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This study addresses the critical issue of interface efficiency in Point of Sale
(POS) systems within the high-intensity environment of coffee shops. In a busy
environment, complex interfaces often lead to mistakes and slow service. By
grouping functions and placing the most popular items in easy-to-reach areas, the
proposed design reduces the number of clicks needed to complete an order. The
study shows that better UX design helps staff work more efficiently, reduces
stress, and speeds up the training of new employees. These improvements make
the business more productive and improve customer experience.

VY cdepi rpomMaachKOro XapuyBaHHS Ta OOCIYroBYBaHHSI €(EKTHBHICTH
013Hec-TIpoLeciB 0€3M0CEepEeTHBO 3aIEXKUTh Bl IIBUIKOCTI 00pOOKHU 1H(DOpMaIi.
[{enTpansHUM eneMeHTOM L€l ekocuctemu € POS-cucremu, 3 SIKUMU MEPCOHAT
B3a€EMOJIIE B PEXKMMI IHTEHCUBHOTO HaBaHTaXeHHs. [HTepdeiic cucremu
BUCTYTIa€ HE MPOCTO 3aCOOOM BBEIEHHS JaHHUX, a IHCTPYMEHTOM, 110 BU3HAYAE
3arajibHy MpPOMYCKHY 37aTHICTh 3akiany. IIpore anamiz mpenmMeTHoi 00JacTi
3acBiguye, 10 1HTEepdercH OUIBIIOCTI ICHYIOUHMX PIlIEHb PO3POOJISIOTHCSA 3
dbokycom Ha apXiTeKTypy 0a3u naHux Ta (icKalibHi PYHKIIIT, TOJI SIK €proHOMIKa
B3aemoii, Human-Computer Interaction yacto irnopyetscs. Lle npu3BoauTs 10
BUHHUKHEHHS BI3yaJIbHOTO IIYMY, HAJIMIPHOI KUJIBKOCTI KPOKIB Il BUKOHAHHS
MPOCTUX OTepauii Ta, Ik HaCcIiJO0K, MIBUIKOI BTOMJIFOBAHOCTI IEPCOHAIY.

MeToto poOOTH € BUSBICHHS] KPUTUYHUX HEJIOMIKIB Y IM3aiiH1 1HTep(deiciB
cyyacHux POS-cucreM Ta po3poOka HaAyKOBO OOIPYHTOBaHUX PEKOMEHJAIIN
HI0JI0 iX YCYHEHHs JJis MIABULIEHHS ONepauiiHoi e(peKTUBHOCTI KaB’sipHI 0e3
BTPYYaHHsI B POTPAMHY JIOTiKY OCKEHY.

[IpoBeneHO TOPIBHSUIBHHMM aHali3 ICHYIOUMX pIIIEHb IJIs aBTOMaTH3allii
KaB’sipeHb. BCTaHOBIIEHO, IO KPUTUIHOIO MPOOJIEMOIO € BIJICYTHICTh 1€papXii B
MEHIO: 4acTO IMO3ULII 3 BUCOKMM IOMUTOM MalOTh TaKy X Bi3yaJbHYy Bary Ta
JIOCTYIIHICTD, SIK 1 PIAKICHI JOJaTKOBI TOBapH. BuKopucTaHHs TEMJIOBUX KapT i
4yac TECTYBaHHs MPOTOTHUIIIB MOKA3aJl0, 10 XaOTUYHE PO3TAIllyBaHHS €JIEMEHTIB
KepyBaHHA 3Mmylniye Oapucta Butpadatd 10 30% poboyoro wuacy muiie Ha
BI3yaJlbHUM TOIIYK TOTpiOHOI kHomku. Ile miaTBepKye HEOOX1AHICTD
BIIPOBAKEHHSI )KOPCTKOT CITKH Ta KOJILOPOBOTO KOJYyBaHHS KaTeropiii TOBapiB.

Oxkpemy yBary NpuJIiJIEHO 3aCTOCyBaHHIO 3aKkoHy DiTTca mjia MiHiMi3alli
4yacy BIATYKY CHUCTEMH. 3T1IHO 3 pO3paxXyHKaMu, 301JIbIIEHHS aKTUBHOI TUIOIII
KHOIIOK 111 HAMOUThII MOMYJISIPHUX HAMOIB Ta iX PO3MIILIEHHS Yy HIKHIN MpaBii
YaCTHHI €KpaHa JI03BOJII€ CKOPOTUTH LIUISIX Kypcopa abo nmanbls Ha 15-20%.
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AKTyalbHICTh JOCHII)KEHHS 3yMOBJIEHA MPOTUPIUYSIM MK 3pOCTAIOUUMU
BUMOTaMU JI0 IIBHJIKOCTI OOCITYrOBYBaHHS Ta 3acTapuiUMHU MiAXOJaMH JI0
NpOEKTYBaHHS 1HTep(deciB, sKI HE BpPAaXOBYIOTh KOTHITHBHI OOMEXKEHHS
orepaTopa B CTPECOBUX YMOBax.

MeTo050TI4YHY OCHOBY AOCTIIKEHHS CKJIaJa€ KOMIUIEKCHMM MiAXiM, IO
MOETHY€E TEOPETUYH1 Ta eMITipuuHi MeToau. Ha nepmomy erami O6ys0 mpoBeIeHo
EBPUCTUYHY OIIHKY iCHYIOUUX iHTepdeiciB 3a npuniumnamu S. Hinbcena, 1o
JTIO3BOJIAJIO 1IEHTU(IKYBATH THUIIOB1 MPOOJIEMH 103a01TITi: TOPYIIIEHHS PUHIIUITY
BIJIMOBITHOCTI MK CHCTEMOIO Ta PEaIbHUM CBITOM, BIJICYTHICTh THYYKOCTI Ta
e(heKTUBHOCTI BUKOpUCTaHHS. JJIsi TuOIIoro anaizy O0yja0 3aCTOCOBAHO METO/T
cueHapHoro mognemnoBaHHsi (Scenario-Based Design). byno po3po6ieno Tta
POaHaTI30BaHO MOJIENI TPHOX KIIIOUOBUX CIIeHapiiB poOoTH kacupa: «PaHKkoBa
roJiiHa MiK» (MpilopUTeT MBHUIKOCTI), «CKIIagHe 1HIUBITyaIbHE 3aMOBIICHHSD
(npioputer TOuHOCTI MoaudikaTopiB) Ta «llepe3minka» (aaMiHICTpaTUBHA
€()EeKTUBHICTB).

Ha ocHogi ananizy kpamux npaktuk E-Commerce [1], 30kpeMa 10CIiIKEHb
Baymard Institute mono ontumizanii npouecis, Ta (GyHAaMEHTAIbHUX Mpallb
. Hopmana ta A. Kynepa, 0ysio copMoBaHO NpONo3ullii Mo10 peau3ainy [2].

KitouoBUM BEKTOPOM ONTHUMI3aIli CTalO0 3HWKEHHS KOTHITUBHOTO
HABAHTAXKEHHA Yepe3 Bi3yalbHE IpylyBaHHs eneMeHTiB, Gestalt principles, Ta
30UIBIICHHS 1HTEPAKTUBHUX 30H 3T1JIHO 13 3akoHOM DitTca [4]. 3anpornoHoBaHO
HOBY apXiTeKTypy HaBiraiiii, Jie HalOUIbIII 3aTpeOyBaH1 MO3MIT PO3MIIIYIOTHCS B
30HAaX HAMWJIETIIOi JOCSKHOCTI, a cucTeMa MOJU(iKaTOpiB peanizoBaHa yepes
CIUTMBAIOYl KOHTEKCTHI MEHIO, IO MiHIMiI3y€e HEOOXIJHICTh MEPEXOJiB MIX
ekpaHamu [3].

Pe3ynbpTaTi MOJEIIOBaHHS MIATBEPAXKYIOTh €()eKTUBHICTD 3aIIPOIIOHOBAHUX
pimiens. BripoBamkenHst oHoBieHoro UX-au3aiiHy JO3BOJHMTH CKOPOTUTH 4Yac
oOpMIJICHHSI CTaHAAPTHOTO 3aMOBJICHHS, 3MEHIIUTH KUIbKICTh MEXaHIYHHUX
MOMWJIOK Ta TPHUIIBUIAIIATA TPOIEC HABYaHHS HOBHX TMPAIliBHUKIB, IO €
KPUTUYHUM Ji1 cepu 3 BUCOKOIO IUIMHHICTIO KajpiB. [lokpallleHHs JOTiKH
1HTEpeicy cnpusATUME ONTUMIZAIlll aAMIHICTPATUBHUX MNPOLEAYpP, TAKUX SIK
IHBEHTapHU3aIlisl Ta 3aKpUTTS 3MiHM. JIOCHIIPKEHHS JIOBOJWTD, IO 1HBECTHUIIII B
sakichnii UX-muzaitn POS-cucreM € €KOHOMIYHO BHWIIPaBIaHUMH Ta 3J1aTHI
reHepyBaTH J0/IaTKOBY IIHHICTh JIJIs1 O13HECY.
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