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Xapxigcokuil HAYiOHATbHUU YHiBepcumem padioeneKmpoHiku, XapKie

EMMNIPUYHE OOCNIMKEHHA UX-AU3ANHY ONA ONTUMI3ALIT MPOLECIB
Y POS-CUCTEMI KAB’APHI

VY cyuacHiii cdepi rpoMancpKoro XxapuyBaHHS Ta
obcimyroByBaHHS ~ €(EKTHBHICTH  Oi3HEC-TIPOLECiB
0e3rmocepelHFO 3aNIeKUTh BiJ] IIBHIAKOCTI 0OPOOKH
iHpOopMaii. LeHTpasbHUM  €NEMEHTOM i€l
exocuctemu € POS-cucremu (Point of Sale), 3 skumu
MepcoHaJl  B3a€EMOJIE B PEXKUMI IHTEHCHBHOTO
HaBaHTaxeHHs.  Cnenudika  poboTum  Oapucra
nependavyae MyJbTH3aJauHICTh, a CaMe: OJHOYACHE
CIIUJIKYBaHHA 3 KIIIEHTOM, NMPHUIOTYBaHHS HAIOiB Ta
poOOTY 3 KacoBHM TepMiHajIoOM. Y TakMX YMOBax
iHTEepdeiic CUCTEeMH BHCTYNaE€ HE MPOCTO 3aco000M
BBEIICHHS JaHHX, a IHCTPYMEGHTOM, IO BH3HAYaE
3araJlbHy NPONYCKHY 3JaTHICTH 3akiamy. Ilporte
aHami3  mpeagMeTHOi  oOyacTi  3acBimdye, IO
iHTEepdeiicn OimpIIocTi ICHYIOUHX pimreHp
po3pobIsIIOTEC 3 (OKYCOM Ha apXiTeKTypy ©0asm
JaHux Ta ¢ickanbHi (yHKHii, TOAl SK eproHoMika
B3aemonii, Human-Computer Interaction dacTo
irHopyetbest [1]. lle mpu3BOAWTE 110 BUHUKHEHHS
Bi3yaJIbHOTO IIYMY, HaJMIPHOI KUIBKOCTI KPOKIB ISt
BUKOHAHHS NPOCTHX Omepauid Ta, SIK HACHIiJIOK,
HIBHIKOT BTOMJTFOBAHOCTI MIEPCOHAITY.

AXTyaJbHICTh JOCIIi JUKSHHS 3yMOBJICHA
OPOTHPIYYSIM MK  3pOCTAIOYMMH  BHUMOTaMH 110
OIBHJIKOCTI  OOCIYrOBYBaHHA Ta  3acTapiuIAMHU

MiAXOMaMH IO TIPOEKTYBaHHS iHTepdelciB, sSKi He
BpPaxOBYIOTh KOTHITHBHI OOMEXCHHS oIeparopa B
CTPECOBHX yMOBax. MeTol0 poOOTH € BHSBICHHS
KPUTUYHHMX HEJOJIKIB y JAu3aiiHi iHTepdeiiciB
cyuacaux POS-cuctreM Ta po3poOka HayKOBO
00TrPYHTOBaHHMX PEKOMEH/IAIIIN 100 1X YCYHEHHS JJIs
ITiABHIIECHHS OlepaIiitHoi e(eKTUBHOCTI KaB’ApHi 63
BTPYYaHHs B IPOTPaMHY JIOTiKY OSKeHIy.
MeTo00TiUHy OCHOBY JIOCTIJUKEHHS CKJajae
KOMIUIEKCHUH MiJIXiJ, 10 TOETHYyE TEOPEeTHYHI Ta

emmipuuyHi Meromu. Ha mepmomy erami  Oyino
IIPOBEICHO EBPUCTUYHY OLIIHKY ICHYIOUMX
inTepdeiiciB 3a mnpunHnunamu 5. Hinbcena, mo
J03BOJIMJIO  1IEHTU(]IKYBaTH  TUIOBI  mpobieMu

103a01MiTi: TOPYIICHHS MPHUHIUITY BIAIOBIAHOCTI MiX
CHCTEMOIO Ta peaIbHHUM CBITOM, BiACYTHICTh
THYYKOCTi Ta e(heKTUBHOCTI BUKOpHUCTaHHA [2, 3]. s
mmbmioro  aHaiizy  Oylno  3aCTOCOBaHO — METOJ
creHapHoro MmojenmoBanHs (Scenario-Based Design).
Byno po3pobiieHo Ta mpoaHanizoBaHO MOJEN TPHOX
KJIFOYOBHX CleHapiiB pobOotu Kacupa: «PaHkoBa
roguHa mik» (mpiopureT MBHAKOCTI), «CkilagHe
IHUBIAyadbHE 3aMOBJCHHS» (NIPIOPUTET TOYHOCTI
MoaudikatopiB) ta «Ilepeaminka» (axMmiHiCTpaTHBHA
e()eKTUBHICTB).

Ha ocHOBI aHamizy Kpamux npakTuK E-
Commerce, 30kpema jpociipkenb Baymard Institute

moAo onTuMizamii  mpomeciB  [4], a  Takox
dyamamentansHux npanps . Hopmana ta A. Kymepa,
Oyi0 cpopMOBaHO MPOIIO3MII MOAO pean3anHy [5].

KirodoBuM ~ BekTOpOM — OonTHMi3amii - CTalo
3HIDKCHHS ~ KOTHITHBHOTO  HAaBaHTAXXEHHA  depe3
Bi3yaJlbHE TpyIyBaHHs eneMeHTiB, Gestalt principles,
Ta 30UIbIICHHS IHTEPAKTUBHUX 30H 3TiIHO i3 3aKOHOM
dirrca [6]. 3anponoHOBaHO HOBY apXiTEKTypy
Hapiramii, Je HalOuIpmr 3aTpeOyBaHi  MO3MUIT
PO3MIIIYIOTBCSA B 30HAX HAMIETIIOl JOCSHKHOCTI, a
cucreMa  Mmoam(ikaTopiB ~ peamizoBaHa  dYepe3
CIUIMBAIOYi  KOHTEKCTHI MEHIO, [0 MiHiIMi3ye
HEOOXIHICTB MePEXO0IiB MK eKpaHamH [7].

Pesynprath  MOJENMIOBaHHSA — MiATBEPIKYIOTH
e(eKTHBHICTH 3aIpOMOHOBAHNUX pilIeHs.
[IporHo3yetscs, 10 BOpoBaIkeHHs1 oHOBIeHOro UX-
JIM3aliHy JI03BOJIUTH CKOPOTUTH Yac O(OpMIICHHS
CTaHJAPTHOTO 3aMOBJICHHS, 3MCHIIUTH KUIBKICTh
MEXaHIYHAX TOMHWJIOK Ta NPHUIIBHIIIUTA MPOLEC
HAaBYaHHS HOBUX MPAlliBHUKIB, 110 € KPUTUUYHUM JJIs
cepr 3 BHCOKOIO IUIMHHICTIO KaapiB. Oxpim Toro,
MOKpalleHHst  JIoriku  iHTepdeiicy  crpusitume
onTuMi3amii aAMiHICTPaTUBHHUX MPOIEIYp, TaAKUX SK
IHBEHTApH3allisd Ta 3aKpUTTA 3MiHH. TakuM YHHOM,
JIOCIIIJDKEHHST JIOBOJIMTH, IO I1HBECTHIII B SKICHHHA
UX-auzaiin POS-cucrem € €KOHOMIYHO
BUIIPaBJlaHUMH Ta 3JaTHI TEeHEpyBAaTH JOAATKOBY
LiHHICTB A7 Oi3HECy.
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