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OCOBJUBOCTI UI/UX APXITEKTYPHU B TOJATKAX
JIOMMOBHEHOI (AR) TA BIPTYAJILHOI (VR) PEAJILHOCTI:
BIJICTEKEHHS JKECTIB 3AMICTH KJJACUYHOT'O KJIIKY

BiHHMIIEKMI HAI[IOHATBHUI TEXHIYHUH YHIBEPCUTET

Anomauin

Y pobomi docnidoceno cneyughixy npoexmyeanns apximexmypu kopucmysayvkux inmepgeticie (Ul/UX) ons
cucmem donoenenoi (AR) ma sipmyanvroi (VR) peanvrnocmi. Ocobausy ysacy npudiieno 3mini napaouemu 83a€mooii npu
nepexooi 6i0 Kiacuunoz2o epagpiunozo inmepgeticy (GUI) do npocmoposozo (Spatial Ul). Ilpoananizosano indcenepHi
BUKIUKU MA MeMOOU 3aMIiHU MPAoUuyiiunoi nooii «K1ik» Ha Oe3koHmaxkmue giocmedicenns sxcecmis (Gesture Tracking),
BUSHAYUEHO KIHOYO8I apXimeKmypHi namepru 015 06poOKU NpOCMOoposux NOOill ma MIHIMI3AYii epeOHOMIYHUX HOMULOK.

Kiro4oBi cjioBa: JIT0iHO-MAIIMHHA B3a€EMOIIS, TOTIOBHEHA PEabHICTh, BIpTyallbHAa peallbHICTh, IIPOCTOPOBUI
iHTepdeiic, BincTexxkenHs xkectiB, UI/UX apxitekrypa, 3akoH DitTca.

Abstract

The paper analyzes the specifics of designing user interface (UI/UX) architecture for augmented (AR) and virtual
(VR) reality systems. Particular attention is paid to the interaction paradigm shift during the transition from classical
graphical user interface (GUI) to spatial interface (Spatial Ul). The engineering challenges and methods of replacing the
traditional "click" event with contactless gesture tracking are analyzed, and key architectural patterns for spatial event
handling and ergonomics error minimization are defined.

Keywords: human-computer interaction, augmented reality, virtual reality, spatial UI, gesture tracking, U/UX
architecture, Fitts's law.

Beryn

CTpiMKHii pa3BUTHE allapaTHUX PilleHb AJsl pOOOTH 3 MpocTopoBUMHU obuuncieHHaMu (Spatial Computing),
TaKWX SIK Cy4YacHi TapHITYpH 3MIllIaHOi peabHOCTI Ta MOOUIBHI MPUCTPOI 3 CEHCOpaMH TTIHOWHH, BHMarae
JIOKOPIHHOTO Teperjisiay MiAXodiB A0 imkeHepii iHTepdeiiciB. TpaaumiliHi TaTepHH MPOESKTYBaHHS
MporpaMHOro 3a0e3ledyeHHs, OpieHToBaHI Ha wMumry abo Ttadckpin (WIMP-napamurma), BUSBISIOTHCS
Hee(eKTUBHUMH B YMOBax TpPUBHUMIpHOro mpoctopy. OjHi€l0 3 HaHBOXIMBIIIMX TEXHOJIOTIYHHX
TpaHchopMalliii € BiIMOBa BiJi HUCKPETHOTO (DI3MYHOTO YM EKPAHHOTO «KIIKYy» Ha KOPUCTb TPHUPOTHHUX
iHTepdeiiciB kopuctyBaua (NUI), 30kpema cuctemMun OE3KOHTAKTHOTO BiACTEXeHHS »xecTiB pyk (Hand
Tracking). Meroro wLi€i podOTH € aHalli3 Ta cUcTeMaTu3alisi ocooauBocTer apxitekTypHoi noOynosu UL/UX
mapy B AR/VR gomatkax 3a yMOB BHUKOPHCTaHHS CHCTEM TpPEKIHTY JKECTiB, a TaKOX BH3HAYCHHS
3aKOHOMIpHOCTEH aianTaiii 0a30BUX 3aKOHIB JIFOJAMHO-MAIINHHOT B3a€MO/Ii1 10 TPUBUMIPHOTO IIPOCTOPY.

Pe3yabTaTu gocaixkeHHs

[Nepexin Bij KIaCHYHOTO MaHIMyNATOpa A0 PO3Mi3HABAHHS KECTIB 3a JIOMOMOTOI KOMITIOTEPHOTO 30pY
3MIHIOE caMy NPUPOAY BXIIHUX JaHHUX IJis mporpamHoi cucremu. Ha BinmiHy Bin TouHMX KoopauHat X Ta Y
€KpPaHHOTO Kypcopa, TPEKiHT pPyK onepye TPUBUMIPHUM MacCHBOM «KICTOK» Ta CYIJI00iB JOJIOHI, IO TeHEpYE
Oe3repepBHHIA TIOTIK MPOCTOPOBUX KOOPJMHAT 3 MEBHUM PiBHEM IIYMY Ta WMOBIpHICHUX MOXHOOK. 3 TOYKH
30py apxitektypu II3, 3aMiHa «KITiKy» Ha >KECT BUMAara€ BIPOBaKEHHS NMPOMDKHUX IIapiB ¢inpTpamii Ta
iHTepnpeTalii JaHWX. 3aMicTh KiacuyHoro marepHy Observer, sxkuii mpocto ciyxae nogiro onClick,
apxitektypa AR/VR noxarkiB 6a3zyeThcst Ha CKIQIHININX KOHBEEpaX OOPOOKH MO, IO BKIIOYAIOTH IIap
CUPUX JaHMX, I1ap aHami3y Ta GiabTpalil (Hanpukiai, i3 3acTocyBaHHaM (iibTpa Kanmana Jist 3riiapKyBaHHsS
TPEMTiHHS PYyK), LIap pO3Mi3HAaBaHHS JECTiB Ta MIap MNPOCTOpoBoro mnpomeHioBaHHs (Raycasting).



Kommnexcuuii mopiBHsUTBHAN aHaIi3 TEXHIYHUX XapaKTEPUCTHK 000X MapagurM B3aeMOAil HaBEAECHO B TaOIHII
1.

Tabmms 1 — [opiBHANBEHME aHANI3 XapakTepucTrk moaiit B3aemoxii B GUI ta Spatial Ul

[lapameTp mopiBHSAHHS Knacuynnii xnik (WIMP / GUI) IIpocroposuii  xect (NUI /
Spatial UI)
[Ipupona BXimHOTO CUTHAITY Huckpernuii (koopauHate X, Y, | besnepepBuuii (3D-BexTop
CTaTyC KHOTIKH) cyryi00iB JOJIOH1)
PiBens mymy nanux AbCOoIIOTHO HiBenbOBaHUH | Bucoxwmii (3anexuTH BiJ
(meTepMiHOBaHHUI) OCBITJICHHS Ta CEHCOPIB)
[Tapu 06poOku B 113 besmocepenuiti  Bukimk momii | [locmimoBHuit ~ KOHBeep  BiX
onClick ¢inpTpanii 10 po3mi3HaBaHHS Ta
pEUKACTHHTY
3BOPOTHHI 3B'SI30K Oizpunnii  (TakTWIbHHA KTk | CHHTeTHIHHI (mrHAMITHMIA
MHIITI/eKpaHa) aynioBizyanpHUH ¢igodek)

Cy4acHi cTaHAapTH IPOCKTYBaHHS IIPOCTOPOBHX IHTEP(EHCIB HATOIONMIYIOTh, 1[0 HAMMEHIIIHIA )KECT, TAKHIA
SIK 3BEJIEHHS BEJMKOTO Ta Bka3iBHOro mamnbiliB (Pinch), morpebye 4iTkOro MareMaTHYHOTO AETEPMiHYBaHHSI
MeX Ta obnacteit B3aemoii [1].

BaxxmBuM acnieKToM NMpoeKTyBaHHs mpocTopoBoro UX € momonaHHs mpo0IeMH BiICYTHOCTI TaKTHIILHOTO
3popotHoro 3Bsi3ky (Haptic Feedback). Ockinbku KOPHCTYyBad «KIIIKa€e» IO IOPOXHBOMY IPOCTOPY,
apxiTekTypa iHTepdeiicy MOBHHHA KOMIIEHCYBAaTH 1€ TOCHJICHUM Bi3yallbHUM Ta ayHio-(hig0exoM: 3MiHOIO
¢dopmu 00'ekTa, MiACBIYyBaHHSM a00 TPOCTOPOBUM 3BYKOM Il Yac HaONMKEHHS PYKH O eJeMEHTa
KepyBaHHA. JloCHipKeHHS NpPaKTHYHOI peamizailii TakuX CHCTeM Yy Kpocmiar@opMHux (peiiMBOpKax
(mampukian, Mixed Reality Toolkit) mokasyroTs, IO apXiTekTypa B3aeMOil Mae OyIayBaTHCS HABKOJO
TPUBUMIPHUX KOJIAHIEPiB Ta MPOMEHIB-iIHTEPAKTOPIB, SKi 3a0€311eUyI0Th Oe3epepBHUIT 3BOPOTHHIH 3B'S3KY [2].
OcoOnMBUM 1HKEHEPHUM BHKIUKOM € ycyHeHHs mpobnemu "Midas Touch" (motuk Minaca), konu Oyab-sKuii
BHUTIAJKOBUN pyX pykm abo (ikcaris MOTISIAYy pO3MI3HAETBCS CHCTEMOIO SK aKTHBHAa Komadma. s
HiBeTmOBaHHS 1HOTo edekry B apxitektypy I3 3akmamatotecs dacoBi 3arpumku  (Dwell-time) a6o
OaraTopiBHEBI MOJIEJ MiATBEPAKEHHSI HaMipy KopucTyBada [3]. OkpiM 1poro, KiacuuHuii 3akoH Dittca, SKuit
BU3HAYAE Yac JOCITHEHHS T 3aJIe)KHO BiJ ii po3Mipy Ta BiJICTaHi, Y TPHBUMIPHHUX MPOCTOpaxX JOMOBHEHOT
peanbHOCTI Ha0yBa€ MOaTKOBOI KOOpAWHATH TuOWHM (Z). [l MiHiMizallii BTOMU KOpPHCTyBada, BiJOMOI K
edext «ropununoi pyku» (Gorilla Arm syndrome), apxitexkrypa Ul Mae quHaMi4HO afanTyBaTH IOJIOKEHHS
CJIEMCHTIB y 30HI KOM(OPTHOTO JOCATHEHHS, WI0 JCTaJbHO OIHMCAHO B Cy4YaCHUX EPrOHOMIYHHMX
pexomMeHmariax st po3pooHukis [13 [4].

BucHoBku
[poexryranus UI/UX apxitekrypu mist AR/VR 3 interpariiero Hand Tracking 3amicTh KJJaCHYHOTO KITIKY
3mintye ¢okyc po3podku I13 3 muckperHoi oOpoOkH mofiil Ha Oe3nepepBHUIN aHali3 MPOCTOPOBUX JAHUX.
Imxenepam mnporpamHoro 3a0e3nedeHHs HEOOXiOTHO 3akjaJaTH B apXiTEKTYpy MOAATKIB CUCTEMH
THTETIeKTyaIbHOT QUITbTpallii IIyMy CEHCOPiB, BUKOPHCTOBYBATH OaraTopiBHEBI MOJIEIi TiITBEPAXKEHHS JKECTIB
Ta KOMIIEHCYBAaTH BiJICYTHICTh (DI3MYHOTO JOTHKY AWHAMIYHUMH ayJiOBI3yallbHUMH METOJaMH 3BOPOTHOTO
3B'SI3KY, III0 JIO3BOJIUTH CTBOPIOBATH €PrOHOMIYHI Ta HaJilHI iHTepdeiicu maitdyTHBOTO [5].
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