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BMKOPUCTAHHS TEXHOJOTIN JJ,OFIOBVHEHOII' PEAJIbHOCTI B
NMPOEKTYBAHHI MYJIbTUMEAIMHUX TANEPEU

TexHoorii gomoBHEHOI peanbHOCTi (Augmented
Reality, AR) y cywacHMX yMoOBaX aKTUBHO
TpaHchOPMYIOTh TpamuIliiHI miaxonu bifo)
eKCIIOHYBaHHS MUCTELTBA, IIEPETBOPIOIOYN CTaTHYHI
BHCTaBKOBI MIPOCTOPH Ha IHTepaKTHBHI
MyIBTHMEIiMHI cepemoBumia. [uTerpamis AR vy
rajiepeiiHi MpOCTOPU [O3BOJSE PO3IMIMPUTH MEXI
¢ismgHOl  ekcmo3mWmii 32 paxXyHOK  HH(POBOTO
KOHTEeHTY (puc. 1), 30KpeMa aHIMOBAaHHX iCTOpiH
CTBOPEHHSI  TBOPIB  MUCTENTBA, IHTEPAKTUBHHUX
JIOBIJIOK, Bi3yaJbHUX PEKOHCTPYKIIH Ta TPUBUMIPHHX
MoJierield KyJIbTypHUX 00’ €KTiB [1].

Puc. 1. Bizyani3zamis 06’ekTa JOOBHEHOI PealbHOCTI B
EKCIO3UIIIITHOMY TPOCTOpi ranepei

3a KIacMYHUM BHM3HaueHHsAM P.  Asymu,
JIOIIOBHEHA PEAIbHICTh TIOEJHYE peajibHe CepellOBUILE
3 BIpTyaJbHUMHU 00’ €KTaMHU B PEKUMI pEalbHOTO Yacy
Ta  3a0e3rmedye  IHTCpaKTHUBHY  B3aEMOMII0 3
KOPHCTYBa4yeM, MI0 POOUTH 1i OCOOIMBO IMPHIATHOIO
JUISL My3€HHOT0 Ta rajlepeHOro KOHTEKCTY [2].

Homymsapricte AR-pimeHp y MyIbTUMETIHHIX
rajgepesx OOyMOBJIEHAa MO>JIMBICTIO II€pCOHai3aril
KOPHUCTYBAaIlLKOTO JOCBily Ta 3aJlydeHHs MOJIOJIIOq
ayauTopii, opieHTOBaHOI Ha HM(POBI TEXHOJIOTIi Ta
iHTepakTHBHI (OpPMATH CHOXXMBAHHA iH(OpMAILI.
Hocmimkennss 'y cbhepi  1mdpoBoi  KyIbTypHOI
CHAJIIUHNA  MIATBEPIKYIOTh  TOH  (hakT, 10
BUKOPHCTAHHS ~ JONOBHEHOI  PEaJbHOCTI  CIIPHSE
(opMyBaHHIO IMEPCHBHOTO JIOCBiAy Ta IiJBHIIECHHIO
KOTHITHBHOI 3aJIy4eHOCTI Bi/BiJyBauiB, IMOPIBHSIHO 3
TPaTUIITHUMU €KCIIO3UIIIIHHUMU 3acobamu [3].

EdexruBHicte AR 'y mnpoexryBaHHI ranepei
TaKOXK MOSICHIOETBCS 1 BIUIMBOM Ha
3armam’ITOBYBaHICTh iHGopmamii. 3rigHO 3 Teopiero
MYJIBTAMEIIHOTO HAaBYAHHS, IO€THAHHS Bi3yaJbHUX 1
IHTEPaKTUBHUX EJIIEMEHTIB 3HAYHO IIiJBHIIYE PiBEHb
3aCBOEHHSI MaTepiany MOPiBHIHO 3 TEKCTOBUMH abo
ayIiampHIMH KaHaIaMu mofaHHA iHpopwMarii [4]. Le
M ATBEPAKYETHCS MIPaKTHIHUMHU KefcaMu
BUKopHucTaHHS AR-TiiiB Ta MOOLIEHUX 3aCTOCYHKIB y
MY3eHHHX POCTOPAX.

Meropoioris IOCHIDKEHHs BKIIIOYaja aHaji3
icHytounx AR-pimens ais ranepeit i My3eiB, a Takox
OIIHIOBAHHS KOPHUCTYBAIIBKOTO JOCBIAY B3aeMOMii 3
IUPPOBIM KOHTEHTOM. byJo BCTaHOBIEHO, IO
KIIFOYOBUMH (pakTopamMi e(peKTHBHOCTI € iHTYITHBHO
3po3yMiIiiA  iHTep(efic, IBUAKE 3aBaHTAXCHHS
MYyJIBTHMEIIHHNX CJIEMCHTIB i TApMOHIHE MO€THAHHS
BipTyaslbHUX 00’€KTiB 3 (pi3muHOI0 excmo3umiero [5].
OnTuManbHa TPHUBANICTh B3aeMomil 3 omHuM AR-
00’€KTOM Mae OOMEXyBaTHUCS KOPOTKUMH YaCOBHMH
iHTepBaJaMy, MO0 YHHKHYTH [EpEBaHTAKCHHS
KOPHCTYBava.

Baxnusum aCIIEKTOM MPOEKTYBAHHS
MYJBTUMEAIMHUX rajiepei i3 BUKopucTtaHHAM AR €
TaKoXK  iHKMO3WBHiICTh.  CydacHi  MOCTIIKCHHS
HaTOJIOIITYIOTh HA HEOOXiTHOCTI aganTamii mudpoBoro
KOHTEHTY U DPi3HHX TPyl KOPHCTYBadiB, 30KpeMa
JMoAel 3 MOPYHICHHSAMH 30py a0o CiyXy, MNUIIXOM

BHUKOPUCTAHHS ayiOOTHCIB, MaciTaboBaHUX
mpudTiB i BHCOKOKOHTPACTHUX CJIEMEHTIB
inTepdeiicy [6].

TakuM 4YMHOM, JIOMOBHEHAa pEANBHICTH €
e(eKTUBHIM IHCTPYMEHTOM MIPOEKTYBAHHS

MYJBTUMEAIMHUX Taleped, [0 IiJBUILY€E piBEHb
IHTEPAKTHBHOCT] €KCITO3MIIIH 1 3aTy4eHOCTI ayAuTOopil.
IMomanpln IOCTIMKSHHS IOMIIBHO CIHPSIMYBAaTH Ha
pO3poOKy  METOOWK  KUIBKICHOTO  OIIiHIOBAaHHS
e(exkTHBHOCTI AR-pileHp y KyIbTypHO-MUCTEEKOMY
cepenoBumi. [IpakTiyHa iHTerpamis AR-TexHomoTIH
MOJKe OYTH BIIPOBQ/KCHA SIK Y TPAIUIIHHUX My3esX 1
rajepesix, Tak 1 B THMYacCOBHX BHCTaBKOBHX
MPOCTOPax, CTBOPIOIOYM HOBI (hpopMaTH B3aeMOJIT 3
ayTUTOPIEIO.
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