpaTH, BHYTPIIIHI KOHPIIKTH, 1ICHTUIHICTS [3].

Kpim Toro, miamoru € 3acobom moOynoBu cBity rpu (world-building): BoHM BBOAATH Yy
KOHTEKCT, MOSCHIOIOTH MpaBujia CBITY, COIIAbHY 1€papXito, KyJIbTypHI OCOOJUBOCTI Ta ICTOpUYHE
0. e 0co0nMBO aKTyanbHO AJIS irop 31 CKIAAHUM, 0araTorrapoBUM BCECBITOM, JI€ TpaduIliiiHa
"ekcno3uilis" y BUTJISAII TEKCTY UM KaT-ClieH HeepekTrBHA ab0 HaamipHa. He MeHI BaXJIMBO, 110
no6pe nmoOy/10BaHi 1ialoTy CIPUSIOTh TUHAMIYHOMY 1 THYYKOMY FeMILIeI0: BOHU BiIKPUBAIOTh HOBI
BapiaHTH JiiA, 3aBJIaHb, B3a€MO/II1 31 CBITOM — BiJ] TAEMHUX IIIJISAXIB 10 HEOUIKYBaHUX ajbsHCIB. Lle
PO3IIUPIOE TIPOCTIP ISt TBOPUYOTO 1 CTPATETIYHOTO MUCIICHHS TPABIISL.

Orxe, pgianoru B CydacHuX irpax, ocobomuBo B RPG, € He npyropsaHum, a
CTPYKTYPOYTBOPIOBAJIbHUM KOMITOHEHTOM, IO 1HTErpye B co01 (yHKII1 ynpaBiliHHS TUHAMIKOIO,
MoOy/TIOBM HapaTUBY, €MOIIIHHOT 3aJIy4eHOCTI Ta PO3raly’KeHOi B3aemomii 31 cBiToM. Binm sikocTi
mianoriB 6e3mocepeIHbO 3aJICKUTh 3aHYPEHHSI TPaBIs Y TPy, HOro JOCBiJ 1 3aranbHe CIPUHHATTS
BIpPTYyaJIbHOTO CBITY.

CamMe TomMy po3poOKa IiajioriB BUMArae He JIMIIE CIEHApHOT MalCTEpHOCTI, a i rrOOKOro
PO3yMIHHS IrpOBOI IpamMaTyprii, TIHTBICTUKH Ta IICUXOJIOT1T COPHIAHSATTS.
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