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DIALOGUE FEATURES AND COMMUNICATION MODES
IN ROMANTIC VISUAL NOVELS:
MEDIA CONTEXT IN KAZAKHSTAN

The relevance of the research is due to the rapid development of the genre of visual novels and their
importance in the formation of cultural self-determination in digital format in countries with a promising
new media industry.

The article analyzes the characteristic features of dialogues and communication in the genre of ro-
mantic visual novels. One such example in Kazakhstan is the novel TUZAQ, released on July 11, 2024.

The study examines media coverage of the game, its perception by players in the country, and the
role of communities in the process of cultural transformation of the genre.

The scientific significance of the work is due to a comprehensive analysis that combines content
analysis, a combination of various communication methods, and media-representative practices. This
approach allows us to determine the level of importance of dialogues in people’s perception of experi-
ence and the reconstruction of collective memory.

The study demonstrates how visual novels integrate games, literature, and mass communication,
including features of local culture, and use combined forms of storytelling.

The research methodology is based on the use of the TUZAQ case in comparison with global ex-
amples, including the online audience and online communities.

The practical significance of the research lies in the argumentation of the further development of
the Kazakh genre through the development of educational programs, the promotion of student projects
and development groups to create visual novels. Special attention is paid to the qualitative adaptation
of literature and the writing of content that meets the expectations of the audience in a cultural context.

In conclusion, the author concludes that visual novels have a high potential for maintaining and
transmitting cultural and historical heritage in the modern digital media environment.

Keywords: visual novels, interactive history, cultural self-determination, TUZAQ, Kazakhstan, con-
tent adaptation, media environment.
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KasakcraHaarbl MeAMA KOHTEKCTIHAE
POMaHTHKaAbIK, BU3YaAAbIK HOBEAAAAAPAAFbI
AMaAOT epeKLUeAiKTepi MeH KOMMYHUKALUS TYpAepi

3epTTeyAiH O3eKTIAIr KepHeKi poMaHAQpP >KaHPbIHbIH, KAPKbIHAbI AAMYyblHA >XOHE OAapAbIH,
GoAalarbl 30p >KaHa MeAMa MHAYCTPUSICbl 0ap eAAEpAE UM(ppPAbIK dopmaTTa MOAEHM ©3iH-63i
aHbIKTayAbl KAAbINTACTbIPYAAFbl MAHbI3AbBIAbIFbIHA OAMAAHbBICTbI.

Makanaaa poMaHTMKaAbIK, KOPHEKI pOMaHAAP >KaHPbIHAAFbI AMAAOTTAP MEH KapbIM-KaTbIHACTbIH
CMMaTTaMaAbIK, epeKkLleAiKTepi TaapaHaAbl. KasakcTaHaarbl OCbIHAQM MbICaAAApPAbIH Oipi — 2024
KbIAABIH 11 winaeciHAe >kapblK, kepreH «T¥Y3AK» pomaHbl.

3epTTey GapbICbIHAA OMbIHHBIH, OykapaAblkK, aknapar KypaAAapbiHAQ >XKapWsSIAAHYbl, OHbl EAAEri
OMbIHLILIAAPAbIH KAObIAAQYbI, KaHPAbIH MOAEHM KarTa KYpPbIAy MPOLECIHAEr KaybIMAACTbIKTapAbIH
POAI KapacTbIpblAAAbI.

PKYMBICTbIH, FbIABIMW MAHbI3AbBIAbIFbI MAa3MYHAbI TaAAQYAbl, KOMMYHMKaLUMSAHbBIH 8PTYPAI SAICTEPIH,
OyKapaAblK, aknapar KypaAAapblHbIH, OKIAAIK TaxipnbeciH OGipikTipeTiH >kaH->)XKaKTbl TaAAAYMEH
GaAaHbICTbl. ByA TociA apaMAapAbiH, ToxipMbeHi KabbIAAAYbIHAAFbI >KOHE YXKbIMABIK, >KaAbIHbl
KAAMbIHA KEATIPYAEri AMAAOrTapAbIH MaHbIBAbIABIK, AEHTEMiH aHbIKTayFa MyMKIHAIK Oepeai.
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Makaaa kepHeki poMaHAapPAbIH OMbIHAAPAbI, 8A€OMETTepAI XaHe OyKapaAblk, KOMMYHMKaLMSAAP-
Abl, COHbIH, iLIHAE XXEePriAiKTI MOAEHUETTIH epeKleAiKTepPiH KaAan BGipikTipeTiHiH XoHe GasHAayAbIH
apanac TypAepiH KaAar KOAAAHATbIHbIH KOPCETEA,.

3epTTey saictemeci >kahaHABIK MbICAAAAPMEH, COHbIH, ilLIHAE OHAANH ayAUTOPUSIMEH >KOHE OH-
AQMH KaybIMAQCTbIKTapMeH caAbicTbipraHaa TUZAQ >karAaliblH NanAaAaHyFa Heri3pAeAreH.

3epTTeyAiH NPaKTMKAAbIK, MaHbI3ABIAbIFbI OiAIM Bepy GaFAapAaMarapbiH 83ipAey, KepHeKi pomat-
Aap Kacay YLLiH CTYAEHTTIK )ko6aAap MeH Aamy TOMTapbIH iAFEPIAeTY apKbiAbl Ka3ak, >)KaHPbIHbIH OAAH
Bpi AAMYbIH ADAEAALYAE >KaTbIp. DAEOMETTIH canaAbl 6erniMAeAyiHe KaHe MOAEHM KOHTEKCTE ay AUTO-
PUSHbIH, YMITiH aKTalTbiH Ma3MyHADI >Kasyfa epekiiue KOHIA OOAIHEeAI.

KopbITbIHABIAQM KEAE, aBTOP KOPHeEKI pOMaHAAPAbIH, Ka3ipri UM pAbIK, MeAMA KEHICTIrHAE MaAe-
HM >KOHE TapyX1 MypaHbl CaKTay >KoHe Gepy YLLiH >KOFapbl SAEYETKE Me eKEHAIr TypaAbl KOPbITbIHAbI
>KacamAbl.

TyiiH ce3aep: KOpHeKi pomaHAap, MHTEPAKTUBTI Tapux, MOAEHM e3iH-e3i aHbikTay, TUZAQ,
KasakcTaH, KOHTEHTTI GeriMaey, MeAMA KEHICTIK.

A. MyxTap

Kasaxckuii HaumMoHaAbHbI YHUBEpCcUTET MMeHn aab-Dapabu, AamaTbl, KasaxcraH
AAMATUHCKMIA TEXHOAOTMYECKMIA YHMBEpPCUTET, AAMaTbl, KasaxcraH
e-mail: mukhtar.l@atu.edu.kz

OcC06eHHOCTH AMAAOroB U bOpM KOMMYHMKaLLMU
B POMaHTUYECKMUX BU3YaAbHbIX HOBEAAAX:
MeAMIHDbIN KOHTeKCT Ka3axcraHa

AKTYaAbHOCTb MCCAEAOBaHMs 06YCAOBAEHA OYPHbIM Pa3BUTMEM XKaHPA BU3YaAbHbIX HOBEAA U UX
3HAYMMOCTM B (DOPMMPOBAHMK KYAbTYPHOIO camoorpeaeAeHunst B unMdpoBomM opmMarte B CTpaHax C
nepcrneKTUBHOM OTPaCAbIO HOBbIX MeAMA.

B craTtbe NpoBOAMTCSH aHAAM3 XapaKTEPHbIX YePT AMAAOrOB M KOMMYHMKaLUMKM B XXKaHPE POMaHTU-
YeCKMX BM3yaAbHbIX HOoBeAA. OAHMM M3 Takmx npumepoB B KasaxcTaHe siBAseTcst HoBeana TUZAQ,
BbinyweHHas 11 mioasa 2024 roaa.

B pamkax nccaepaoBaHms paccMaTpuBatloTcst ocselleHne urpbl B CMI, ee BocnpusTe nrpokamm B
CTpaHe, pOoAb COOBLLECTB B MPOLIECCE KYAbTYPHOM TpaHCopMaLmMm >kaHpa.

HayyHas 3HauMMoCTb paboTbl 0OYCAOBAEHA KOMIMAEKCHBIM aHAAM30M, COUETAIOLLMIA KOHTEHT-aHa-
AM3, COYETaHMEe Pa3AMYHbIX CMNOCOOOB KOMMYHMKALIMK, MeAMa-pernpe3eHTaTUBHbIE MPAKTUKK. AaHHbI
NMOAXOA MO3BOASIET ONPEAEAUTb YPOBEHb 3HAYMMOCTU AMAAOTOB B BOCTIPUSATUN AKOABMM OMbITa U BOC-
CO3AAHUM KOAAEKTUBHOM MaMsITu.

MccaepoBaHE AEMOHCTPUPYET Kak BM3YaAbHble€ HOBEAAbI MHTETPUPYIOT UIPbl, AUTEPATYPY, Mac-
COBYI0 KOMMYHMKALMIO, BKAIOYAsh OCOGEHHOCTM MECTHOM KYAbTYPbl M MPUMEHSIOT KOMOMHUPOBaHHbIE
dopMbl pacckasa.

MeToAO0AOMMS MCCAEAOBAHMS OCHOBaHA Ha MCMoAb3oBaHuM kenca TUZAQ B cpaBHEHWW C MMPO-
BbIMM MPUMEPAMM, BKAIOYAS MHTEPHET-ayAMTOPUIO 1 OHAQMH CcoobLLecTBa.

[MpakTnyeckas 3HAUMMOCTb MCCAEAOBAHMS 3aKAIOYAETCS B apryMeHTaLMM AAAbHENLLIErO Pa3BUTUS
Ka3axCTaHCKOro »kaHpa uyepes pa3paboTky 06pa3oBaTeAbHbIX MPOrPamMmM, COAENCTBUE CTYAEHUECKMX
MPOEKTOB M rpynmn pa3paboTUMKOB MO CO3AAHMIO BM3YaAbHbIX HOBEAA. Ocoboe BHMMaHWE YAEAEHO
KQueCTBEHHOM apanTaumm AUTEPaTYypbl M HAMMCAHWS KOHTEHTA, COOTBETCTBYIOLLENO OXXMAAHMAM ay An-
TOPUM B KYAbTYPHOM KOHTEKCTE.

B 3aKkAlOUEeHMM aBTOP MPUXOAMT K BbIBOAY, UTO BM3yaAbHble HOBEAAbI MMEIOT BbICOKMIA MOTEHLIMAA
AAS TIOAAEPYKAHMS U MepeAQYn KYAbTYPHO-MCTOPUYECKOrO HACAEAMS B COBPEMEHHOM LM(POBOM Me-
AMArNpoCTPaHCTBE.

KAloueBble cAoBa: BM3yaAbHble HOBEAAbI, MHTEPAKTMBHAS MUCTOPUS, KYAbTYPHOE CaMoorpeAene-
Hue, TUZAQ), KazaxcraH, apanTaums KOHTEHTA, MEAMANPOCTPaHCTBO.

Introduction

Romantic visual novels in an interactive format
are an original media format with the basics of lit-
erature, animation, and video games. In this format,
the dialogues between the player and the characters
are fundamental, which determine the course of the
narrative and influence the formation of an overall

impression. Visual novels in digital media are not
only an interesting pastime, but also reflect trends
and their features in society, culture, and gender ste-
reotypes (Gao et al., 2025).

This article analyzes the ways and methods of
communication in romantic visual novels, their per-
ception and media coverage. This genre is gradually
starting to develop in Kazakhstan. A vivid confirma-
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tion of this was the TUZAQ game, which was re-
leased on July 11, 2024, in collaboration with Uaqyt
Machine and 7DOTS. This is a non-linear novel
that highlights the Kazakh-Dzungarian war with a
translation into Kazakh. It contains a large number
of interactive dialogues and has an extensive plot.
TUZAQ is considered not only as a spectacular
product, but as a characteristic sign in the formation
of Kazakhstan’s informational cultural uniqueness.
The genre is developing with the support of local
initiatives: the active Visual Novels KZ community
at Discord, GameLab student gaming hackathons
at KBTU, and educational programs for working
with the Ren’Py engine, creating the necessary in-
frastructure. In Russian-language publications, for
example in 98mag.kz TUZAQ’s output was highly
appreciated for its originality; however, critics noted
the weaknesses of the literary aspect, which is im-
portant in the development of local products of lin-
guistic and cultural level.

In Kazakhstan, this genre is actively develop-
ing as a cultural phenomenon, using the example of
TUZAQ. The first visual novel in Kazakhstan, TU-
ZAQ, released on July 11, 2024, presents a multi-
faceted story dedicated to the Kazakh-Dzungarian
war in Kazakh. The released game provoked a wide
public response: critics noted the rich illustrations
and traditional folk music, but pointed out the in-
sufficient literary part. This novel served as a basis
for discussing aspects of the national language, the
quality of writing, and the representation of culture
in the media environment. Critical media responses
demonstrated the expectations from national proj-
ects of a well-written text capable of directing atten-
tion and expressing a multifaceted cultural meaning.
In addition to TUZAQ, other elements have formed
in the development of the local infrastructure of the
visual novel genre: Discord, the Visual Novels KZ
community, student events at KBTU GameLab, and
educational projects. This activity creates a favor-
able environment for joint cooperation, mutual ex-
change of experience, knowledge and discussion of
visual novels in the Kazakh context.

Literature review

Visual novels, as a special form of interactive
storytelling, are considered in the context of me-
dia and storytelling. The study of modern visual
novels allows for the identification of their devel-
opment within the globalization of new media and
their subsequent adaptation to local cultural pecu-
liarities. In the English-speaking world, this genre is
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combined with a broader group of interactive short
stories, covering various digital narratives ranging
from simulated workplace interactions to interactive
travel. As Chen (2017) notes, in such games, users
act as co-authors and determine the development of
the plot through their choice of dialogue.

Another researcher, Kim (2019), analyzes non-
linearity as a branching structure and distinguishes
it from traditional literature. Park’s (2022) research
highlights the importance of players in media com-
munities and developers who share experiences on
forums and blogs, creating active spaces for com-
munication. Park emphasizes the importance of fan
communities where players not only discuss plot
development but also offer their own visions, per-
ceptions, and expansions of the original content.
For Clarke et al. (2017), this genre is an example of
“family similarity,” in which the main features are
visual images, feedback, and multiple plot develop-
ment options, regardless of the specific implementa-
tion. The researchers also draw attention to the fact
that as visual novels spread, a culture of “distrib-
uted authorship” develops, where the text becomes
dynamic and expands through comments, fan texts,
visual memes, and remixes.

Based on the results of the study, Sihvonen
(2011) believes that players involved in modding
and fan creativity within the framework of the “cul-
ture of participation” are actively working on the
formation of new content, transforming the program
text and visual style of the game. Its further improve-
ment depends on the perception of the product’s
appearance. The Sims is a clear example of how
modders, by changing the visual perception and nar-
rative aspects of the game, become joint partners in
the game (Sihvonen, 2011). Researcher Reay (2020)
assumes that product adaptation is a process of cul-
tural integration. He points out that for a successful
perception of a new game, a deep understanding of
cultural components, symbols, and narrative tech-
niques is necessary, as these significantly impact the
level of immersion in various cultural environments.

Bown and Reeves (2019) explore how the com-
bination of storytelling, graphics, and soundtrack
has a significant impact on immersion in digital proj-
ects. Similarly, Salter (2013) focuses on narrative
and points out that the game’s algorithm and tools
play an important role in retelling the story verbally
and visually. Consalvo (2017) considers the stories
of players and their virtual friends to be a phenome-
non of gaming culture, noting that player groups and
competition practices influence the development of
game genres and the creation of unique rules.



L. Mukhtar

According to Schroter and Winter (2020), games
are becoming an important part of cultural transfor-
mation based on media and cultural practices, in-
cluding fan engagement, multiplatform storytelling,
and digital image creation. Furthermore, O’Hagan
and Mangiron (2013) argue that game translation
is a comprehensive process involving the integra-
tion of graphical and audio interfaces that emotion-
ally affect the player. Hutchinson (2021) posits that
games are powerful instruments of national identity,
conveying regional cultural characteristics and cre-
ating a distinct cultural image in the media. Finally,
Jones and Thiruvathukal (2012) draw attention to
the importance of the Ren’Py game engine as a pow-
erful mechanism in promoting interactive creative
processes and independent game development.

Visual novels are a unique combination of sto-
rytelling, graphic design, and interactivity, where
dialogues play a key role in engaging players and
facilitating cultural exchange (Musintsev, 2025). In
this genre, players become co-authors of the story;
their choice directly affects the development of the
plot and characters, blurring the boundaries between
traditional literature and games. In Kazakhstan, in-
teractive storytelling is at an early stage of devel-
opment, but it is already demonstrating growing
importance in the fields of education and cultural
mediation (Smailova & Rakhimbayeva, 2022).

Modern research focuses on the multifaceted
potential of visual novels. Demyanova et al. (2025)
identify innovative approaches to creating stories
that integrate text, visual elements, and interactivity,
specifically targeting the needs of the digital genera-
tion. Satybaldieva and Esenbekova (2023) note that
software development and flexible plot structures
allow for the creation of variable narratives, grant-
ing users considerable freedom of action. Media
research confirms that storytelling serves as a tool
for learning about culture and forming communities
(Amangeldieva et al., 2020; Gagarina, 2024). Lo-
cal narratives are becoming more widespread due to
collaborative digital platforms that facilitate global
interaction while preserving unique cultural features
(Abdinassir & Kowalska, 2025).

TUZAQ, Kazakhstan’s first major visual novel,
is a prime example of these trends. The game har-
moniously combines historical and romantic story-
lines with extensive dialogues, the use of the Kazakh
language, and multimodal audiovisual components,
involving players in a decision-making process that
requires active interpretation (Musintsev, 2025; De-
myanova et al., 2025). Fan communities are actively
expanding the story through discussions, illustra-

tions, and informal modifications, echoing Jenkins’s
(2006) concept of “textual poaching” and Sultano-
va’s (2023) observations on post-Soviet forms of
digital engagement. The dialogues in TUZAQ serve
a dual function: they not only advance the plot but
also act as cultural channels that convey historical
memory and strengthen national identity.

Educational initiatives actively support this de-
veloping genre. Seminars, hackathons, and game
labs provide students with the necessary tools to
create branched narratives, synchronize multimodal
elements, and integrate local cultural content (Sa-
tybaldieva & Esenbekova, 2023; Demyanova et al.,
2025). Game exercises aimed at developing lan-
guage and narrative skills, as described by Smailova
and Rakhimbayeva (2022), demonstrate the peda-
gogical potential of visual novels in improving liter-
acy, expanding cultural knowledge, and developing
creative abilities.

In the region of Central Asia and other post-So-
viet states, visual novels are a relatively new format
that is gaining popularity. Kazakhstani game studios
are actively developing visual novels and opening a
stage in the formation of online stories. This genre
does not require high technical and financial costs,
which makes it attractive: it requires basic skills
in developing and writing scripts and the ability to
work with simple engines such as Ren’Py, Twine,
or Ink. In post-Soviet countries, this format is most
often in the form of a collective project in which
student teams create small visual novels that contain
elements of oral folk art or historical narratives. This
contributes to the preservation and dissemination of
patronymic and cultural codes.

Using the example of international digital sto-
ries (for example, Emily Is Away Too, Lifeline), it
can be revealed that the main engine for the growth
of the success of such projects is not only the al-
gorithm of choice, but also persuasiveness in com-
munication. In dialogues, the dynamics of commu-
nication development is the main mechanism in the
transmission of emotions, the process of attachment
to the characters and maintaining the interests of the
player. Kazakhstan can use this experience, which
will become a model for developing its own proj-
ects, as the high-quality aspect and various ways of
plot development successfully combine entertain-
ment content and cultural values.

As the literature review shows, visual novels
have gone through an evolutionary path of develop-
ment from a simple game genre to an important part
of media culture, where new types of communication
between text, player and community play a key role.
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In Kazakhstan, despite the early stage of devel-
opment, visual novels can become a powerful tool
for the development of reinterpretation of historical
and cultural heritage and support of computer art
among young people.

Materials and methods

The central object of this research is the Ka-
zakh nonlinear visual novel TUZAQ, developed on
the Ren’Py platform and presented to the public on
July 11, 2024. The choice of TUZAQ is based on
its relevance to the study of cultural and historical
narratives, as it thematizes the Kazakh-Dzungarian
war across four key dimensions: military, political,
spiritual, and mythological. Moreover, its nonlinear
narrative architecture and multimodal integration
of elements—including text, graphics, audiovi-
sual components, and dialogues—illustrate current
trends in interactive storytelling. This provides a
clear prospect for analyzing the representation of
national identity and historical memory within the
context of Kazakhstani digital media (Musintsev,
2025; Smailova & Rakhimbayeva, 2022). Thus, the
present study provides a methodological framework
for assessing the pedagogical and cultural poten-
tial of visual novels in both Kazakhstan and Cen-
tral Asia. In the light of the above methodological
principles, TUZAQ is characterized by a set of dis-
tinctive features that make it a relevant object for
this study: a non-linear plot — the player is the main
participant who independently determines the ways
of plot development and forms the final part of the
story. Multimedia format: The game uses a combi-
nation of text, images and Kazakh traditional music
to create strong immersive effect. The game is avail-
able to the Kazakh-speaking audience due to the
full support of the Kazakh interface language and
dialogues. Media coverage: 98mag online edition.
kz published a release that attracted attention, it was
also highly appreciated by reviewers regarding the
visual style and musical accompaniment, but there
were some flaws in the text. Social significance — on
the Discord server of Visual Novels KZ, during the
student events of GameLab KB, there was an active
discussion of the game. This indicates the creation
and development of a local community that unites
visual novel developers. There are four interrelated
stages in this study. Each stage considers a separate
aspect of communication, the soundtrack, and the
cultural context of the game.

The TUZAQ study was conducted in four con-
secutive stages. First, a qualitative analysis of the
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plot and dialogues was performed, with an empha-
sis on ramifications, themes, and player engagement
in order to understand the mechanics of decision-
making.

At the second, stage the visual style, music, and
sound design are evaluated in terms of their impact
on immersion and cultural identity.

At the third stage, reviews from critics and play-
ers from the media and Steam were studied to ana-
lyze the perception of the plot, aesthetics and trans-
lation.

At the fourth stage, fan discussions on Discord
and GameLab KB are analyzed, focusing on lan-
guage nuances, preferences, and the general percep-
tion of visual novels by a specific audience.

Based on the analysis, the TUZAQ game shows
a close relationship between the characteristic fea-
tures of the visual novel and its adaptation to Rus-
sian culture. The features of plotting and the level
of user engagement are studied, as well as the in-
fluence of the media context and local communities
on the perception of the game. This comprehensive
approach creates prospects for the study of TUZAQ
as an object of study of dialogues, practices, linguis-
tic aspects of visual novels in Kazakhstan, allowing
to study the processes of cultural adaptation in the
gaming industry.

Data collection took place from July 11 to De-
cember 1, 2024, covering 3000 views on Steam,
1000 messages on the Visual Novels KZ Discord
server, and publications on 98mag online. edition.
kz. These data indicate a significant interest in the
game and its cultural influence in Kazakhstan.

In general, TUZAQ demonstrates how the char-
acteristics of visual novels interact with local cultur-
al and educational features. The study highlights the
role of plot, multimodal elements, media coverage,
and fan communities in shaping the perception of
digital stories. Although the results of the qualita-
tive research are introductory in nature and do not
pretend to be generalized, they lay the foundation
for assessing the pedagogical and cultural potential
of interactive storytelling in Kazakhstan and Central
Asia.

Discussion and results

Based on the results of the study of TUZAQ
and its media environment, it was revealed that dia-
logues and communication in the domestic visual
novel have characteristic features of the genre and,
at the same time, are adapted to the specifics of Ka-
zakh culture.
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Developed by Uaqyt Machine in collaboration
with 7DOTS, TUZAQ, the first Kazakh visual novel,
available in English, Russian and Kazakh, immers-
es players in the Kazakh-Dzungarian war through
an extensive narrative and several paths of devel-
opment. Based on the critical review, impressive
graphics and a magical world are noted, but there is
a flaw in the quality of the text, which encourages
players to complete the game before it ends. This
problem highlights a general trend in the Kazakh
context: the genre of visual novels needs excellent
literary treatment in the process of its development.

The second feature is related to the activation
of the gaming community. The communication sys-
tem in TUZAQ is built on the basis of dialogues,
which contain non-linearity and numerous ways of
providing information that intensively involve play-
ers in the process of perception, sensations, and ex-
periences. The active Visual Novels KZ community
on Discord and KBTU’s GameLab student events
(with Ren’Py training) support and enhance the ef-
fect of “live” communication. The organizers share
their knowledge, assist newcomers, plan meetings,
creating and adapting content in Kazakh and Rus-
sian.

The third specific feature is the activity in the
transmedia format and the creative group of fans.
The boundaries of the unique work are expanding
due to the active participation of TUZAQ fans, who
take part in the development of the genre, art, dis-
cussion of the narrative, and the characters of the
characters. They are like “textual poachers” who act
as co-authors and connecting links that ultimately
enhance cultural significance in the local media
(Jenkins, 2012)

The fourth element in this game should be the
acculturation and gender socialization. The main
character, suffering hardships during the war, clear-
ly shows how romance can be combined with a his-
torical narrative. The game is a significant example
of adapting genre frameworks: romantic stories and
dramatic narratives are seamlessly integrated into
the cultural context of Kazakhstan and create a hy-
brid of historical and romantic genres.

The fifth feature is the variety of formats and
cultural assimilation. TUZAQ allows you to im-
merse yourself in this game through text, vivid
graphics, traditional folk music, and movies. This
integration contributes to the full perception, feel-
ing and experience of culture, as well as helps to
understand the history and ethnic culture of Ka-
zakhstan. Despite the fact that the communication
structure has been adapted to the Kazakh context,

but needs to be improved, the audiovisual aspect is
highly appreciated. The active participation of local
fan groups (Discord, game festivals) helps in cre-
ative collaboration, editing and cultural perception
of content. Group active participation of fans and
additional texts expand the information field of the
project. TUZAQ has become a real example of how
visual novels can become a mechanism for transmit-
ting and spreading the national cultural identity and
memory of the people. The use of multimodal TU-
ZAQ methods increases the audience’s immersion
levels and emphasizes the cultural value of the proj-
ect, which allows it to stand out in the new media of
Kazakhstan.

A promising development of the visual nov-
el genre is the development and deepening of the
subject matter and the coverage of new audience
segments. Currently, the main focus is on histori-
cal and romantic plots, but world practice shows
that this genre is capable of covering a wide range
of topics — dramas about social issues, science fic-
tion, interactive learning systems, and stories about
environmental issues. In the Kazakh context, it is
relevant to create visual novels that promote a bet-
ter perception of social issues and cultural values
among young people. Current topics include stories
about resettlement, urban planning, gender equal-
ity, and the environment. The implementation of
this approach will improve the artistic qualities of
the genre in an aesthetic sense and contributes to the
formation of an active civic position.

The inclusion of relevant topics in visual novels
transforms them from a leisure media product into
a platform for socially important discussions. To
achieve this goal, it is necessary to work together
with developers, educational and cultural institu-
tions. The fan community is a key mediator in the
evolution of the genre. Using the example of the
TUZAQ account analysis, different degrees of fan
engagement were determined. They actively par-
ticipate in the discussion of the plot, the promotion
of art, the transformation of game elements and the
transfer of content to other languages. Examples of
translating storylines into other languages on the
Visual Novels KZ Discord server prove the desire
to increase the reach of a potential audience. This
approach can be correlated with Henry Jenkins’
concept of “textual poaching”, in which fans are ac-
tive participants in the role of co-authors and critics,
creating additional materials, memes and comics
that are dynamically present in new media. In the
domestic market, where game writing is limited, the
passion of fans is especially important.
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The most effective method is meetings of cre-
ative enthusiasts and intensive development compe-
titions. Using the example of the Game Lab labo-
ratory at the Kazakh-British Technical University,
we can highlight their short project sessions for a
short period of time. During these sessions, students
develop experimental samples of visual narratives
in a short period of time. This approach, based on
the principles of the independent gaming industry,
stimulates the creativity of students and creates a
comfortable environment for education and science.
In the future, such events can become the basis for
launching new Kazakhstani projects. At this univer-
sity, students are immersed through practical semi-
nars in the Game Lab laboratory. On the advice of
experienced professionals of the summer school,
the participants went through all the stages of game
development from the concept to the trial version.
An illustrative example is the development of stu-
dents’ digital products based on the Godot engine,
especially inclusive games during hackathons in
the Level Up program, jointly with UNICEF. The
special feature of Global Game Jam is to provide
an original opportunity for participants to develop
skills and skills of work and gain experience in a
short period of time, while developing global inter-
action with a team of developers from around the
world.

The TUZAQ project is multifaceted and art-
fully combines various elements: meaningful text,
vivid images, sound background, restoration of
historical surroundings. In particular, the musical
accompaniment of the project is saturated with the
sound of Kazakh traditional folk instruments dom-
bra and kilkobyz, which create a real atmosphere
for immersing the player in the local identity. Nev-
ertheless, one of the key tasks is to achieve a per-
fect match of all these elements. According to the
critical comments of Yakhyarova (2024). The text
content requires professional editing in accordance
with generally accepted standards of the literary
Kazakh language.

In the context of the Kazakh media market, the
TUZAQ project acts as a platform for discussion
about the role of language as a guardian of cultural
heritage. Fully adapting the interface to the language
and culture of the target audience is a way of cultur-
al representation. For Russian youth, this is a clear
example of how the Kazakh language can naturally
integrate into new technologies, but the shortage of
qualified personnel in the field of editing and screen-
writing makes it difficult to improve the quality.
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The industry is facing real challenges: to train
specialist translators, writers, and artists combining
the interdisciplinary fields of classical literature and
digital design. In Kazakhstan, this stage of develop-
ment is relatively new and requires a professional
approach in developing appropriate educational pro-
grams and professional communities.

The spread of romantic visual novels focuses on
ethical issues and their compliance with cultural tra-
ditions. In a local society where strong traditional
views about gender roles prevail and cultural values
are of great importance, love stories with explicit
confessions can provoke heated discussions. In re-
sponse, TUZAQ was developed using an approach
of gently integrating romantic elements into the his-
torical narrative. This is a vivid example of the ad-
aptation of culture to the national mentality. Along
with this, we can expect the subsequent evolution
of the genre and the emergence of various projects.
Experiments with the creation of new educational
visual novels or related to history, culture, and fam-
ily traditions will foster discussions about ethical
genres of content frameworks and regulation.

In the context of international platforms such as
Steam and itch.io age restrictions and adequate la-
beling of content are becoming relevant in the genre
of visual novels. They place high demands on the
selection of materials that developers do not comply
with. For the sustainable development of this indus-
try, it is necessary for the creators of visual novels to
create an ethical code in our country. The main cor-
nerstone and the main factor in the progressive de-
velopment of this genre in Kazakhstan is the train-
ing of relevant personnel. Despite the fact that the
country has not developed specialized educational
programs that would include all aspects of creating
digital narratives, it is in the field of journalism that
there is the necessary basis for the formation of ap-
propriate competencies in creating narratives, inter-
preting facts and texts, and the ability to use words.
The integration of interactive storytelling elements
into journalism education programs will enable the
formation of competent graduates who can seam-
lessly combine traditional media texts with modern
forms of multimedia storytelling and serve as an im-
portant step in improving the genre.

The shortage of teachers with practical experi-
ence in interactive storytelling is an important prob-
lem. There are specialists who have knowledge of
classical screenwriting and journalism, but it is nec-
essary to create extensive stories in which the play-
er’s decisions determine the further course of the
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narrative. In this regard, forming and strengthening
ties with partners from the academic and industrial
environment, such as independent developers, cre-
ative laboratories, and international portals, is key.
Participation in joint projects helps students not only
to master the features of digital genres, but also to
acquire practical knowledge and irreplaceable expe-
rience. In the future, the formed professional groups
will be able to become the basis for the creation of
new initiative projects.

The success of the development of the visual
novel industry largely depends on qualified profes-
sionals who can professionally create interesting
scenarios, have deep knowledge of cultural tradi-
tions and have sufficient technical experience.

The second cutting-edge area of development is
integrated media projects, in which visual novels are
integrated with audio blogs, visual and digital con-
tent through social media. For the Kazakh market,
this means increased reach and closer contact with
the audience. This is how heroes can become Tik-
Tok or Instagram stars, and the background music is
a hit that has gained popularity through streaming.
This comprehensive approach supports interest in
the project, invites participants to perceive, experi-
ence and feel the story as a whole, including beyond
the game. This enhances the effect of the cultural
influence of the genre and awakens further motiva-
tion to create content created by fans.

An important factor in the promotion of visual
novels is economic opportunities and ways of com-
mercialization. Kazakhstani projects like TUZAQ
receive funding through grants and are implemented
by volunteers, but based on global practical experi-
ence, visual novels can become a sought-after and
profitable product by providing paid additional con-
tent, graphics, music, and additional goods. This
will provide opportunities for domestic teams to
form business models that combine cultural impact
and financial stability. The main problem remains
finding a balance between the creative component
and profitability, in order to avoid the negative im-
pact of the latter on the quality of content.

Conclusion

The further development and promotion of Ka-
zakhstani visual novels depends on the high level
of the script, the training of professional personnel
and taking into account the national characteristics
of the country. TUZAQ serves as a special example

for creating a full-fledged local market, where it can
become not only a leisure product, but also a tool for
building cultural communication, integrating his-
torical tradition and developing creative space. The
results of the study of the interactive history of TU-
ZAQ prove that visual novels in Kazakhstan have
great potential. This genre opens up the possibility
of its use as a media cultural tool. It promotes the
popularization of the Kazakh language, increases
audience reach, and becomes a platform that unites
creative groups.

At the same time, it is necessary to take into
account the disadvantages and risks of maintain-
ing it — this is literary skill and the content of texts.
Professional editing, high-quality organization of
communication, and correct dialogue management
are necessary. These are the fundamental factors by
which the young audience is guided and evaluates
them at the level of Western and international stan-
dards.

The next risk is associated with attracting a nar-
row audience and unstable commercial demand due
to the peculiarities of the genre. In order to avoid
this risk and go beyond the limited community of
fans, a carefully planned marketing campaign and
active dissemination of information through the me-
dia and bloggers are necessary.

Domestic initiatives, the creation of thematic
groups, educational events and experimental proj-
ects like TUZAQ are the basis for the creation of
a school of visual novels with a distinctive style in
Kazakhstan. The integration of historical and ro-
mantic plots with elements of multi-channel com-
munication creates prospects for using the genre not
only for leisure entertainment, but also as an edu-
cational material, as well as a method of preserving
and modernizing cultural identity in the era of high
technology. Visual novels in Kazakhstan, as a new,
young and flexible genre, can act as a tool of “soft
power” in cultural diplomacy. The promotion of the
Kazakh language, national symbols, cultural and
historical heritage outside the country is possible if
local developments support several languages and
are distributed globally through international chan-
nels. Thus, it is a developing genre that requires sys-
tematic research by scientists and practitioners. For
the full successful implementation of this direction
in Kazakhstan, a well-thought-out comprehensive
strategy is required, which considers the encour-
agement of creative efforts and self-expression, a
high level of preservation of originality, support for
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learning, and the development of integrated media Further research will be devoted to the compara-
projects. When these conditions are met, Kazakh-  tive study of Kazakh visual novels and their inter-
stani projects can be competitive on the internation-  national counterparts. This will allow us to analyze
al market and become an integral part of modern  differences in narrative models, dialogue strategies,
infrastructure. and mechanisms of cultural integration.
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