Kygenko A. Amsarix intepdeiicis 3mimanol peaasrocti (MRUI)

..............................................................................................................................................................

VIK 7.01
DOI https://doi.org/10.24919/2308-4863/73-2-18

Anacmacia KYIIEHKO,

orcid.org/0000-0001-8157-6156

acnipanmia, acucmenm xkageopu epagiunozo ouzatiHy

Kuiscbkoeo HayionanvHozo yHigepcumemy mexHonio2it ma OusaiHy
(Kuis, Yxpaina) inastya394@gmail.com

JU3AWH IHTEP®ENCIB 3MIIIIAHOI PEAJIBHOCTI (MRUI)

Y cyuacnomy ceimi ingpopmayitinux mexuonoeiii smiwana peanvuicmo (Mixed Reality, MR) 3aiimac ynikanvhe micye,
NOEOHYIOUU eNleMeHmU 8ipMYyanbHOi ma 00NOBHEeHOI peanbHOCMI O/ CIMBOPEeHHS HOBUX 83AEMOOIL MidC TTOOUHOK md
yughposum cepedosuwem. Lle 6iokpusac be3npeyedeHmui MOAHCIUBOCIE OJisL POUUPEHHS 20PUSOHMIE B3AEMOOTT 3 YUP-
POBUM KOHMEHMOM ma iHmespayii ipmyanvHux 00’ cKmid y peanvhe dcumms, Wo 8UMa2ac iHHo8ayitino2o nioxooy 0o
npoexkmyeanHs ouzavny inmepgeticie smiwanoi peanvnocmi (MRUI).

Y cmammi oocniosceno snavenna epadiunoeo ouzaiiny 6 MRUI 0ns cmeopenHs inmyimuno 3p03yminux, egexmug-
HUX Ma eCmemuyHo npueadIusux inmepghelcis, uo cNpusms NiOGUWEHHIO 3AYYeHOCHI KOPUCTIY8aYi8 ma NOKPaueH-
HIO 302a1bHO20 00C8I0Y BUKOpUCMAHHA. Bcmarnosneno wo epagiynuii Ousaiin 0onomazae supiuly8amu YHIKAIbHI GUKIU-
Ku, s1Ki nocmaioms neped pospobnuxamu MR, exmouaiouu 3a6e3neyenns 6esnepepsHOCmi 83a€EMOO0LT MidC peanrbHuM i
BIPMYANLHUM CEIMAMU, ONMUMIZAYIIO GI3YANbHO20 CUPULIHAMMS MA HAGieayii.

Ipoananizosano ocmanni mendenyii 6 possumky MRUI, sxmouarouu adoanmayiio inmepgeiicie 0o nompeb xopucmy-
6auie, po3poOKy NPUPOOHUX Ma THMYIMUEHUX YOopM 63AEMOOIT HANPUKAAOD, HCeCmig i 2010CO8UX KOMAHO, md IHmMez2payio
MaKmuabHUX 8ioyymmie 0 30azauents 0ocgidy suxopucmaunts MR. B pesynemami ananizy 6us61eHo mexHono2iuHi
Mmoxcaueocmi ouzatny inmepgpeticie smiwanoi peanvHocmi. Ananiz inmepgeticy 0onoeHenoi peanrbHOCMi, 30Kpema po3-
BUMKY MEXHONO02II HOCUMUX NPUCMPOi8, AKI 3a0e3neuyromb epexmunicms 83aEmMo0ii KOpUcmyeayd 3 pearbHuM ma eip-
MYAIbHUM C8IMamu, ma 6UKOPUCMANRHS 3MIUAHOL PeaibHOCME 8 PISHOMAHIMHUX cghepax — 8i0 0ceimu ma MeOUyuHu 00
pozeaz ma npomuciogocmi. Ha ocnogi ananizy inmepgeiicy, inHo8ayitino2o npooyKmy smiuanoi pearbHOCmi, 2apHimypu
Meta Quest Pro éusgneno ujo 3a60aHHAM CYYACHUX 2pA@IYHUX OU3AUHEPIE € IHHOBAYIIHe MUCLEHHA Ma a0anmayis 00
HOBUX BUKIUKIB 8 CINEOPeHHI Ju3atiHy inmepdgbelicy 3miwanoi peanrvbrocmi. JJocniodicenHs 6Ka3ye HA YCHiX MAUOYMHIX
3ACTMOCYHKI@ 3MIUWAHOI peanbHOCMI AKI 3HAYHOK MIPOIO 3aNexcamyb 8i0 pOo36UMKY IHHOBAYIHUX Ni0X00i8 00 Ou3alHy
MRUI, aKxi 3a00801bHAIOMb BUMOSU KOPUCIYBAUI6 00 3PYYHOCHIL, (DYHKYIOHANIbHOCE MA eCMemuyHOl npueadiusocmi.

Knrouosi cnosa: ouszaiin inmepgeiicie kopucmysaua (Ul), epagiunuil ouzaiin, donosnena peanviicms (AR), smiwana
peanvricme (MR), ingpopmayitini mexnonoeii (IT).
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MIXED REALITY INTERFACE DESIGN (MRUI)

In the modern world of information technology, Mixed Reality (MR) holds a unique place, combining elements
of virtual and augmented reality to create new interactions between humans and the digital environment. This opens
unprecedented opportunities for expanding the horizons of interaction with digital content and integrating virtual objects
into real life, requiring an innovative approach to the design of Mixed Reality interfaces (MRUI).

The article explores the significance of graphic design in MRUI for creating intuitive, effective, and aesthetically
appealing interfaces, which contribute to increasing user engagement and improving the overall user experience. It
is established that graphic design helps address the unique challenges faced by MR developers, including ensuring
continuity of interaction between the real and virtual worlds, optimizing visual perception and navigation. The latest
trends in MRUI development are analyzed, including the adaptation of interfaces to user needs, the development of
more natural and intuitive forms of interaction, for example, gestures and voice commands, and the integration of tactile
sensations to enrich the MR experience. As a result of the analysis, technological possibilities for the design of mixed
reality interfaces have been revealed.

The analysis of MRUI, particularly the development of wearable technology devices that ensure the efficiency of user
interaction with the real and virtual worlds, and the use of mixed reality in various fields—from education and medicine
to entertainment and industry—is crucial. Based on the analysis of the interface of the innovative mixed reality product,
the Meta Quest Pro headset, it has been revealed that the task of modern graphic designers is to think innovatively and
adapt to new challenges in creating mixed reality interface design. The research indicates that the success of future mixed
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reality applications will largely depend on the development of innovative approaches to MRUI design that can meet user
requirements for convenience, functionality, and aesthetic appeal.
Key words: user interface design (Ul), graphic design, augmented reality (AR), mixed reality (MR), information

technology (IT).

IMocranoBka mpodsaemu. [luzaitn iHTepdericiB
3mimanoi peansHocti (MRUI) akuenTye Ha 3pocTta-
Uit morpebi po3poOku e(eKTUBHUX, IHTYITHBHO
3pO3yMIJINX Ta €CTETHYHO NpUBAOIMBUX iHTEpdei-
CiB JUIs1 TeXHOJOT1# 3Mimanoi peansHocTi (MR). Po3-
BHTOK TEXHOJIOTiH 3MiMIaHOi PEeaJbHOCTI BH3HAYAE
VHIKaJIbHI 3aBIaHHS IJIs Au3aiiHepiB iHTepdeiicis,
30KpeMa: 3a0e3ledYeHHs IHTYiTHBHOCTI Ta JOCTYTI-
HOCTI; iHTerpauis (Qi3MYHOro Ta HUQPPOBOTO CBITIB;
BpaxyBaHHs Bi3yaJIbHOTO CHOPUHHATTS Ta KOMQOpPTY
KOPHCTYBauiB; ajanTailisi 10 pi3HOMaHITHHX CIICHA-
piiB BUKOpUCTaHHS; Oe3MmeKa Ta MPUBATHICTb.

Po3B’A3aHHs OCTaBIEHNX 3aBIAaHb BUMAarae Mix-
JTUCIUILTIHAPHOTO MIXOMy, KU 00’€IHY€e 3HAHHS
3 TpadiuHOTO MAM3aliHy, KOTHITUBHOI TICHXOJIOTIi,
iHpOpMaIIfHUX TEXHOJNOTiH Ta eproHoMiku. Takox
BUHHUKA€E TOTpeda y po3poOlli HOBUX METOIIB IMpPO-
€KTYBaHHS, IO JO3BOJIATH CTBOPIOBATH iHTEpdEHCH,
SIKi BiJNIOBiAlOTh BUCOKUM CTaHAApTaM 3py4YHOCTI
BHKOPUCTAHHS, €CTETHKH Ta (YHKIIOHAIHFHOCTI B
KOHTEKCTi 3MillIaHO1 peaIbHOCTI.

AHaji3 nociaiaKeHb. Y MIBUIKO 3MiHIOBAHOMY
nmaHamadTi nuGPOBUX TEXHOJOTIH 3MilllaHa peab-
HicTh (MR) BHUCTymae sk moemHanHs (i3UIHOTO Ta
BipTYyaJbHOTO CBITiB, BiIKPUBaIOYH HOBI MOXKIIMBOCTI
JUISS B3a€MOJIl JIOMUHHU 3 1H(POPMAILIHHOK CHUCTE-
MO10. 3 po3BUTKOM TexHousorii MR, auzaiin inTep-
¢eiiciB xopucTyBaua 3mimanoi peanbHocTi (MRUI)
€ KPUTHYHOIO c(eporo JOCTiDKEeHb, II0 BUMArae
TTHOOKOTO PO3YyMIHHS IMOTPed KOPHUCTYBAdiB, TeX-
HOJIOTIYHMX MOXKJIMBOCTEH Ta KOHTEKCTIB Cepe-
oBumia. CyuacHuil cTal gociuimkens auzainny MRUI,
JOCITIJPKY€E BUKJIVKY, 1HHOBAIlii Ta METOJ0JIOTI, SKi
BH3HAYAKOTh IO AMHAMIYHY 001acTh. JloCiipKeHHS B
obracTi mu3aifHy iHTepdeiciB 3MimaHoi pearbHOCTI
BiIKpHBA€E HOBI MOYKJTMBOCTI JJIS TIOKPAIIICHHS 1HTEp-
AKTUBHUX TEXHOIIOTiH, CTBOPEHHS I1HHOBAIITHUX
KOPUCTYBAIbKUX JOCBIJIIB Ta PO3POOKH HOBUX TMij-
XOJliB 70 iHTerparii nudpoBoro ta ¢isuYHOro CBITIB.

VY crarti “A taxonomy of mixed reality visual
displays”, aBropu II. Minrpem ta ®. Kimriao pos-
pOOMIIH TaKCOHOMIIO Bi3yaJIbHUX IUCIUIEIB 3MilMIaHOL
PEaNbHOCTI, SIKa OXOIUTIOE Jialla30H BiJl TIOBHICTIO
peabHOTO A0 MOBHICTIO BipTyaJbHOTO CEpPEIOBHUILA.
ABTOpH TOCTiIPKEHHST BBENM MOHATTA «BipTyansHo-
peanbHOro KoHTHHYYMY» (Virtuality Continuum), Ha
SIKOMY PO3TaIlOBaH1 Pi3HI THITH CEPEIOBHUII 3MIIIAaHOT
peanpHOCTI. Takconomis I1. Minrpema Ta ®. Kimrino
JNEMOHCTPYE, SIK MOXYTb OyTH MO€AHAHI peaybHi Ta

BipTyaJIbHI 00’€KTH B OJHOMY CEPEIOBHIIl, MPOIO-
HYIOUM CHCTEMAaTWYHHMU MiAXij no kmacudikamii ta
JOCTIIKEeHHS Bi3yaJIbHUX AWCIUICIB 3MIIIaHO] pealib-
HocTi. L{g pobora Mae 3HaYHMI BIUIMB Ha PO3BUTOK
JOoCTiKeHb y Tamysi 3Mimanoi (MR), momoBHeHOT
(AR) Tta BipryampHOi peanpHOCTi (VR), Hamaroum
(byHIaMeHTaJIbHYy OCHOBY AJISI IOAAJIBIIOIO aHAJI3Y
Ta MPOEKTYBaHHS CHCTEM 3MIIIaHOI PeaJbHOCTI.

VY crarri “What is mixed reality?”, aBropu
M. Hlnaiixep, b. 1. Xomn ta M. Hebeminr gocmimky-
I0Th MOHATTSA 3MilaHoi peanbHoCTi (Mixed Reality,
MR), Hamararourch HagaTH HOMY UiTKe BH3HAYCHHS
Ta BiIMEXYBaHHs BiJI CyMDKHUX TEXHOJIOTIH, TaKHX
gk BipryaneHa (VR) Ta nomoBHeHa peanbHICTDH
(AR). Crarrs Oyna mpencrasieHa Ha KoH(pepeHii
CHI 2019, mo € onnieo 3 TPOBITHHX IMIaTdopm
JUIsT OOTOBOPEHHS AOCTIKEHb Yy Taly3i JIIOACHKO-
KOMIT toTepHOi B3aemomii. Ha ocHOBiI cBOiX mocii-
mxenb, M. Illmaiixep, b. JI. Xomm Ta M. HebGemninr
3alporNoHyBald HOBUH Minxin no Bu3HaueHHS MR,
SKHI BpaXOBY€ MIMPOKUH CHIEKTP MOXKIIUBOCTEH iHTe-
rpamii peajJbHUX Ta BIPTyaJbHUX KOMIIOHEHTIB. L[5
poboTa cripusie kpamomMy po3yMinHio MR sk o6macri,
10 IIBUIKO PO3BUBAETHCS, 1 BKa3ye Ha HEOOXITHICTh
MOJANBIINX JOCTI/DKEHb ISl PO3POOKH CTaHIApTiB
1 METONOJIOTIH B Iil 00JIACTi, 00 CIIPUATH IHHOBA-
IiSIM Ta MOKPAIICHHIO KOPUCTYBAIIBKOTO JTOCBIAY B
cUCTeMax 3MillaHo1 pealbHOCTI.

Crarts “Real-time Object Detection and Tracking
in Mixed Reality using Microsoft HoloLens”, aBrop-
ctBa A. ®apacin, @. Ilewapomo, M. I'pamxerro,
E. Ixxanapis Ta I1. apua, 30cepemxena Ha peanizamnii
CHCTEMH B peaJbHOMY Yaci JUIsl BUSIBJICHHS Ta BiacTe-
KEHHA 00’ €KTIB y 3MiIIaHii peanbHOCTI, BAKOPHUCTO-
Bytoud TapHiTypy Microsoft HoloLens. [{ocmimauku
PO3POOHIIH CUCTEMY, SIKa IHTETPY€ETHCS 3 FAPHITYPOIO
HoloLens nms cTBOpeHHS iHTEPaKTUBHOTO JOCBiTY
3MIlIaHOi PeabHOCTI, & KOPUCTYBadi MOXYTh B3a-
€MOJIISITH 3 BIpTyaJbHUMH 00’ €KTaMH, siKi BOyZIOBaHi
B peajpHE CepemoBHIle. Pe3ynsraTté JOCITiIKCHHS
MIOKa3aJjy, L0 3alpOIIOHOBAaHA CHUCTEMa 3a0e3medye
e(heKTHBHE BUSBICHHS Ta BiJCTEXKEHHS 00 €KTIB y
3MillaHid pPeanbHOCTI, BiAKPUBAIOYM HOBI MOMKIIH-
BOCTI JJ1sl pO3po0KH TOJATKIB y chepax OCBIiTH, PO3-
Bar, MPOMHKCIIOBOCTI Ta METUIIMHH.

V crarti “Visual Coherence in Mixed Reality:
A Systematic Enquiry”, aBropiB J[. Komminza,
X. PerenOpexra ta T. IpOBOAMTHCS CHCTEMAaTHUYHE
JOCTIKeHHST Bi3yalbHOI Y3rO[KEHOCTI B 3Millla-
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Hill peampHocTi (MR). ABTOpM cTarTi mparHyTbh
PO3KpHUTH, SIK Bi3yallbHa Y3TOPKEHICTh BIUIMBAE Ha
JIOCB1JI KOpUCTYBa4a B cepegoBuili MR, Bu3Hauaroun
KJIFOUOBi (PaKTOpH, IO CIPUSIOTH 30€PEIKEHHIO Bi3y-
aJTbHOI KOHCHCTEHTHOCTI MK PCaJIbHHMH Ta BipTY-
aNbHUMHU eneMeHTaMu. JloCTiKeHHs 30CcepemKeHo
Ha aHaJi31 Pi3HUX aCMEKTIB Bi3yalbHOI y3ro»KeHOCT,
BKJTIOYAIOYH CBITJIOBI yMOBH, TiHi, BIIOUTTS Ta iHII
Bi3yaJibHI €(EeKTH, sIKi BIUIMBAIOTb HA CIIPUHHATTS
peaicTHIHOCTI 3MIITAHOT PeaTbHOCTI.

OnHUM 13 KJIIIOYOBHX BHMCHOBKIB CTaTTI € T€, IO
BHCOKHH pIiBEHb Bi3yallbHOI Yy3TOKEHOCTI MiXK
pEaNbHUM Ta BIipTyaJIbHUM KOMIIOHCHTAMU 3HAYHO
MiABHIIYE piBEHb iMMepcii Ta 3a/l0BOJICHHS KOpHC-
TyBadiB Bix B3aemopii 3 cepemosureM MR. Takox
aBTOPH HATrOJIONIYIOTh Ha BAXKIUBOCTI PO3POOKH
IHCTPYMEHTIB Ta TEXHIK JJIs TU3aifHEPiB 1 po3poOHH-
KiB, IKi JI03BOJISIFOTH ITiIBUIITUTH Bi3yaJIbHY Y3TOMKe-
HICTh B JIOJIaTKaxX 3MIIIaHOT pEaJbHOCTI.

VY crarti “The future of mixed reality is adaptive”,
omyonikoBanin J[. JlinanOayepom, po3misgaeTbes
MalOyTHe 3Mimanoi peansHOCTi (MR) "epes nmpusmy
aJalITUBHUX TEXHOJIOTi. ABTOP CTBEPIKYE, IO PO3-
LIMPEHHSM MOXJIMBOCTEH Ta MOKpAIICHHSIM KOpHC-
TYBalbKOro J0cBiy B MR € po3BUTOK amanTHBHUX
CUCTEM, SKI MOXYTh JUHAMIYHO 3MIHIOBATHCS Bij-
MTOBITHO /10 KOHTEKCTY KOPHCTyBa4a, Horo morped Ta
HaBKOJIMIITHHOTO CEPENOBUINA. ABTOP TaKOXK 00TOBO-
PIO€ BHUKIIMKH, TIOB’sI3aHi 3 peayi3alliero aganTUBHUX
MR-cucteM, BKIIOYaro4d moTpedy B PO3LIMPEHUX
JAaHUX TPO KOPHUCTyBaya Ta CEPENOBUINE, HEOOXii-
HICTh 3a0e3MeYeHHs IPUBATHOCTI Ta OE3MEeKH TaHUX,
a TaKOX CKJIQJHOIII B iHTeTparlii Gi3udHuX Ta mud-
POBHX KOMIIOHEHTIB CepeI0BHUIIIA.

Merta crarTi. [0110BHOIO METOrO POOOTH € JTOCITi-
mokeHHs au3aiiny MRUI, 3o0kpema sk BiH cropuse
MiABUIICHHIO MPOIYKTUBHOCTI KOPHCTYBaYiB, TOJIII-
MIEHHIO HABYAJIHHOTO JOCBiMY 1 HamaHHIO OUIBII
e(heKTUBHUX IHCTPYMEHTIB I TIpodeciitHmx 3acto-
CyBaHb., a TAKOXX BUBYHUTH, 5K aCMEKTH Bi3yaJbHOTO
JU3aiiHy BILUTUBAIOTH HA CIIPUUHSATTS Ta €PEKTHBHICT
MR-inrepdeiiciB. BusHauuTn moTouHi TEHACHLIT Ta
MaiOyTHI HampsIMKH PO3BUTKY B IU3aiiHi iHTEepdei-
CiB 3MimaHOi peajbHOCTI, 30KpeMa, 3 ypaxyBaHHSIM
HOBITHIX TEXHOJIOT1# Ta MOTpeOd KOPUCTYBATiB.

Bukaax ocHoBHoro marepiaiy. ChOronHi KOH-
LeMIIil, SKi 34aBaTUCh (DAHTACTHYHUMH IIE JCKUTbKa
JECSTUINITh TOMY, BTUIMJINCH Y PEANBHICTh TEXHO-
soriyHoro cBity. Texnosmorii BipryamsHoi (Virtual
Reality, VR), momoBrenoi (Augmented Reality, AR)
Ta 3mimanoi peanpHOcTi (Mixed Reality, MR) mepe-
BEPHYIIH JIFOJICEKE CHPUHHATTS CBITY 1 CTalld YacTH-
HOIO Horo (i3WYHOr0 cepeoBHUINa, 3MIHUBILIN 0araro
ACTICKTIB MOBCSAKICHHOTO JKUTTS Ta PI3HUX Tay3ei.

B ramy3i ocBiTH Ta HaB4aHHs BipTyajibHA, JIOIO-
BHEHA Ta 3MiIlIaHa PeabHOCTI 3a0e3MeuyoTh IHTEp-
aKTUBHI Ta 3aHYPIOIOYI HaBYallbHI JOCBINH, TIOJIII-
LIyIOYH Ti3HaBaJbHE 3aCBOEHHA Ta INPaKTHYHI
HaBUYKHU. B ramy3i MeIWIIMHU IIi TEXHOJOTIi BUKO-
PHUCTOBYIOTBCS JUIsl TPEHYBAaHHS MEIUYHUX (axiBIIiB,
XipyprivHOTO MOZETIOBAHHS Ta IMOKpAIEHHS Marli-
€HTCHKOTO NocBimy. B cdepi 6i3Hecy TexHomorii VR,
AR ta MR miaBumyrots epeKTUBHICTH Ta i1HHOBa-
HiiiHicTh Gi3HEC-TIPOIIECIB, TAKHUX K AU3AHH MPOLYK-
TiB 1 mpe3eHTamii, Ta inme. /lornoBHeHa Ta 3MilIaHa
peanbHICTh BIIKPHBAIOTh HOBI MOXKIIMBOCTI ISl Bip-
TyaJbHOI comiaizallii Ta B3a€MOii.

3wmimana peansHicTs (Mixed Reality, MR) mpen-
cTaBnsie co0010 (yHIaMEHTalbHE HOBOBBEICHHS
B oOnacTti iH(OpMaLiiHUX TEXHOJOTIH 1 BiOKpUBA€E
MPUHIMIIOBO HOBI MOKJIMBOCTI iMEPCHBHOBHOI B3a-
€MOAil 3 KOpHCTyBauaMu. TEeXHOJIOTIS 3MIIIaHol
peansHOCTi (Mixed Reality, MR) moenHye BipTy-
anpHY (Virtual Reality, VR) i nonoBHeHy peanbHicTh
(Augmented Reality, AR), Ta npornionye HOBui1 iHTEP-
¢eiic mist B3aemonii KopuctyBada 3 iHQOpMaLiiHOO
CHCTEMOIO.

3wmimana peansHicTh (Mixed Reality, MR) — 1ie
TEXHOJIOTisA, sfKa O0’€IHYy€ €JIEMEHTH pPeaabHOTO
Ta BIpPTYaJbHOTO CBiTy, CTBOPIOIOYM HOBHUH MpO-
ctip B3aemonii. IuTepdeiic kopucrtyBaua 3Mimia-
Hoi peanmpHOCTi (Mixed Reality User Interface,
MRUI) nparae MakcuMi3yBaTH 3aHYpPEHHs KOPUCTY-
Bada Ta HOr0 MOXKIJIHMBOCTI B3aemoxii (Milgram, P.,
Kishino, F., 1994: 1).

Ha croronmHimHii JeHh TPUBAIOTh HAYKOBI JHC-
Kycii Ta JOCHIPKEHHS U1l yTOYHEHHS 1 pO3IIUPEHHS
BU3HAYECHHSl 3MIIIAaHOT peaslbHOCTI, sKi 3a0e3medy-
I0Th YiTKi OPIEHTHPH ISl IU3aiHEPIB, pO3POOHHKIB i
HAayKOBIIIB B TaTy3i iHGOpMAIiHHAX TEXHOJIOTIH.

OcHOBHI JUCKyCii IOAO BWU3HAYEHHS 3MIIIAHOT
pearbHOCTI CTUKAIOTHCS Yepes3 11 CXOXKICTh 3 JOMOBHE-
HOIO pealipHICTIO. B mporeci nociiaKeHHsT HayKOBIIi
M. llImnaiixep, b. JI. Xomr i M. HeOGemiHr BCTaHOBWIIN
TOJIOBHHH acIeKT SKui xapakrepuzye MR — 1ie pyx 1
B3a€EMOJIIsS B MUJToMy. B pesymbrari anamizy 68 HayKo-
BAX MyOmikamiii mociimHukamMu Oyno cdopMoBaHO
IIiCTh MPALIOIOYUX BH3HAUEHb 3MIIIAHOI pealib-
HOCTI 1 KOHIIETITyalbHYy OCHOBY 13 ceMu BuMmipiB MR
(Speicher, M., Hall, B. D., Nebeling, M., 2019: 2).

PizHuIs MK 3MINIAHOIO 1 TOTOBHEHOIO peajb-
HICTIO TIOJISITA€ B TOMY IO JOMOBHEHA PEalbHICTH
(AR) Hakmamae mudpoBuil BMICT Ha peallbHUH CBIT,
MOKpAIyIOYd pPeajbHICTh 3a JOMOMOTOI0 HaKia-
JieHoi iH(opMallii, a 3MilllaHa pPeaNbHICTh € 3JIUT-
TSIM CEPEJOBHUII BipTyalbHOTO Ta PEabHOTO CBITY,
ne 1udpoBi Ta QizuuHi 00’€KTH CHIBICHYIOTH 1
MOXYTbh B3a€MOIATH OauH 3 omHUM (Brian J. Park,
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Stephen J. Hunt, Charles Martin, Gregory J. Nadolski,
Bradford J. Wood, Terence P. Gade, 2020: 3).

TpaauuiiiHo 3MilIaHa peabHICTh € KOHTHHYYMOM
13 CepeloBHUIIEM PEaNbHOTO CBITY Ha OJHOMY KIHII
CHEKTPY J0 MOBHICTIO BipTyaJbHOTO CEPEIOBHINA Ha
nportunexHomy (puc. 1) (Milgram P., Takemura H.,
Utsumi A., Kishino F., 1994: 4).

3MmilIaHa PeasibHICTh € OJIHIEI0 3 TIEPEIOBUX TEX-
Hosoriii B cBiti. Choromui MR akTuBHO poO3BHBa-
€TBCSL 1 BIIPOBAIKYETHCS B PI3HUX TaNTy3sX, BKIIO-
Yarouu irpu, HaBYaHHSA, MEIULIMHY, AM3aifH 1 Oararo
iHmmx. TexXHOIoTis 3MillIaHOI peaTbHOCTI PO3IIUPIOE
MOXITUBOCTI TU3aiiHy iHTepdeiiciB, CTBOPIOIOYN HOBI
CHoco0M B3a€EMOJIii KOpHCTyBaya 3 iHQopMaliero Ta
00’€KTaMH HAaBKOJIO HHOTO.

Huzaiin iHTepdeiiciB 3Minranoi peaaTbHOCTI BUKO-
PHCTOBYE psi/i TEXHOJIOTIH, 0 OCHOBHUX HAJIC)KUTh
TPEKIHI PyXy Ta KECTIB AJIsl B3a€MOAIl 3 BipTyalib-
HUMH O00’€KTaMH, CTEPEOCKONiuHe BiJoOpakeHHS
JUISl TTAOWHY Ta MEPCIEKTHBH BipTyalbHUX 00’ €KTIB,
a TaKoXX 3BYKOBY B3a€EMOJII0 siKa 3a0e3nedye aymio-
Bi3yanmpHUU mocCBim kopucTyBada (Carmigniani, J.,
Furht, B., Anisetti, M., Ceravolo, P., Damiani, E., &
Ivkovic, M., 2011: 5).

Ha croronHimHiii eHh IHHOBALIMHUM MTPOTYKTOM
3MiIlIaHOI peaibHOCTI € rapHiTypa Meta Quest Pro,
sIKa TIPU3HAYCHA JUTSI TOJATKIB 3MIIIaHO1 Ta BIpTyallb-
HOI peajbHOCTI i Opi€EHTOBaHA Ha MIUPOKHHA CHEKTP
KopucTyBadiB (puc. 2). I'apHiTypa 3MimaHoi peanb-
HocTti Meta Quest Pro Oyna oginiiino npeacraBieHa
komraniero Facebook y 2022 pormi (Meta Quest Pro.
Wikipedia, 2023: 6).

IaTepdeiic rapHiTypH 3MimaHoi peasbHOCTI Meta
Quest Pro po3pobieHo 3 akieHTOM Ha 3pY4HICTH Ta

IHTYITHBHICTb BuKopucTanHs. [arepdetic MR B Meta
Quest Pro noeanye nepenoBi TeXHONOTIT Bizyamizarii
Ta TPEKIHTy 1 3a0e3nedye IUIABHY Ta peaiCTUYHY
B3a€MO/IIF0 KOPUCTYBaya 3 BipTyalbHUMHU 00’ €KTaMH,
a TaKoXK BMINIy€ IHHOBAIiiHI pilIEHHS U1 yIpaB-
JHHSA )KE€CTaMH, TOJIOCOBUMH KOMaHJaMH Ta iHIIUMH
eneMmeHTamMu B3aemogii. OkpiM 1BOTO, iHTEpdetic
rapHiTypu 3ale3nedye BHCOKOAKICHY Trpadiky Ta
TUIABHICTh PYXiB, U PEaTiCTUYIHOTO BIMUYTTS TpU-
CYTHOCTI KOPUCTYBaJa B 3MimaHii peansHOCTI. ['ap-
HITypa Ma€ po3MHpPeHi MOXKIMBOCTI COIiaIbHOT B3a-
emozii i koxabopariii, [T BUKOPUCTAHHS 3MIIIaHOT
peanbHOCTI B OCBITi, poOoTi Ta po3Barax (Meta Quest
Pro. Meta, 2023: 7).

lapuiTypa Meta Quest Pro mictuth inTepdeiic
B sSKOMy (DYHKIIiI, CLIpSMOBaHI Ha ITIBUIICHHS KOM-
¢dopTy Ta Oe3lmeKkn KOpUCTyBada, a caMe IHTETparliro
3 (pi3MYHEM cepeloBHIIEM, IS IMiIBUIIECHHS 00i3Ha-
HOCTI PO HABKOJIMIIIHE CEPEAOBHILE ITiJ] 4aC BUKOPHC-
TaHHs rapHityp (puc. 3). Intepdeiic rapHitypu 30ce-
peKEeHHI Ha eprOHOMILI 1 Ha TOYHOCTI TPEKIHTY PyXiB
PYK 1 TOJI0BH 1110 3a0e31edye KoM(MOPTHY Ta IPUPOIHY
B33a€EMOIII0 3 BIPTYaJIbHAM CEPEIOBHILEM JUTS ITiJBH-
IIEHHS IMMEPCHBHOCTI IOCBily KOPHUCTYyBaya.

Inrepdetic 3mimanoi peansHoOCTI TapHiTYpH Meta
Quest Pro MicTuTh po3mupeHi MOKIUBOCTI IJIs TIEp-
COHai3alii Ta iHTerpamii 3 IHIMMH TPUCTPOSIMH Ta
wratopMamu, 1e 3abe3nedye THYUKICTh y BHKO-
PUCTaHHI TApHITYpPH JUISL Pi3HUX MOTPeO 1 ClieHapiiB.
Takuil maxix MigKPecloe BaXkKIUBICTh PO3POOKU
Iu3aifHy iHTepdeiciB KopucTyBadya 3MillaHoi peab-
HOCTI, SIKi aIanTyIOThCsl IO BUMOT KOPUCTYBaYiB Ta
pizHEX cdep 3aCTOCYBaHHS, MiATBEPHKYIOIH IHHOBA-
[iHHUH MOTEHIIiaj 3MIMaHOi PealbHOCTI.

| Mixed Reality (MR) I

Augmented

Environment Reality (AR)

»l
|

Virtual
Reality (VR)

Augmented
Virtuality

Puc. 1. Simplified representation of a RY Continuum by Milgram P [4]

Puc. 2. I'apnitypa Meta Quest Pro

Puc. 3. InTepdeiic rapnitypu Meta Quest Pro
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3HayHa KUTBKICTh AOCHIMKEHb B cdepi nu3aiiHy
MRUI ¢okycyroTbcsi Ha po3podii eheKTHBHUX Ta
IHTYITUBHUX METOJIB B3a€MOJii B 3MIllIAHIN pealib-
HOCTi. OCHOBHUMH T€MaMH € ONTHMI3alis TPEKiHTY,
aJanTHBHICTL iHTepdeiciB Ta cTBOopeHHST edek-
TUBHUX Bi3yanbHUX BiArykiB (Bowman, D. A., &
McMahan, R. P., 2007: 8).

Onrtumizaniss TpeKiHTy B AM3aliHI iHTepdeiiciB
3MIIIaHOT PeajbHOCTI € KPUTHYHO BaXKITUBOIO JIJISI
3a0e3meueHHsT CTabUTbHOI Ta BUCOKOSKICHOI pOOOTH
MR nomatkiB. TpekiHT — I1€ TIpOIeC BUSHAYCHHS PO3-
TallyBaHHS Ta Opi€HTAaIlii TapHITYpH 3MillIaHOI peab-
HOCTI 200 IHIIMX IPUCTPOIB B PEATBHOMY IPOCTOP.
OnTuMmizariis [IbOro MPoIeCy omoMarae 3a0e3neunT
TOYHY B3a€EMOJIII0 BIPTyaabHHX 00 €KTIB 3 peaibHUM
CBITOM 1 TIOKPAIIIATH 3arajibHAN JOCBI KOPUCTyBada
(Farasin, A.; Peciarolo, F.; Grangetto, M.; Gianaria,
E. and Garza, P., 2020: 9).

CporozHi 3HauyHa KIJIBKICTh JOCIIAHUKIB 1 KOM-
MaHiii aKTMBHO IPAIOIOTh HAJ ONTUMI3AIE Tpe-
KiHTY B JIu3aiiHi iHTepdeiiciB 3MilIaHOi peaabHOCTI,
cepen skux komatist Google i Microsoft, Magic Leap
1 Facebook. Kommanis Facebook axtuBHO mocii-
JDKY€ TPEKIHT Ta po3po0iIsi€e MPOTYKTH Al 3MiIIaHoi
peanbHOCTI, Taki sk rapHiTypa Meta Quest Pro, yepes
cBoto Jtlaboparopito Facebook Reality Labs. Komanna
JTOCTITHUKIB Yy Microsoft akTHBHO TpaIfioe Haa po3-
pPOOKOIO Ta ONTHUMI3AIIEI0 TPEKIHTY Ui TapHITYpH
HoloLens.

AanTHBHICTh AM3aliHYy iHTep(deHCiB KOpHCTY-
Baya 3MIIIaHOI PEaNbHOCTI € TOJIOBHUM acCIIeKTOM,
sIKU# 3a0e3meuye e(heKTUBHICTh Ta 3PYUHICTh KOPHUC-
TyBaIlbKOTO JOCBimy. AnmantuBHI iHTepdericn B MR
BiJIMTOBi/Tal0Th HA 3MiHU B KOHTEKCTi KOPUCTyBada Ta
CEepe/IOBHIA, ABTOMATHYHO HAJAIITOBYIOUUCH IS
3a0e3MeYeHHs] ONTUMAIILHOI B3a€EMOIii.

3a0e3neueHHs] ONTUMAIILHOT B3aeMOIl B TU3aiiHi
iHTEepQeciB 3MIIaHOT peaNtbHOCTI BMIIIY€E PeryJIro-
BaHHS PO3MIpiB, MOJIOKECHHS Ta (DOpMary Bi3yallb-
HUX €JIEMEHTIB, a TAaKOXK a/IalTaIlilo 10 Pi3HUX YMOB
OCBITJIEHHS Ta (i3MYHOTO MPOCTOpY. AMANTHBHI

iHTepdelicn 3MilIaHOi peasbHOCTI TaKOXK BPaxOBY-
FOTh 1HIMBIyalbHI TIEPEeBary Ta MOTPeOu KOPUCTYBa-
4iB, IO MiJBUIYE IHTYITUBHICTH Ta 3aralbHY 3pyd-
HicTh BuKopuctanHs MR-cucrem (David Lindlbauer,
2022: 10).

CrBOopeHHSI €(EKTUBHHX Bi3yaJlbHUX BIATYKiB
3a JOMOMOTOI0 TpadiuHOro AM3aliHy y CTBOpPEHHI
iHTep(eiiciB 3MilTaHoi peaJTbHOCTI Ma€ BaroMe 3Ha-
YeHHs y 3a0e3MeueHH] iHTYyiTHBHOI KOPHUCTYBAIbKOi
B3aeMofii. BizyanpHi BiATYKM TIOBHHHI OyTH YiT-
KHMH, IIBUJKAMHU Ta BiJIMOBIHUMU O Il KOPHC-
TyBaya, 1100 3a0e3MeUnTH 3PO3yMiJie 1 3pyUYHEe CIIij-
kyBaHHs 3 iHTepdeticom MR (Jonny Collins, Holger
Regenbrecht, Tobias Langlotz, 2017: 11).

Jns 3abe3medeHHs 3pO3yMIJIOTO Ta 3pyYHOTO
CIJIKYBaHHS KOPHUCTyBada 3 iHTepdericoM 3Mimanoi
peanbHOCTI BHKOPHCTOBYIOTHCS aHIMalii, KOmipHi
IMiIKa3K1, TEKCTOBI MMOBIJOMIICHHS Ta 1HII €IEMEHTH
rpadiqHOTO JU3aifHy, SIKi JONOMAararTh KOPHCTYBa-
JaM Opi€HTYBaTHCS Ta B3aeMomista 3 MR-crucreMoro
(puc. 4).

EdexTuBHi BizyanbHi BiATyKH B OU3aiiHi iHTEp-
¢eiiciB KOpUCTyBaua 3MIlIaHOI PEaNbHOCTI, CIPH-
SFOTh CTBOPEHHIO IHTYITUBHO 3pO3yMLUIOTO Cepe-
OBHUIA. BuKopuCTaHHS Bi3yalbHUX CIICMEHTIB
rpadigHOrO AM3aifHy CHpHsi€ JEeTKOCTI HaBiramii Ta
e(eKTUBHIN B3a€MOJIi KOPUCTyBaya C CEPEeIOBUILEM
3MilIaHoi peasbHOCTI. 3a JOMOMOTOIO Bi3yalbHOI
MOCTIIOBHOCTI, KOHTPACTY Ta opraizauii indopmarii
rpadiyHuil qU3aliH 10TIOMarae Bi3yaabHO PO3ILIATH
BipTyasbHI 00’ €KTH BiJl peajbHOTO CBITY, ITiIBHIIY-
I04M SIKICTh 3aHYpPEHHS KOPHCTyBada B CEPElIOBUINE
3MiMIaHoi peansHOCTI (pHC. 5).

I'padiunuii nu3aiiH crnpuse CTBOPEHHIO iHTEp-
¢elicy, KUl € He TUIBKH €CTETUYHO NMPHUBAOIUBUM,
arne ¥ QyHKIiOHANIBHO 3pydHUM. [padiunmii nu3aiin
3aCTOCOBY€ETBCS JUIS CTBOPEHHS MeTaop Ta CHUM-
BOIIIB, SIKi JOTIOMAararoTh KOPHUCTYBadaM IiHTYITHBHO
PO3YMITH Ta BUKOPUCTOBYBAaTH iHTepdeic 3Milanoi
peanbHOCTI, 3a0e3Mmeuyroud IUIaBHY Ta 3pO3yMily
B3a€EMOJIIIO.

Puc. 4. I'padiunnii nu3aiin B inTepdeiici 3Mimanoi peaabHocTi rapuitypu Meta Quest Pro
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Puc. 5. Ilpukiaaja Bi3yajJbHOro po3aijeHHS
BipTyaJIbHHX 00’€KTIB Bi/l peaJIbHOrO CBiTY
B rapuitypi Meta Quest Pro

B mmzaitni iHTepdeiiciB 3MimaHoi peasbHOCTI
3HAYHA yBara NpUIISA€ThCS IHTYiITUBHOCTI BUKOPHC-
taHHs. Hanpuknan, B rapHiTYpi 3MillIaHOT peaabHOCTI
Meta Quest Pro rpadiununii qu3zaitn BigzoOpaxae 3po-
3yMUJIICTB 1 IPOCTOTY iHTEPeEIiCy, CIIPOLIYIOYH HaBi-
ramiro Ta B3a€EMOJII0 B 3MIillIaHIM peaNbHOCTI, IO
3a0e3meuye TO3UTHBHUN KOPHUCTYBAIIbKAN TOCBIT
(puc. 6). BukopucToBytO4H Bi3yaibHi €IEMEHTH Tpa-
(biuHMiA MU3alH TiACKIIIOE 3aHYPEHHS KOPUCTyBada
B 3MiIlIaHy PEaNbHICTh, THM CAMHM ITiIKPECIIOIOUN
IHHOBALIMHI MOXJIMBOCTI poAykTiB MR.

B nuzaiini iHTepdeliciB kopucTyBaua 3Milia-
HOI peajbHOCTI TOJIOBHUM 3aBAaHHAM TpadidHoro
IU3aiiHy € CTBOPEHHS TapMOHIHHOTO Ta IIiJIICHOTO
CepeloBHILA, IKE BPAaXOBYE SIK €CTETUYHI, TaK 1 PyHK-
LiOHANBHI acmekTH. MeTolo rpadiyHoro au3aiiHy
€ BJIOCKOHAJICHHS 3arajJlbHOTO KOPHCTYBAIbKOTO
JIOCBITy B CEPEOBUIII 3MimaHoi peambHOCTI. Ipa-
(hivHui TU3aiH IPOIOBXKYE EBOJOIOHYBATH, BiJIITO-
BiJIalOYX HA 3MIHU B TEXHOJIOTISAX 1 KOPHCTYBAIBKHIX
BHMOTax, a TAKOX 3a0e3Meuye MATPUMKY JUHAMIYHO
3pOCTAIOUOro NOTEHLIANY AW3aiHy iHTepQelciB 3Mi-
[IaHOT PeaTbHOCTI.

MRUI mnponoHye YHIKaJIbHI MOXXIJIABOCTI, Taki
SIK KOJTAOOpaTHUBHA B3a€MOJiS B pealbHOMY daci Ta
nornubneHe HaByaHHSA. OOHAK I1CHYIOTH BHKIIHKH,
Taki sSIK TEXHIYHI OOMEXKeHHs, moTpeOu B 3a0e3-
MEYCHHI EpProOHOMIKM Ta O€3MeKH KOpPUCTyBaua
(Gabbard, J. L., Swan II, J. E., Hix, D., Kim, S. J., &
Fitch, G., 2007: 12).

IaTepdeiic kopucTyBada 3MilIaHoi peansbHOCTI
MPEACTABIsAE€ HOBUH HAaNpPsIMOK, SIKUH PEBOJIOLIOHI-
3y€ CIoci0, SIKUM KOPHCTYBayi B3a€EMOAIIOTH 3 iH(Op-
MariiiHuMu  cucreMamMu. OCHOBHHMM  3aBIaHHSM
I3aiiHy iHTepQeiiciB 3MilIaHoi pearbHOCTI € Po3-

Puc. 6. IIpukaan 3po3ymiziocri i mpocroTu rpagivynoro
Au3aiiny B iHTepdelici 3MinIaHoi peaabHOCTI
rapaitypu Meta Quest Pro

poOKa MeToIiB B3a€MO/I11, SIKi € IHTYiTHBHUMHU, e(ek-
TUBHUMU Ta KOM(GOPTHUMH AJIS1 KOPUCTYBaya.

BucunoBku. Jlocmimxenns chepu nuzaitHy iHTEp-
¢eiiciB 3mimanoi peansHocti (MRUI) Bkasye psin
VHIKaJIbHUX BUKJIMKIB Ta MOXIUBOCTEH, sSIKi BIKpU-
Ba€ 15 IIBUJIKO PO3BHBaIO4a 001acTh. JloCimiKeHHS
M IKPECTIIO KPUTHIHY BaXKIIMBICTE iHTYITHBHO 3pO-
3yMUIMX, JOCTYIIHMX Ta €CTETUYHO HPHUBAOIMBUX
inTepdetici s 3a0e3neueHHs e()eKTUBHOI B3a€MO-
Iii KopuCTyBaviB 31 3MilIAaHOIO peaybHicTI0. Buko-
puctanast MRUI BigkpuBae HOBI TOPH30HTH IS
PO3LIUPEHHS] MOXIIUBOCTEN JIIOJCHKOTO CIIPUUHSATTS
Ta B3aeMOJii 3 iHQopMaIiTHUMHU CHCTEeMaMH, ITPOTIO-
HYIOYH IHHOBAIiHI PillleHHS IJI HABYaHHS, PO3Bar,
MEIULIMHY Ta IHIIHX cdep.

B pesynbrari JOCHiKEHHS BHSABICHO Pi3HUIIO
MIX JIOIMIOBHEHOIO 1 3MIIIIAHOIO PEaIbHICTIO, 3 TAKOK
Br3HaueHHs MR. AHami3 MOXIHMBOCTEH AM3aiiHy
MRUI mokasap psii TEXHONOTIYHHX OCOOIUBOCTEH
AKi 320€3MeYyI0Th MPUPOJHIO Ta IHTYITHBHY B3a€MO-
nito kopuctyBada 3 MR-cucremoro. BcraHoBieHo
BaroMuil BIUIMB TpadiuHOrO JH3aiiHy Ha MPOEKTY-
BanHs MRUI, skwuii ontumisye BizyajbHE CHpUii-
HATTS Ta JIOTIOMAarae KOpPUCTyBady OpPIEHTYBaTHCS Ta
B3SEMOIISATH 3 CEPEIOBUINECM 3MIMIAaHOI peaTbHOCTI.
BusiBrieHo 110 Bi3yasibHa MMOCHIIOBHICTH JOMOMArae
PO3IITUTH BipTyaibHi 00 €KTH BiJ peaJbHOrO CBITY.

OTxe, MU3aiiH iHTepQeiiciB 3MilIaHOI peaJbHOCTI
3a3Ha€ PEBOINIOIIMHNX 3MiH Ta TPOIOHYE HE JIMIIC
HOB1 BUKJIUKH, ajie ¥ HEOOMEKEHI MOKJIUBOCTI IS
po3MMpeHHs TH(POBOTO CBiTY iHGOPMAIIIHHAX CHUC-
TeM. AKTHUBHE IOCIIIKEHHS, 1HHOBALIl Ta MIKIUC-
UIUTIHApHA CHIiBOpalsl € KIYOBUMH (PaKTOpaMu y
peamizanii noreniiary MRUI mist ctBopeHHs 3aity-
YJalounX Ta e(PeKTUBHUX KOPUCTYBALBKIX B3aEMOJIM.
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