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IHTEPAKTUBHUH NPOTOTHUII BEB-CAUTY KA®EIPU
OBUYUNCJIIOBAJILHOI TEXHIKHA

BiHHMIIbKMI HAIlIOHATBHUI TEXHIYHUH YHIBEPCUTET

Anomauin

B pobomi 6yno euxopucmano nailbinbus 0ocmogipui memoou UX docriodcens ma npoexmyeants KOpucmysaybko2o
inmepeticy 0ns eupiuienns npobiem Kopucmysauie ma 30iIbulenns KoHeepcii geb-caiimy Kageopu obyucniosanvHol
MexHiKuU.

Karouosi ciaoBa: Ul/UX, xopuctyBaupkuii inTepgeiic, nocsix xopucryBada, UX mocmiukeHHs, iHTepgeiic, A/B
TECTYBaHHS, II0JIbOBI JIOCIIKEHHsI, OITUTYBaHHSL.

Abstract

The work used the most reliable methods of UX research and user interface design to solve user problems and increase
the conversion of the website of the Department of Computer Science.
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Beryn

UI/UX nu3aiiH — 1ie Tamy3b PO KOPUCTYBAdiB Ta ISl KOPUCTYBAYiB. SIKIIO NOTISIHYTH HA MOHATTS
3aranpHO, ae Ul (User Interface) — 1ie BisyanpHHIA iHTYITHBHO-3pO3YyMINTNI KOPUCTYBAIbKHH iHTEpdeiic, a
UX (User Experience) — e Te, sik iHTepdeiic mody1oBaHui Ta SK Mpartoe Ha 06a3i JOCBiTy KOpHUCTyBava, TO
MOYKHA MTOMITHTH, 10 0€3 X JBOX CKJIAI0BUX HE 00XOAUTHCS KOJICH BUTOTOBIICHHUN POYKT. B wac, komu
OinpIIicTh JF0Ael epe0yBaloTh Y MOCTIHHOMY ITOTOLI iH(GOpMALlil, B TOMY YHCI, CIPpUIMalOYH JaHi 3
BEJIMKOI KIJIbKOCTI BEO-CaliTiB Ta 3aCTOCYHKIB, € HSHMOBIPHO BaXKJIMBUM JOTPUMYBATHUCh SKICHOT TOOYIOBU
gk UL, Tax 1 UX yacTuHY po3poOKU KOHKYPEHTOCIIPOMOXKHOTO IIPpoeKTy. IlepionouaTkoBa Ta OCHOBHA
3amavya UI/UX muzaiinepa 11e: BU3HAYUTH K TIPOIYKT B3AEMOISTIME 3 KOPHCTYBayUeM, sIKl iICHYIOTb JIOT19H1
KPOKHM Ta CIICHapii PO3BUTKY B3a€MOJII1, 3 AKUMH MTPoOIeMaMu 3IITOBXYIOThCS KOPUCTYBaUi Ta SIK 1X MOYKHA
BUpIiMTH. [ X 32124 BUKOPUCTOBYIOThCS pizHOManiTHI Metoau UX-nocmimxens (UX Research
Methods), naiinomnyspHimmmu 3 sSKkuX €: A/B TecTyBaHHs, ONUTYBaHHS, MOJIbOBI 1OCIIIPKEHHS, (OKYC-
Tpynu Ta Aeski inmi. He 3Baxkatoun Ha Te, 1o mpotiec po3pooku skicHoro UI/UX nu3aitHy Hamiuye OIHM3bK0
8 eTariB, BiH € IUKJIIIYHUM Ta CIIPSIMOBAHUM Ha TIOCTiHE BIOCKOHAJICHHS KiHIIEBOT'O MTPOAYKTY, MPSIMO
3aekayu Bi TEHIEHIIIH Ta Ipo0iieM KOPUCTYBAIILKOTO JTOCBIIY.

Pe3zyabTaTu po3podku

VY nporeci po3poOKu iHTEpaKTUBHOTO MPOTOTHITY [T BeO-calTy Kadeapu 00UNCITIOBaIbHOI TEXHIKH, 0YII0
3aCTOCOBAHO SIKICHI Ta KiabKicHI MeToan UX mocmimkeHb. SIKicHI METOAHU, a caMe I10JbOBI JOCHIIKEHHS Ta
IHTEPB 10, JOMOMOIJIM BU3HAYUTH Ta Kpallle 3pO3yMITH IIJIbOBY ayIUTOPi0 BeO-CalTy, a caMe MOTHBAIIIIO Ta
npobaemu, BianoBicTH Ha 3anuTaHHa «Homy?» Ta « Sk came?». KinbkicHi MeToau, a came onutyBaHHs Ta A/B
TECTYBaHHS, JOTIOMOIIIM 310paTh TO4YHI JIENepCOHAI30BaHi JaHi Il IIPOBEACHHS JETAILHOI aHATITHUKU Ta
BIAMOBICTH Ha MHUTaHHS «SIk Oarato?» Ta «Sk dacto?». Pe3ynbratu KiIBKICHOTO METOIY TOCIiIKEHHS
ONMHUTYBaHHS 300pakeHi Ha puc. 1.



Hasirauia —12 (75%)
3aranbHWi BiayansHWIA BUrMAQ. .. —12 (75%)
Tunorpadis
lepapxig enemeHTiB Ta Gnokie 3... —11 (68,8%)

IKoHOTrpadia (3MiHa ikoHOK Ha 6... —9 (56,3%)

ApxiTeKkTypa calTy (posTallyea... —9 (56,3%)

Puc. 1. Pe3ynpraTu onuTyBaHHS KOPUCTYBAYiB, CIIPSIMOBAHOTO HA BU3HAUCHHS €IIEMEHTIB, 1110
MoTPeOYIOTh MOKPAIICHHS

Bynmn BusBneHi Ta BUpilIeHI Taki OCHOBHI MpoOJeMH KOPHCTYBadiB BeO-caiiTy, SK: He dUiTKa
MPIOPUTETHICTh Ta i€papXisi €IEMEHTIB, HE MPOAyMaHa HaBiralis Ta apXiTeKTypa, HE AOTpUMaHa iepapxis
turorpadii, HCKOPEKTHE BUPIBHIOBAHHS 3MICTY, Bi3yaldbHHH IITyM Ta BiACYTHICTH aHaJli3y Ta BHIIPABICHHS
MOMUJIOK.

BucHoBku

Po3po0iieHnii TIPOTOTHII 3 BHCOKOI BIPOTLIHICTIO 30UIBIINTH KOHBEPCiI0 BeO-caliTy Kadempu
O0YHCITIOBANIBHOT TEXHIKW, TaK $K BHPIIIUTh BH3HAYEHI NpOOIEMH KOpHUCTyBadiB. [lokpamuBimm
KOPHCTYBAIbKHH JOCBI Ta 3aralbHUI Bi3yallbHIH BUIIIAL iHTep(eiicy, callT 3MoXe 3allikaBUTH Ta BTpUMAaTH
KOpHCTyBaya OiIbIINI MPOMIXKOK Yacy, CIOHYKaIOUYH JI0 BAKOHAHHS [[UTHOBHX JIiH.
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