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KJIACU®IKALIS IHTEP®ENCIB. IPOEKTYBAHHSA
IHTEP®EVCY KOPUCTYBAYA

BiHHMIIbKYIT HAI[IOHATBHUN TEXHIYHUHA YHIBEPCUTET

AHoTauis

Poszensnymo knacugpikayiro kopucmysayvkux inmepgeticie ma ocobrugocmi ix npoexmyganwus. Busnaueno xniouosi
NPUHYURYU CIBOPEHHS. e(heKmueHozo inmepgeticy Kopucmysaia ma HA8eO0eHo NPUKIaou NOWUpeHUx munie inmepgelicis.
Onucano emanu npoekmysanus iHmep@eicie ma nioxoou 00 ix OYiHIO8AKHHs 3 NO3UYIL 3pYUHOCMI OJIs1 KOPUCIMYBAYA.

Kuarouogi ciioBa: intepdeiic, kopucrysau, npoekrysanus, UlI/UX, knacudikariis.

Abstract
The classification of user interfaces and the features of their design are considered. Key principles of creating effective user
interfaces are defined and examples of common interface types are provided. The stages of interface design and approaches
to usability evaluation are described.

Keywords: interface, user, design, Ul/UX, classification.

3 po3BHUTKOM IUGPOBUX TEXHOJOTIH 3pocia moTpeda y 3pydHUX, iHTYITHBHO 3PO3YMITHX KOPHCTYBAIbKUX
iHTepdeiicax. IHTepdeiic € mocepeHNKOM MiX KOPHCTYBaueM i MPOTrpaMHUM 3a0e3NEeUeHHSM, TOMY HOro
MPOEKTYBaHHS Ma€ BUpIMIabHE 3HAYCHHS IS 3pYIHOCTI poOOTH Ta €(peKTHBHOCTI MPOTPaMHOTO MPOIYKTY.

Icaye kinpka ocHOBHHX Kiacubikamiid iHTepdeiciB. 30kpeMa, 3a cioco00M B3aEMOIIT BUIUISIOTH:

— koMausHi intepdeiicu (CLI) — B3aeMo/tist uepe3 TEKCTOBI KOMaHIH;

— rpadiui inTepdeiicu (GUI) — pobora depe3 BikHa, KHOTIKH, MEHIO TOIIIO;

— BeOiHTEpdeiicu — peanizoBaHi B Opay3epax;

— MOOIJIbHI iHTEepdeiicH — aJanToBaHi Miji CCHCOPHE KePYBaHHS;

— TOJIOCOBI iHTepdelicu — B3aeMo1is Yepe3 TOJI0COBI KOMaH/IH;

— HelpoiHTepdeiicu — nepcHeKTHBHA TEXHOJIOTIS, SKa pearye Ha CUTHAJIN MO3KY.

[Ipu npoektyBanHi iHTEpdeEHCcy KOprCcTyBaya BpaXOBYIOTh TaKi IPUHLIUIIN:
— 103a01LiTi (3pY4HICTh BUKOPUCTAHHS);

— KOHCHUCTEHTHICTh (OTHAKOBICTH B3aEMOJIIi);
— MOCTYIHICTH (AJIs1 JTF0/IeH 3 0COOTMBUMH TTOTpedaMN);
— MiHIMI3aIlis KOTHITHBHOTO HABaHTaKEHHS,
— 3BOPOTHHIA 3B’ SI30K.
Etanu npoextyBanHs iHTepdeiicy BKIIOYAIOT:
1. BuzHaueHHs UIBOBOT ayAUTOPIi;
2. AHaii3 3aBJlaHb KOPUCTYBAua;
3. IlobynoBa cueHapiiB BUKOPHUCTaHHS;
4. CTBOpEHHS IPOTOTHUIIIB;
5. TectyBaHHS 1 BIIOCKOHAJICHHSI.

IHCcTpyMeHTaMu OLliHIOBaHHs e()eKTHBHOCTI iHTepdeiciB € ro3abimiti-rectyBanus, A/B TecTyBaHHs, aHasi3
KJIiKiB, TEIUIOB1 KapTH TOLIO.

CydacHi nu3aitHepcbki npaktuku noenuyoTs Ul (User Interface) i UX (User Experience), o6 cTBOpuTH He
JIMIIIe TPUBAOIIMBHIA BUTIISA, a H TIO3UTUBHUI TOCBI KOpHCTYBaya.
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