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CHUHTE3 3ACOBIB IOIIOBHEHOI PEAJIBHOCTI
B PO3POBIII IHTEPAKTHBHOI HACTIJILHOI I'P!

Amnoramia. B ctaTTi po3riIisHyTO HACTLILHI IrpH 3 JOIIOBHEHOIO peasIbHICTIO AK Pe3yJIbTaT CHHTe3y 3 I poBH-
MU TeXHOJIOTLIME JJIS1 PO3IMINPEHHs (PYHKIIIOHAIBHOCTL IrPOBOTO IIPOIIECY, OKPECJIEHO MIKAY CHIBBLIHOMIEHHS
dbeHOMEHY peasbHOCTI-BIPTyaIbHOCTI Ta d)aRTopy YABU SIK JJOZJATKOBOTO JiZKepeJia KOHTEeHTY B irpOBOMY cepen-
oeuti. [IpoBeneno aHasia 3aco0iB JOITOBHEHOI peasibHOCT, KiacudikoBauo tunu AR-irop Ta Bu3HauveHO Tak-
COHOMIIO CHHTE3y (PI3MYHOr0 Ta BIPTYaJIFHOTO CBITY B Irpax, PO3TOPHYTO TEMY MOTHBAIII] IpaBIA AK peaxkriii Ha
mapaMeTpy OTOUYEHHS, COLIaIbHI IIOKA3HUKN Ta 1HIIIl iHCprMeHTH B3aeMOJIll peaJIbHUX Ta KOMII'IOTEPHHUX 1rop.
Busnaueno noreHnifiie posMaiTTs IPaKTHYHOIO IHCTPYMEHTApPiI0 HPOEKTYBAHHS Ta IEPCIEKTHBH BIOCKOHA-
JIeHHST KOPHCTYBAIIBKOTO AOCBIAy IIIXOM 1HTErparyi IOAaTKOBUX PECYPCLB Ta TeXHOJIOTIH. CxapaKTepH3OBaHo
HAsIBHI KOHIIENIN] Ta IIPOTOTHIH, HMOBIPHOCTI IIOJAJIBIIOTO POSBHUTKY, & TAKOX MOMKJIMBOCTL HOBOIO AU3AMHY
B32€MO/Iil B KOHTEKCT1 «IOIMOBHEHMX» HACTIJIbHUX irop.

Karowuosi cioBa: crpareriyHi HacTLIbHI IrpH, ITPOBHM OW3alH, JOMOBHEHA pPeaJIbHICTb, OAraTOBHMIpHA
THIIOJIOTIA 1rop, IrpoBi IHTepdericH.
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SYNTHESIS OF THE AUGMENTED REALITY METHODS
IN THE DESIGN OF INTERACTIVE BOARD GAMES

Summary. The article focuses on augmented reality board games as a result of synthesis with digital techno-
logy, to enhance the functionality of the gameplay. The scale of proportionality of the reality-virtuality phenom-
enon and the imagination factor as a source of content in the game environment is mentioned. The possibilities
of augmented reality in peripheral areas separate from the gaming industry, but with noteworthy accomplish-
ments and implementation solutions are reviewed. The analysis of the augmented reality tools is carried out,
types of AR-games are classified, and taxonomies of synthesis of the physical and virtual world in games are
traced. The theme of the motivation of the player as a reaction to environmental parameters, social indicators,
and other tools of interaction and influence of real and computer games are specified. The existing recognition
and integration technologies are also described in detail. They are outlined by the implemented examples and
general characteristics of their interaction mechanics in the context of dynamics, spatiality, and activation
parameter. The potential variety of practical design tools and prospects for improving user experience through
the integration of additional resources and technologies has been identified. Special attention is paid to the
comparative analysis of computer and physical games, their potential strengths and weaknesses are systemat-
ically classified depending on the type of play, and the benefits of their collaborative synthesis are determined.
The product of this synthesis is identified as a perfect medium of interaction, which contains the potentiality of
digital support with no loss of the physical contact factor and the possibilities of human imagination, therefore
creating an entirely new scenario of user experience, which is a particularly exciting research subject both from
a psychological point of view and for subsequent solutions in the interaction design. The existing concepts and
prototypes, the perspectives of further development, as well as the possibilities of the new enhanced interaction
in the environment of augmented board games, are presented.

Keywords: strategic board games, game design, augmented reality, multidimensional typology of games,
game interfaces.

OCTAHOBKA mpobsiemu. Brpomossk ocrau-

HBOTO JIECATHJIITTA IIPOrpec y MOXKJIUBOC-
TAX TPUBUMIPHOI rpadiky Ta TEXHOJIOTISIX 00pOOKH
1 BimoOpasxeHHS O0’€KTIB CYYACHHMH IIPHUCTPOSIMH
TpaHchOPMYyBaB iX y HpPUBAOJIUBI IIAT(OPMU IJIS
CTBOPEHHS HACTLUIBHHX IrOp 3 BUKOPHUCTAHHSIM IO-
HoBHeHOI peasbHocTl. I{udpose cepemosmiie crasio
HEBIUTIJIFHOI YACTHHOIO KUTTS 0araThoxX JIIOIeH,
y TOMy YuCJ 1 3 MeTor0 JOpMYyBaHHSA BJIACHOTO J0-
3BIJLIST TA po3Bar. Came 3pocratoua HporpeanHiCTb
TaKWX TEXHOJIOTIH K 0€3/IpOTOBl Mepeski, MIKpOIIPO-
IIECOPY TA JATUYMKHU BIIKPHJIA HOBI MOMKJIMBOCTI JJIS
BJIOCKOHAJIEHOIO IIPOIECY B3a€MOJIl B HACTLIHHUX
irpax. Ileit HOBUI THII, HA3BAHUI I'POI0 3 JOIIOBHE-
HOIO peaJibHICTIO, a00 «augmented board game», Bu-
KJINKAE 3HAYHUHA iHTepec y L[OCJIiLL?KeHHi POSIIIHPIO-
09X MOKJIMBOCTI peasisanii irposragy ta #0ro HOBUX
dopM K CHHTE3y TeXHOJIOTIH Ta TPAIUIIIMHIX 1rop.

© IOpuenko [.A., Cxpurynens C.0O., 2020

Amnastia ocTauHix qOCIIiAMKeHb Ta My O/iKaIi.
IIporec Bipryamsalfii dyepes MpU3My AaymIiOBI3yaJib-
HOI'0 MUCTEIITBA, MOr0 eCTeTH3alld Ta Kaachlrains
«MOTM(IKOBAHOI PeaTbHOCTI» BUCBITJIEH] Y ITyO KAl
BiTun3HsaHNX HayKoBIB M. Moskenko ta M. IIpsaagxo
[2]. O. Ilatnaiayk posrismgae MepCIeKTHBY BIPTYATb-
HOI Ta JOIIOBHEHOL peaJILHOCTi SIK T0JTATKOBOTO 1HCTPY-
MEHTY B MEeTO/]aX BUIIOI OCBITH, 30KpeMa HaTOJIOMIyIO-
YU Ha TOTEHIaJ PO3BUTKY Ta EKCIEPUMEHTAIIBHIX
MOJKJIMBOCTAX TaJIy3l, BILIMB Ha SAKICTh Ta JOCTYII-
HicTh HaBdasbHOro mporiecy [3]. T.P. I'ymenmurora,
T.A. Jlyrosa, O.I. Pamenxo ta 10.JI. Tposmoscbka
AHAJN3YIOTh B3aeMO3B'sa3kn KomioHeHTiB STREAM-
OCBITH 3 (pazamMu PoO3pPOOKK KOMII'IOTEPHOL I'pH, a Ta-
KOYK BH3HAYAIOTH CIIOCOOM 1HTErpairii JOIOBHEHOI pe-
aJIBHOCT] Y BOpaBax 13 ceHcOpaMu PyXy JroauHu [1].
T. Pusos, O. Iroxm4 Ta M. TaceBcbEMiz posriisamanTh
IM3aMH IrposIaay HACTUILHUX CTPATErIYHMX 1rop 3 J0-
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TIOBHEHOI0 PEeaIbHICTIO Yepe3 ITOPIBHSIHHS METOIUK
IIJIIXOM TEeCTYBAHHS Ha dporcyc -Tpymax [17]. ILimcy-
MOBYIOUH Pe3y IbTaTH TIOIIEPEIHIX JIOCII/KEHD, BAPTO
BpaxyBaTH CTPIMKWI PO3BUTOK TEXHOJIOTIH Ta dmc-
JICHHICTh TOTEHINIMHUX TrajIy3eil 3aCTOCYBAHHS JOII0-
BHEHOI PeaJIbHOCTI, caMe TOMY HAIIPSM JInIile HaOyBa-
THMe CBOET aKTYaIbHOCTI ¥ MAHOyTHBOMY.

Bupgisienns HeBupimeHux paHime 4YacTuH
3araabHOl npooGsgeMu. BigKpuTuMW TUTAHHS-
MU, SIKl TTOTPeOyIOTh CHCTeMATH3allil Ta OKpPecsIeH-
Hs HOBUX II€PCIEKTHB 3aJIMIIAIOTHCS: IOTEHIIal
Ta TeXHIYHI MOMKJIMBOCTI peasiisallii, IHHICTb BJIO-
CKOH&JIGHOl B3aeMOAil y T'pl, BIAXL BiA Tpapumii-
HHUX KOMITIOTEPHUX 1T0p 3 OJHOYACHOI0 MOYKJIUBICTIO
SKMBOI KOMYHIKAIll Ta BUKOPHUCTAHHS ITH(PPOBUX
PecypciB K OJHOTO 3 3ac00iB JIJIsT CTBOPEHHS Cydac-
HOTO Pi3HOBHUAY ITPOBOTO IOCBiTY.

MeTo10 pOGOTH € BUSIBJIEHHS Ta AHAJI3 0COOJIH-
BOCTEI CHHTE3y 3aCO0IB JOITOBHEHOI peaIbHOCTI B KOH-
TEKCTl IIPOEKTYBAaHHA [U3ANHYy B3a€eMOMmil Ta MOro
BIUIMBY HA 1HTEPAKTUBHICTH CIIEHAPIIB Ta CIOKETIB
y HACTUIBHUX IrpaxX. 3aBIsSKH €KCIIePUMEeTaIHEHOMY
Au3aiHy B3a€MOJLT, CHCTEMHOMY IIJIXO/Y, YUCIIeHHIM
MOJIeJISIM Ta IHCTPYMeHTaM IPOeKTYBAHHs, BPAXOBY-
109U COLIAIbHI Ta (YHKINOHAIBHI pOJI, IIAGJIOHH
ITPOBOro JM3aMHYy Ta aHAJI3 337449 CTA€ MOKJIMBUM
BUOKPEMUTH OCHOBHI 3aKOHOMIPHOCT] Ta TTEPCIIEKTUR-
H1 TOYKH PO3BUTKY B rajiy3i. 3aBIAHHIM €:

— PO3KPUTTS CYTHOCTI HACTUIHLHOI TPU AK KYJIb-
TYPHOro DEHOMEHY;

— OKpeCJIeHHSI TIOHSTTS JOIMOBHEHOI peabHOCTI
Ta KaTeropiii B3aemMomiil 3 peaIbHUM CBITOM;

— Po3IJIAN (paKTOPY YSABU 5K IOIATKOBOTO JKepesia
KOHTEHTY y (popMyBaHHI KOPHCTYBAIIbKOTO OCBiLy;

— CHCTeMAaTH3allls, aHaJIl3 B3a€MO3B'A3KIB Ta pe-
3yJbTATIB CHHTE3y ITU(POBUX ITPOBUX CEPEIOBHIIL
3 TPAOUINAHNMU,

— OKpecJIeHHS Maﬁ6yTHix IIEPCIIEKTHB T4 3aC0-
01B yJIOCKOHAJIEHHS IrPoBOi B3a€MOIil y KOMIIJIEKCI
3 IIMQPOBUMH IIPOCTOPOBUMU 1HCprMeHTaMI/I

Buxian ocaoBuoro marepiany. Hacrutpmi irpu
6epyTb mouaTok e 3 Jlperuboro Erwmry 3500 p. mo
H. e. [18]. Bouu € omayM 3 HAWIPEBHIIINX THUIIIB irop,
Ta HaiJacTie 3ycrpidaoTbes y CTapoaBHBOMY CBi-
Ti. CHOromHI B HUX 3aJIMIIMINCS BIIIAaH] IPUXUILHUI-
KH, IIpoTe IX KUTBKICTh ICTOTHO 3HU3WJIACH 3 MOMEHTY
TIOSIBU Bi,ueorpu I xoua Tpam/mjﬁHi Ta CydJacHl irpu
TIOMITHO BI/IPISHAIOTBCA MUK €O00I0, IX IIepeBakKHO
pO3BaKaJIbHA CYTHICTH 3aJIUIIAETHCS 1JEHTHYHOIO.
O,uHaR OYEBHIHUM € Te, II0 TEHJICHINA 30LIbIICHHS
KLIBKOCTI BIZIEOTPABIIIB IIepeBasKkae HaJl IaHyBaJIbHY-
KaM KJIaCHIHOI HacTLIbHOi rpu. [lorenmian inrerpari
JIOTIOBHEHOI PEAJTHHOCTI B IMPOBHI ITPOIEC BIIKPUBAE
HOBHI CI10Ci0 IT(PPOBOI B3aeMoIil 6e3 BTpaTH sKUBOTO

AfcomaTHo
pEanoHe
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COLTIAJIBHOIO (PaKTOPY, TPAHCQOPMAIILS STKOI'0 Y BIIEOo-
rpi HaOyJIa MacWBHOTO Xapakrepy. /[onogHerna peaJib-
nicmb (AR) — 11e PI3HOBHI BIPTYaJIBHOIO CEpeIOBHUIIA
(VE), abo BipryassHoi peasbrocTl (VR), ax il yacrie
BusHavawth [4]. Texwmosorii AR CHpHMOBaHl Ha Te,
1100 BMBECTM MOJKJIMBOCTI BidyaJrisariii Ta B3aeMorii
3 o0'ekTaMu 13 TPATUITIITHOTO ITMPOBOTO CEPEIOBHIIA,
Ta BTUIMTH IX Y IIPOCTOP1 PEATHHOIO CBITY.

Kareropii amimanoi peasbHoCTi

Inmepgheticu a3miwaroi peanvrocmi — 1€ pe-
3yJIbTAT KOMOIHAIIl peasIbHOI'0 CBITY 3 BIPTyaJib-
HUM IpocTopoM Ta #oro esiementamu [7]. Ilo-
HATTS JOMOBHEHOI pPeaJIbHOCTI IIOIIUPIETHCSI Ha
BMICT Ta Bino6pasfceHHﬁ BIPTYaJILHOTO KOHTEHTY
3 rpadlYHAX, ay/io- Ta FANTHYHHUX PeCypciB, Xoda
ocHoBHUH (hokyc 36epiraeTbes came Ha BisyaJsbHIH
CkanoBid. Binbmn Hisk nBaauare pokis Tomy Ilon
Minrpam OXapaKTepHU3yBaB iHTepdeticu 3minraHol
peaspHOCTi cxemoio «HouTHHyyMy peaspHOCTI-Bip-
TyaJILHOCTI», JIe 3 OJHOr0 KIHIIA iHTepdeiic 3a0ea3-
medyye aOCOJIFOTHO peaJIbHUM KOHTEHT, 4 3 1HIIIOTO
BUKOPHUCTOBYE JIWINle BIPTYaJbHHN, & MUK HUMUA
posrammoBani AR (Augmented Reality — momoBuena
peasnpuicts) Ta AV (Augmented Virtuality — morro-
BHEHA BIPTYaJILHICTD, € peaibHUN KOHTEHT 1HTe-
TPOBAHO y BIpTyaJbHe cepemoBuiie) [14].

JlommoBHEeHA peaJIbHICTD JI0BeJa CBOIO IIHHICTH
B 0araThoX raJiyssax. BukopmcroByloun Ifo TexHOIO-
rifo, JIKapl MOMKYTH AHAJI3YBATH MEJWTHI SHIMKH,
CIIPOEKTOBAHI Ha TLIO IAILEHTA, IO HAjLae IM 6a-
YeHHA OJIM3bKe 10 PEHTTeHIBCHKOTO 30py Ta JIOIIO-
Marae B JlarHOCTHIN [5], apxeosoraM JOCTYITHE CIIO-
CTEpEesKeHHS 32 BIPTYAJbHUMU PEKOHCTPYKITLSAMU
1CTOPHMYHHUX MicIlpb [22], a IHMKeHepH MOKYTh BUKOPIC-
ToByBaTH cymireri AR-KpeciteHHs 11 po0oTH 3 Me-
xamiamamu [8]. He MeHIIT aKTHBHO 3aCTOCOBYETHCS 115
TeXHOJIOT1A 1 B 0cBITI Ha mpukiaamai Google Expeditions
[6], y MapKeTHHIY B AKOCTI KPEATUBHUX PIllleHb IJIA
PUBEPTAHHST YBATH JI0 IPOLLYKTY [16], B TypI/ISMl [9],
IU3aiHl 1HTEP'€EPY [19] Ta eJIeKTPOHHIN KOMepITi, K
ACHCTEHT IIPHU IIPUMIPII OATY, B3YTTSA UM aKCecyapiB
nepen kymieseo [12]. [amysp posBar Tako:x CTPIMKO
PO3BUBAE JOCITITHUITBKY 0a3y TOTIOBHEHOI PEAIHLHOCTI.
3aBOgKM KOJIOCATBHUM OOCATAMM JaHMUX, TEXHOJIOTIL
y B3aeMomil 3 MAIIMHHNM HABYAHHSIM POOJISTL BIIEB-
HeHl KPOKHU y OLIBIN cepitosul HanpsaMin. Moskirsoc-
11 AR Ta mepcuexkTHBH pi3HOMAHITHOCTI Ir0p POOJISTH
iX JOCKOHAJIMMH chepaMu B3aeMOIil.

CxemMa KOHTUHYyMY peaanoc'ri BIPTYaJIbHOCTI
MosKe OyTH 3aCTOCOBaHA B Tasly3l po3Bar y KOHTEK-
CT1 oITuCy KOPUCTYBAIBKOTO JIOCBify SIK BinoGpaskeH-
HsI IIPOIOPINH pPeasibHOr0 TA BIPTYaJILHOTO 3MICTY.
K. CremsroH posIUpHB II0 CXeMy JOHAIOYN YSIBY
stk Tpete mrepeso kourenty [20]. ¥V RPG, inrepak-

ABconaTHo
undpoEe

MIXED REALITY

PeanbHe
CEpaoBHLLE

donoeHeda
peanesHicTe (AR)

OonoeHeHa
BipTyanbHicTs (AV)

BiptyanuHe
CRPROOBHLLE

Puc. 1. Koutunyym peanbsaocri-sipryansnocri II. Minrpama

Jlorcepeno: poapobnero asmopom 3a darnumu [14]
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HoHTHHYYM peansHocTi-gipTyanshocti Minrpama
P. Milgram's reality-virtuality continuum

NonoeHeHa peansHicTs (AR)

PizuyHa peansHicTe
Cair
KOHTHHYYM
peansHOCTI-yaEM
N.T. BapHuyma
P.T. Barnum's reality-
imagination continuum Mpa

TpaNHUIAHAHA TEMATHYHHA

Nap« possar

IMiwama peansHicTs

AonosseHa BipTYansHICTE (AY)

BipryansHa peancHicTe
Haocid

KoHTHHYYM
Megia-yaeq
ApucToTena

Aristotle’s media-
imagination continuum

KiMoCTpiuka

YagHa pransHicTe

Mariuse woy

lcTopia

Hoeena

Puc. 2. 3mimana peanbHiCTh B KOHTEKCTI irpoBOro mpoiecy

JDicepeno: poapobnero asmopom 3a darnumu [20]

THUBHOMY CTOPITEJUIIHIY YK «BUTaJAHHX» irpax (amr.
games of make-beliebe) ysiBHMIT KOHTEHT rpae BUpI-
LIAJIbHY poJjib. B irpax, me IOoCBIiI IpaBId 4acro 3y-
MOBJIEHUH CTBOPEHOI0 aTMOC(EpPOor0, CyTTEBA YaCTKA
TJIMOWHHU Ta TIOBHOITIHHOCTI 11 CIPUAHATTS 3aJI€/KUTD
BIJ YAABM, SIK BIAIIOBIII Ha 00'€KTHBHI IIOAPASHUKH.

Kareropii nonmosHeHnoi peajbHOCTI

JlommoBHEeHa peasbHICTh, AK MIPABHUJIO, BTLIIO-
€ThCSI 34 JOIIOMOT0I0 TOYOK HPUB'AKU Y PISUIHOMY
CBITI, IX BUKOPUCTAHHS 3YMOBJIEHO HPOCTOPOBUMU
mapamMeTrpamH IJIs HaBIralrii.

Tunu gucmieiB y MOMOBHEHIN peasbHOCTI KJjia-
CH(IKYIOTBCS 32 TEXHOJIOT €0 BIIPOBAIMKEHHS Ta BU-
JaMH IIPUCTPOIB, BHOIPp AKMUX OMMPAETHLCS HA IILIL
IIPOEKTY, KOHTEKCT Ta BUMOTH CEPeIOBHIIA.

TaxcoHomisa cuHTE3y peaibHOrO Ta BipTy-
aJILHOIO CBiTY

Ilepir 3a Bce, moTpibHO KJIacHPIKyBATH IIapa-
MeTpPH, 3a IKMMHU OCHOBHE CEePeOBUIIE UM MIPOIYKT

pisaux AR/AV cucrem momyTh OyTH BimoOpaskeni
B yMOBaXx 6araT0M1pHoro IIPOCTOPY. Tpu (upore me
€IOUHI) CYTTEB] BJIACTHUBOCTI IILOr0 IIPOCTOPY BU3HA-
Ya0ThCS HACTYIHUMU HapaMeTpaMu:

1. Peanvricms — CHIBBIIHOIIEHHS IITYYHOTO
(P POBOro CEePeIOBUIIA 3 PEAILHIM.

2. Banyperns — BIPTYyaJbHI Ta peajibHI cepemo-
BUINA MOKYTh OyTH BigoOpaskeHli 3 abo 6e3 HeoOXid-
HOCTI CIIOCTEpIraya MOBHICTIO 3aHYPIOBATHCS B HUX.

3. Beanocepedricmb — TapamMerp BUIHMOCTI
00’eKTIB IIEPBUHHOIO CBITY 0e3IocepemHbo, UM 3a
JIOITOMOTOI0 CHHTE3y 3 IIM(PPOBUM HOCIEM.

IlopiBHIOOYN HACTLIBHI TA Bip;eoirpn MOKHA JIIATH
BHCHOBKY, 1[0 TIOKA3HUKH eHTy31a3My B IU(POBHX
KOMITT0TEPHUX ITPax MaloTh CIIaIHy TEH/EHIIo Ha 1H-
TYITHBHOMY, ITOBEIIHKOBOMY Ta PedIEKTOPHOMY PiB-
HAX, Y IOPIBHSHHI 3 Tpamuiiiummu [13]. ¥ Hux rpasim
BIUyBAIOTh COLAJIBHY OJIM3BKICTDH, YKHBY B32€MOILI0
Ta IOMITHE 3aI0BOJIEHHS y IIporiecl. Tpaguinital irpu

Tabmaumsa 1
Kareropii 7ommoBHeHO1 peaJIbHOCTI 3a TEXHOJIOTi€I0 BIPOBAKEHHS

Kareropis Tuno Ipuxnasn Xapaxkrepucruxka
la. Mapxepa: Blippar AxruBaliio 3QifCHIOE IJIOMUHHTA MapKe
ILJIOIIMHHA Plantale I A L bKep
16. MapkepHa: Aurasma BisbimmicTs 06'€KTIB MOKHA BUKOPUCTOBYBATHU SIK
00'eKT IKEA Place MapKepun
9. Ha ocHOBi Pokemon Go Haxnaganns mudposoi indopmartii Ha Kapry abo

: orJIsiIT KamMepu B peasibHoMy vaci. GPS smificuioe

po3TalyBaHHS Night Sky -

Tpurepua aKTHUBAIILI0

. Warby Parker 3HauHe iHTepaKTUBHE JIOTIOBHEHHS 3 MOKIITUBUM
3. Iunamiuue :
Swivel posmisHaBaHHAM 00 €KTIB Ta/ab0 BIIACIITKOBYBaAHHIM
JIOTIOBHEHHST C
omplete Anatomy | pyxy
4. KoMILIeKCHE Goosle Gl I[HHaMquHH [IePeTJIsAT T IPSMe no6yBaHH§1 nagnx
OIOBHOHMS oogle Glass 3 Mepeski Ha OCHOBI PO3TAIIYBAHHSA, MaPKePiB, 260

& PpO3II3HABAHHA 00 €KTIB
5. Herpame Wall Painter Posymue momosHeHHs 300paskeHb peasbHOrO CBITY
JIOTIOBHEHHST

Basyerses 6 H :

Ha BimobpasxeHHi | > ecrienugiine JlomoBHEHHS OyIb AKOTO OTJISLY KAMEPU He3aJIeIKHO
udpose Swat the Fly :
BIJ PO3TAIyBAHHS

JIOTIOBHEHHS

Joicepenio: poapobnero agmopom 3a oarnumu [7]
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Tunw guenneia

-

Haronoexi gucnnel Pyuni gucnnel MpocTopogi
(okynapw) (cHapThon/MnaHweT) amcnnel
Head-waorn Hand-warn Spatial
Bineo OnTHYHI Bipeo Mpoekuin-i Mpawi
lonorpamHi

Puc. 3. Tunu nuciiieie 10IIOBHEHOI peaIbHOCTI

Jloicepeno: poapobnero asmopom 3a oanumu [21]

He JIMIIIe BUKJIMKAKTL PSCHIII eMOIINHI peakIni, sSK
IIO3UTHBHI TAK 1 HETATUBHI, aJie 1 OTPUMYIOTH CyTTEBY
TIepeBary 3 TOUKH 30py KOMYHIKAIN, K HOKPAIIEHHS
MIKOCOOMCTICHIX BIJHOCHH, Y CBOIO YepTry umprBe ce-
PEJIOBUILE He 3aBIK I MOke 3a0e3I1eUNTH BI/IIOBL/HIH
PiBeHb B3a€MOZi, CTBOpeHMi dnaI/IqHI/IMJ/I aHAJIOTAMU.
Hocmpxenns H. Jlazsapo mareeppxye i e, 110 rpy-
OBl I 9ACTiIle BHUK/IMKAIOTH IHTEHCHBHI PeaKIi
1 BICOKWMI PIBEHb 3AIIKABJICHOCTL, aHIk IPa HAOMUHIL
[18]. Bonuu d)opMyIOTL HOB1 MOJIeJTl TIOBE/TIHKHM, PUTYa-
JIVL T4 €MOITil, 1110 36araqye TIPOIIEC TPH.

Knacudikxanis AR irop

3a nocmimxenaam M. Kaayep ta M. Moorepisiin
AR-irpu MoskyTh OyTH KaacudiKOBaHI 3a YOTHpPMA
kpurepiavu [11]. o HUX HaIexKaATh:

— BigcrexyBamms;

— Ipucrpiiz;

— Cepenoswuitie;

— Opienras;

BiacmeofcyeaHHﬂ BU3HAYAETHCS [IEPEBAMKHO Me-
TOJAaMU Ha OCHOBI MapKepiB abo 6e3 Mapkepis (Ha-
IPUKJIaJ BIICTEKYBAHHS IIapAMETPLB Cepe/[0BUILA),
aJie TAKOK OXOILIIOE ¥ 1HII popmu — HA ocHOBI GPS
Ta TEIJIOBOTO BIICTE)KyBaHHs. BUKOpHCTaHHS 1a-
HOI TEeXHIKM BILIMBA€E Ha IIPOBHI IIPOIEC TA KOPHC-
TYBAITbKUI JOCBi 3 TOYKH 30pY ITPOCTOPOBOI THYY-
KOCTI, TOUHOCTI Ta 3aHypPEeHHI.

Jo xpurepito «I[Ipucmpiti» HAJTEKUTD IK 1 TTO3U-
I[IOBAHHS UCILICI0, TAK 1 TeXHIKA IIOKa3y, 10 Bif-
MOBIHO BIIMBAE Ha IoJie 30py. Ilpuerpiit Takosx
BU3HAYAE MOKJIMBOCTL B3aeMO/Ili.

Cepedosuue, ax CKaamoBa Kiaacugikalil BU3HA-
YaeThCs IIPOCTOPOBOIO 00JIACTIO, B SAKIA BemeThCSA
rpa. Came Tomy Iieii mapamerp BiApi3Hsae MOOLIBLHY
abo crarfioHapHy ILIaT(OpMy, TPy BCEpPeIHH] IpHU-
MIIIeHHsT ab0 330BHI, KLIBKICTH rpasmiB. llei ma-
paMerp TAKOXK BH3HAYAE Te, YM € I'pPa HACTLIHHOIO
3 IOIIOBHEHOI0 peasbHicTio, un MoO1IpHO AR rporo.

BpemTi Opieumauiﬂ OIHKCy€ PIBEHb PeaIbHOCTL
a00 BIPTyaJBHOCTI TPH: uu(prBa Tpa, IToCUIeHa YU
m,quI/IMyBaHa (blanHHM cBiToMm, abo HaBmaku. Ta-
KAM YHUHOM OPIeHTAITISA JTOJTaTKOBO BU3HAYAETHC 34
mxasoo I1. Minrpama.

®axkTop moruearlii y B3aemonii AR Ta ma-
CTisIBHOI rpu

I'pa y peasbHOMY CBITI Ta KOMITIOTEPHI ITPH BOJIO-
JIOTH BJIACHUMY CHJIBHUME CTOPOHAaMU. MOKIUBICTD

KOMOIHYBaHHSI ITUX SIKOCTEH JO3BOJIsSe BUKOPHCTOBYBA-
TH JIOLIOBHEHY PeasIbHICTh [Is1 IOKPAINEHHS HasBHIX
IrpoBHX ClieHapiiB Ta cTBopeHHs HoBux. Came ToMy
BapTO npoaHamayBaTH CHJTBHI CTOPOHU PEAJTHHOTO CBi-
Ty Ta KOMITI0TEPHOI I'PH, POJIb JONOBHEHOI peasbHOCTI
B iX [I0€/IHAHHI Ta POIINPEHH], 1 IIHHICTb JAHOTO TUILY
irop, sk cepu HAYKOBHX mocipxeHs. Jis IPHKIALY
MOs&e OyTH POSTJISHYTHH ITPOBUH JOCBIJT TPABIIS, STKUMH
OKPECJTIOETHCS YOTHPMA TTOKA3HUKAMI:

— hiauuHul;

— COULANIbHUTL,

— RCUXTYHUILL;

— eMOULUHUI.

Dizuuruill NOKA3HUK

Di3nyHMil TIOKA3HUK TPH Xapakrepusye Qi3md-
He BIIUyTTS MPOIeCy T'PH, YMIHHS Ta apTedarTH, SKi
Ma€ BUKOPHCTOBYBATH TI'paBellb. lIpwKagaMu cyTo
d)islxrqmzlx irop € IeMHTO00JI, OUIBIICTD CIIOPTUBHUX
irop Ta KOMITIOTEpHI irpH, IO 0a3yloThCs Ha MEeBHUX
HaBrukax. Komr'iorepHl irpu € o0MeskeHMMY y (pismy-
HOMY aCITeKTI BUKOPUCTAHHS I'PABIIEM 1HTEP(ENCHOro
obnamuanH:A. I xoua 11e He 3aBaskae IM orycyBaTHCs
Ha MpeIMeTHHX HABUYKAX, JAMa30H (PI3UIHUX MOK-
JIMBOCTEN 3asminaerbess ooMesxeHuM. OKpiM IIBOTO,
KOMITIOTEPH] IrpyM 3a3BHUYAXl HE MAIOTh PeabHOIo
BIUIMBY HA HABKOJIMIIHE CEPEIOBHINE IPABL IS
Ha/IaHHA 3BOPOTHOTO 3B’A3Ky. Irpu B peanbHOMY 4aci
9aCTO CYTO (PI3UIHI, IPABII MOKYTB BLIBHO BUKOPHCTO-
BYBaTH MOTOPHKY B IIPOCTOP] TA BILTUBATH OJFH HAa OI-
Horo. CepenmoBuiiie rpy Moske OyTH BUOpAHE JJI BILIHU-
BY HAa I'PABITB, & TAKOK BUKOPHCTAHE B SIKOCTI JyKepesia
irpoBoro kKoutenty. OmHrM 3 00MesKeHb € Te, IO PO3-
pOOHHKAM 1rop TA TIPAaBLAM SOCTYIIHHN HEIIOBHUM
KOHTPOJIb (PI3HYHOTO CepeJIOBHUINA, IIPOTe Il daxTop
Moske OyTH TIOJIErTIeHHH IHTErpalfieio BipTyaIbHOIO
rourenTy B AR. ¥V mepcrexrrsi AR-irpu MoskyTh OyTH
disuuHIMYT Maike Ha TOMY K PIBHI, IO ¥ peasibHA
Tpa, 3 JOJATKOBOIO IIEPEBATOI0 ¥ BHUIVIAM IHI)POBOIO
BMICTY TIpeMeTHOMY cBiTi. CyduacHe amapaTHe 3a0e3-
TIeYeHHs JIOTIOBHEHOI PeaTbHOCTI 00MEsKeHO BILIMBAE
HAa TPaBINB (PI3UYHO, IpoTe Yy MANOyTHHEOMY 11e# mmapa-
MeTp MOKHA BIOCKOHAJIUTH TAKTHJIFHUM 3BOPOTHUM
3B’SI3KOM TA 1HIIMMY TEXHOJIOTIAMI, 110 PO3BUBAIOTHCS.

CouianbHuil NOKASHUK

CouiaJILHI/If/'I TOKA3HUK TPU TIOJISITAE B TOMY, SK
TpaBIii B3A€MO/ILIOTE Mizk c00010. BiH MicTUTS e1eMeH-
TH CITIBIIPAIl, IIEPErOBOPHM TA MHOOYIOBY BiTHOCHH.

MUCTELUTBO3HABCTBO
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KiracryHuM mpuKIamoM ComiaIbHOI IPH € HACTLIbHA
poJIbOBa Tpa, IpoTe 6araTo MACUBHUX 6ATATOKOPHC-
TYBaIbKUX OHJIAMH-1TOP TAKOMK MAIOTh CHJIBHUH COITI-
asnpHni aciekT. Ilonepensi nocmimrenna K. Kitioka-
Ba, M. BlJIleapCT C.E. Xeiic, A. fynTa M. Canmnoxe
ta I'. Karo, moB'ss3aHi 3 KOMYyHIKAI[IMHOI ITOBEIIH-
KO0 rpaBiiiB y colibHux AR-1HTepdeiicax moBOISTD,
mo kosabopatuBHi AR-irpm [1eMOHCTPYIOTH TaKHI
sKe THII B3aeMOIll, SIK 1 3BUYANHUN KUBUM aHAJIOT
[10]. Taxkum umeaoM, yuacuuku AR-irop maorb MOsk-
JIMBICTD MI3K0COOMCTICHOI KOMYHIKAII1 B IIPUPOTHOMY
purrsaml. Oxpim 11eoro, AR-irpu 103BOJISIOTE 3aIy4a-
TH ¥ BiJJJaJIEHUX TPABINB, SK y KOMITIOTEPHUX aHa-
Jorax, TMM He MeHIIT cdepa Ta XapakTep B3aemoIii
y TaKlil KoMyHIKarii gerro BigmiaHl. OIHUM 3 IT0TeH-
IMAHUX 3aBIAHb € CTBOPEHHS ILIaTdopM, e Blima-
JIeH1 YYaCHUKH MaTHUMyTb 3MOT'Yy CITIBIIpAlll Ha aHa-
Jioriuawmx (260, IMoHAaNMeHIIe, 6JIM3bKUX 38 3MICTOM)
PIBHSX, SIK 1 YIACHHUKHY B IIPOIIEC] JKMUBOI B3a€MOTII.

Hcuxiunuii nokasnuk

[TenxiuHM? HOKA3HUK IPH CTOCYETHCSA PO3B I3AHHS
po6JteM Ta 3aBIaHb, JeIyKTUBHOTO MICJIEHHS Ta PO-
3yMOBHMX HABHUYOK 3arajoM. ICKpaBUMHU IIPUKJIATIA-
MU TICHXOJIOTIIHHX € TOJIOBOJIOMKH, IrPH 110 PO3TIOPS-
JPKEHHIO PeCypCiB Ta CTPATEerivH. Komr’ I0TepHI irpn
HiATPUMYIOTB CKJIQIHI MO/l B3aeMO/ii, cnMyJIsmii
peasbHUX CBITOBHX CHCTEM Ta BEJIMK] 00 €MU TaHUX,
1110 J1ae 3MOT'y CTBOPIOBATH HAbaraTo CKJIAIHIII CIie-
"apii. ltyuruit iHTeIeKT Jae 3MOTy TTO0AUHOKOI TPH
3 IIKABUMM OITOHEHTAMHU Ta CTBOPEHHS ACHCTEHTIB,
1[I0 JOIIOMATAaTUMYTH T'PAaBI0 Y HABYAHHI Ta poOOTI
31 CKJIAOHUMU CUMYJIAIIAMA. Bpelri, KOMII'0Tepu
MOKYTBH JOTOMOTTH TPAaBIAM Yy Bisyanisauﬁ 3amy-
TaHWX Ta geTanbHux fanux. [lo cyTi, mudposnii mpo-
CTIp iTOp, ITI0 BU3HAYAIOTHCS IICUXTUHUM ITOKA3HUKOM,
CJIyTy€e BAOCKOHAIEHHSAM Ta JOITOBHEHHIM JIIOICHKMX
HABUYOK Ta IPOAYKTIB PO3yMOBHX IIPOIIECIB, a Ta-
KO BHUKOHYE CKJIaJHI po3paxyHKU. B MeHTambHuX
Irpax peabHOro CBITY BUKOPHCTOBYIOTHCS IPOCTIIIL
IpaBHWJIa, OCKUIBKU TPABI[ IOBMHHI BUPIIIyBaTH
BCl cuMyJIAIii camoctiiino. e HigkuM dmHOM He 00-
MesKye TVIMOMHH MEHTAJIBHOI I'PH PeaJIbHOI'o CBITY,
ajte obMeskye cpepy IIOTEeHIIMHNX ciieHapiiB. Peasb-
HUH CBIT TAKOMK € CUJIBHUM CEepeIOBUINEeM B3aeMoyii
AJIS 1TOp, KOTpl HOTPeCyIOTh IMPOCTOPOBUX PO3JyMIB
Ta pimenb. ['paBIi MOMKYTb pOSIJIANATH IpeIMeTH
3 PI3HUX TOYOK 30pY Ta BUKOPHUCTOBYBATU CBOE IIPH-
POIIHE CIPUAHATTS IIPOCTOPY JJIS BUPIIIIEHHS TOJIO-
BOJIOMOK. XOPOIITUM MPHUKJIAJI0M € KJIACHYHA TOJIO-
BOJIOMKA, OCOOJIMBO TPUBHUMIPHA. Y CBOIO Uepry irpH,
po3pobiteni miist AR, 000B’sI3K0BO MAIOTH JOCTYII 0
THX CAMUX PeCcypciB cuMyJasIti Ta moskauBocreit Al.
OKpiM TOro BOHU BOJIOHIIOTH MOKJIMBICTIO IIepemadi
irpoBoi iHgopMaIlii B IpOCTOPOBOMY KOHTEKCTI, IIIO0
Jlae TPABIIIM 3MOTY KpAIIol Ta IMOCHJIEHOI MEHTAIh-
HOI B3aeMo/li 3 iIrPOBUM KOHTEHTOM.

Emouitinuii nokasnuk

Emorritiamii moxkasHWK B irpax MOYKHA HA3BaTH
HaMCKJIAIHIIINM JJI Po3yMIHHA. BiH cTocyeThes Toro,
SK TPa BIUIMBAE HA TPABISA €MOINIHO, a TAKOM CHM-
aTisIMH, SIK1 BIH PO3BUBAE 3 TIEPCOHAKAMU UM TPAB-
LM, a00 x Bi,aquTﬂMI/I BUKJIMKAHUMU 3aHYPEHHIM
B irposuit cBir. Komm'lorepni irpn MoxyTh 3abesme-
YNTH TIOTYKHE aymo Ta Bi3yaJIbHE CEepeIOBUIIE, SKe
CTHIMYJIIOE €MOITil TPaBIIf, 3aBIAKN MO0 CIIPUHAHSITTIO
ITPOBOTO CBITY CEHCOPHOIO CHCTEMOIO. Irpy peaabHOro
CBITY TIPATHYTH 3AJIyYUTH €MOITIl TPABIIA 32 JOIIOMO-
TOI0 MEHIIT IIePEeKOHJIMBOI, 4 IpOoTe OLIbIN HeraiHoi
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Ta aKTHUBHOI cTuMyJsarii. B Tpiami amimanoil damrasii
K. Cremnrona, ormvcaHiii Bullle, BIiH IIPUITYCKAE, IO
HaHOLIBII ONTUMAIBHAM IIIIXOM 3JIy9€HHs YsIBH
TPaBII € caMe HalaHHs K (PI3UIHOTO, TaK i BIPTyasb-
HOTO KOHTEHTY. Excriepumverntn y C(bepl AR irop ciy-
TYIOTb ¥ I1HIIIOI0 METOI0, ajKe OKPIM BIOCKOHAJICHHS
Ta PO3POOKM HOBHX ITPOBUX CEPEIOBHII BOHHU TAKOMK
CJIYTYIOTH 0araToo0IIaI0YrM (PEHOMEHOM I IOIAJIh-
III0I'0 TOIIYKOBOI'O TA JIATHOCTHYHOI'O JOCIII I KEHES.

Iarerpauis AR B Hacrinsuy rpy

Homma 3 irop He € Ge3MOraHHUM BIIOOPAKEHHSIM
JaHUX RaTeropifI Ta IMMOKA3HUKIB, a 3ABIKIU € KoMOlHa-
Ii€10 BCIX YOTUPBOX. | X04a KOMITIOTepHI irpu 1y/10B0
PO3KPUBAKOTH cebe B OTHHX cd)epax a ¢isuvHi B 1H-
MIUX, MAJIO 3 HUX JIOCKOHAJIO IAXOIATH I bararo-
IIaHOBUX :kaHpiB. [lepeBara momoBHEHOI peasibHOCTI
TOJISiTae B MOJKJIMBOCTI CTBOPEHHS Irop, skl 0epyThb
Havkparne 3 obox cepemosuin Crapram Tilt Five,
BIIEpIlle OHPHJIIOAHeHnH Ha Iwratdopmi Kickstarter
y BepecHl 2019 p. MpomoHye HACTLIBHY T'PY IOIOBHE-
HOI peasIbHOCTI HA OCHOBI BUKOPUCTAHHS HATOJIOBHUX
JIACIUIEIR 3 KAMepOo-TPEKePOM TIOJIOMKEHHS TOJIOBH,
ABOMA HD mikpompoexropammu, MiIch(bOHOM Ta quHA-
MiKaMy, TlepeMUKaveM YIPABJIHH:A ToJI0padidHoro
CepeIOBAINA Ta BIAOBLIHOI IrPOBOIO JOIIKOIO, TA Ha-
pasi € CyJacHIM IIPUKJIAL0M KOMILJIEKCHOI Ta yCIimI-
HOI iHTerparii IHCTPYMEeHTIB [JOIIOBHEHOI PeasbHOCTL
B HacTLIbHI irpu. [lepesaroo e BincyTHICTE (i3myarOl
MIPUB'A3KH JI0 KOHKPETHOI'O TUITY TPH Ta YKAHPY, MOK-
JIUBICTh CHHIJIILIIEEPY Ta MYJIBTUILIEEPY, POIIIHUpe-
HOTO MOHITOPHHTY, 30epeskeHHsI Pe3yJIbTATIB TOIIIO.
YacTtroBe KepyBaHHS CEPEIOBMINEM 3a JOIIOMOTOI0
mepeMuKava OJM3bKe 0 MeXaHIKW IIPHUCTPOIB Ke-
pyBauusa y VR, a IIpoeKIrist Tpy TTOBHICTIO BiTBOPIOE
ITU(POBE CEPEIOBUIIE B MesKAX ITPOBOI JIOIIKKA B 3a-
JIESKHOCTI BiJT TIOJIOMKEHHS TA KyTy OTJISAY I'PaBIId, Ta-
KMM YMHOM (QOPMYIOUH IIEPCOHAJIBHUM PEKUM IIepe-
IOy I KOMKHOro. Takuil piBeHb MOMKJIMBOCTEM
BHBOJIUTH HACTLIBHY TPy Ha HOBHH DiBeHb, THM He
MEHII BIIXHJITIOUNCH Y OLIBII BipTyaJIbHUH HAIPAM
mragn Minrpama, He 3BasKaouM HA COINAJIBHUN
darxrop Ta mepeHecenHs y diswunmuit csit. Jo mepe-
JIKY 1HCTPYMEHTIB IIPOEKTYBAHHS, 3aBIAKH SKIM
MOYKHA CTBOPIOBATH IIPOTOTHIIM Ta TOTOBI IPOIYKTH,
po3pobsIATH Moze, QPUIHTPH, e(beRTI/I a TaKOoXK PO3-
BUBATHU CEPeIOBUINE Ha 0a3l MapKepiB, JIOKAIIIl TOIIOo
HamexkaTh: Lens StudioSpark, Augment, AR Studio,
Apple’s ARKit, Google’s ARCore, Unity 3D, Vuforia,
MaxST, Wikitude Ta Oararo iHmmx. Y HnomaabIIux
JTOCJTTKEHHSIX MAae CeHC eKCITIePUMEHTAJIBHE ITIPOTOTH-
IMyBAHHS 3 103a0LTITI-TeCTYBAHHIM AKTYaJbHUX IIPO-
TO3UIN# BTIJIEHHS, a TAKOK MEePCIIeKTHBA TajIy3l 1H-
TEPHETY peveil aK JIOZIATKOBOIO daxTopy y po3poOiri.

BucuoBku i mpomoaunii. Beegenns AR y ua-
CTIITBHY TPy POOUTS 11 GLITBII 3aXOIIMBOIO TA IIPHUBEP-
Tae yBary mupiioi ayautopii. [losuTusHIM acmexToM
€ HacaMmIiepes irpoBe OTOYEHHS, MEHII arpecHuBHE,
aHiK Bigeoirpu. B TaxkoMy BHIIAIKy OOUH I'paBellb
MOske BUKOpHCTOBYBaTH eeMeHTH AR, B Toit uac gk
IHIII O/JHOYACHO BeCTH Iy 6e3 moTpeGH y JoIoBHeHiH
peasnbHOCTL. ToMy B 3a7I€sKHOCTL Bl HAJIAIITYBaHb
TPaBIB CepefoBHUIle Moxke OyTH afanTUBHUM. Irpu
JIOIIOBHEHOI PeasIbHOCTL YMOKJIUBIIIOITE JlarnasoH
HOTEeHIIIHO HeoOMeskeHHWX DIBHIB B3aeMoAil, a Ta-
KO MAIOTh OCOOJIMBY LIHHICTB Oy/yqd IIPORYKTOM
KoJ1abopaitrii, ik 3 TOYKHU 30py PO3POOKH, TAK 1 IIpoILie-
Cy KOPHCTYBaHHS, caMe TOMY IIO€IHYIOUHN HaWKpaI
SAKOCTI KJIACMYHMX HACTUIBHMX IrOp MOMKHA CYTTEBO
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BIOCKOHAJINTH ITPOBUI IIPOIIEC TA B3Aa€MOJIII0, a4 CHH- TO JOCIIAMKYBATH COLIIAJIBHHMN IIOTEHINlaJ Habara-
Te3 3 AR mo3BosuTs it 3asrydyaTy KaTeropii rpaBIliB, TO IIUPIIOrO KJIACY HACTLIBHUX IrOp 3 JOIIOBHEHOIO
IepeBaskHO CKOHIIEHTPOBAHUX HA Bifeoirpax. Jlauuii  peasbHICTIO, asKe IIe MOYKe CYyTTEBO 3MIHUTH Te, SIK
MIPOAYKT CHHTE3Y 3a0X0Uye COITIabHY KOMYHIKAINI JIIOAM B3a€EMOIIIOTH Ta CIIIBIIPAITIOIOTH OJUH 3 OJHUM
MIK TPaBISAAME. Y JTOBIOCTPOKOBIH IEPCHEKTUB] Bap- Y MalOyTHBOMY.
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