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AHoTaiis: Y 1ii cTarTi po3risiialoThesl MIKpoaHiMallii Ta iHTepencHI BIIEO K
byHIaMEHTaNbHI €JIEeMEHTH CyYaCHOTO JU3aifHy B3a€MOJIl B IMUPIIOMY KOHTEKCTI
Meia-1ociipkeHb. JlocnimkyeTbes (yHKIIIOHATBHA TUIIOJIOTIS MIKpOaHIMaIlii Ta K
eJIEeMEHTH BineoiHTepdelicy MmepeTBOPIOIOTh MU(PPOBI MPOIYKTH Ha IHTEPAKTHUBHI
Megia-cepenoBuina. JlocmiKeHHsT JEMOHCTPYeE, IO aHIMallis iHTepdeicy, koau ii
3aCTOCOBYIOTh 3 ypaxyBaHHSIM CHUCTEM CIPUUHATTS JIOJWHUA Ta KOHTEKCTYaJbHOT
Me/11a-JIOT1KH, CTAHOBUTH OKPEMY Ta MOTYXKHY (OpMy CydacHUX MeJTia.

KirouoBi cioBa: mikpoaHiMallii, IHTEpEicHI Bifeo, AU3ailH B3a€MOIii, MOYIIH-
au3aiiH, wmemia, 1umdpoBuil iHTEepdelc, KOPUCTYBAaIBKUW JIOCBiN, Bi3yalabHa
KOMYHIKaIlisl, aHIMaIlisl 3BOPOTHOTO 3B'S3KY.

Huzaitn B3aemonii (Interaction Design, IxD) — e mpoektyBaHHS Hu(GPOBHUX
MPOJIYKTIB, CUCTEM Ta MOCIIYT, OPIEHTOBaHE HA CTBOPEHHS 3p03yMiIoi Ta e(heKTUBHOT
KOMYHIKaIlll MK KOpUCTyBadeM 1 npoaykroM [1]. MikpoaHimariii Ta iHTep(ercHi
B1JICO 3HAXOAATHCA Ha IEPETHHI TpadigHOro au3aiiHy, KIHO Ta B3a€EMOJII <«JTFOMHA-
KOMIT FOTEp», BUCTYIMAIOUW MOBOIO, 32 JIOMIOMOTOIO SIKOI CHCTEMH TOBIJOMIISIOTH
KOpHCTyBadaM IpO CBOIO JIOTIKY, CTaH Ta 3AaTHICTh IO pearyBaHHs. 3pocTaroda
MOIIUPEHICTh aHIMallil B UGPOBUX 1HTepdeiicax BigoOpaxkae OUIBII MTMPOKI 3MIHUA B
MeJ1aKkyabTypl. OCKUIBKA €KpPaHH CTajld JOMIHYIOUMMH MOBEPXHSMU CY4YacHOIrO
KUTTS, MEXKI MDK Ju3aifHOM 1HTepdeiciB Ta BUPOOHUIITBOM Meia TMOCTYIIOBO
pPO3MHUBAIOTHCA.  AHIMAIllsl  3aBaHTAKEHHs, BIAEO, WLI0 3ayCKAETbCA  MPH
MPOKPYy4YyBaHHI, a00 Mepexia y CTaHi HaBEJACHHS KypCOpY CTAlOTh €IEMEHTaMH, IO
CTPYKTYPYIOTh YaCOBI Ta €MOIlIH{HI BITHOCHHU KOPHUCTYyBaya 3 IUGPOBUM KOHTEHTOM.
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BuBueHHsT LUX eleMEHTIB Kpi3b MHpU3My 3aco0iB MacoBoi iHGopmarlii mokasye
HACKUJIbKH JIM3aiH aHIMaIlll CTaB HeBIUIBHUM BiJl caMOTO MeJlia-cepeioBuina [2].

MikpoaHiMalii — 1€ HEBEJIMKI KOPOTKI aHIMOBaH1 epexoau ado Bi3yallbHI 3MIHU
B nudpoBomy iHTEpdeiici, o pearyroTh Ha Jii KOpHCTyBada abo cTtaH cuctemu. Ha
BIJIMIHY B1J] IOBHOEKPAaHHUX KiHEMATOTpa(iuHUX MOCTIAOBHOCTEN UM LTFOCTPATUBHUX
BiJIcO0, MIKpoaHIMallii AiI0Th Ha pIBHI OKPEMHUX €JIEMEHTIB iHTep(elicy, KHOMOK,
MIKTOTpaM, ToIiB GhopmM, MepeMHrKadiB, MEHIO Ta 3a3Buuai TpuBaroTh Bia 200 g0 500
MuTiceKyH. He3Baxaroun Ha CBOIO CTUCIICTh, BOHM MalOTh 3HAYHY KOMYHIKaTUBHY
I[IHHICTh, CUTHAJI3YIOUM MPO CTAaH CHUCTEMH, MIATBEP/KYIOYM [li KOpUCTyBaya,
CIPSIMOBYIOUM yBary Ta HaJlarouu eMmoliitHoro 3abapsienns (Puc. 1.1). 3anexHo Bif
(GyHKIIIOHATBEHOT POJTi MIKpOaHIMaIlii MOKHA PO3UTUTH Ha YOTUPU OCHOBHI KaTeTopii:

e Amimarii 3BOPOTHOro 3B’s3Ky. Taki aHIMaIii MiATBEPIXKYIOTh, IO JIis
KopucTyBaya Oysa 3adikcoBaHa CUCTEMOIO, HAMPUKIIA/l, MO3UTUBHA Bi3yalbHa PeaKIlis
MIPY HATUCKAHHI KHOTIKU «T0JJ00a€THCS» Y COIIATbHUX MEpPEekKax.

e Hagiramiiiai animarii. /lomomararoTe KopHcTyBadaM 3pO3yMITH IPOCTOPOBI
B3a€EMO3B'A3KM B I1HTEp(QEiCi, HampHKiIaa, MEepexXoaud 3 KOB3aHHSAM MaHeNeH, IIO0
BKa3yIOTh, YA PYXAETHCS BMICT BIIEPE/ UM HA3A/I.

e AmHiMaiii nepexoaiB. Tun aHiMaIlii, 10 KEPYIOTh BI3yaJIbHUM HEPEX0I0M MIXK
cTaHaMu a00 €KpaHaMM, 3MEHIIYIOYM pPI3KICThb 3MIH BMICTY Ta 30epirarouu y
KOPHUCTYyBa4a BITIYTTS MPOCTOPOBOI OE3MEPEPBHOCTI.

e JlexoparuBHi a0o Bupa3Hi aHimallli. Kareropis animariiif, sKi CIYTyIOTb
MEepPEeBAXHO  EMOIIMHUM  Ta  €CTEeTUYHUM  IUIsAM, JOJarouMu  1HTepdeicy
1HIMB1TYaJIbHOCT1 Ta MPUEMHOCTI, He 000B'I3KOBO BUKOHYIOUH CYyBOP1 (PYHKITIOHAJIbHI
BUMOTH [3].

Puc. 1.1. [Ipukmnanu mikpoaHimaiiii B cydacHux nudpoBux intepdeiicax

Ha mnpaktumi mi kareropii 4acTo mepeTHHaroThes. Hampukinaza, mno3Hauyka
nporpecy OJHOYACHO HaJa€ 3BOPOTHUM 3B’SI30K, MIATBEPUKYIOUH, IO CHUCTEMa
MpAIlo€e, PETYII0E€ OUIKYBaHHS KOPUCTYBada, BKa3ylOYH, CKUIBKH 4Yacy HOTPIOHO
YEeKaTH, a TAKOX MOXKE MICTUTH BUPA3HI €JIEMEHTH, 1110 B1J0Opa)xaroTh 1I€HTHYHICTh
OpeHy MIPOIYKTY.

Ha Bigminy Big MikpoaHimarliii, iHTep¢elcHI BI€O SBJISAIOTH COO0O0I0 OUIbII
MacIITabHy IHTerpaimiro Mefdia B IUQPOBI MPOAYKTH. Jl0 HUX Hanexarb LUKIIUHI
¢dboHOBI Bijeo, BOyJAOBaHI B 3arojloBKM BeO-CalTiB; HaBYaIbHI BiJICO JUISI HOBHUX
KOpUCTYBayiB, MLI0 JONOMAararoTh O3HAWOMHUTHCS 3 (YHKUIAMH MPOIYKTY;
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MOSICHIOBAJIbHI BiZI€O, sIKI 3aMIHIOIOTH TEKCTOBI 1HCTPYKIIIi; @ TaKoXX IHTEpaKTHUBHI
CJIEMEHTH BIiJIe0, W0 JHWHAMIYHO pearylTh Ha [1i kKopucTyBada. OmHum i3
HAMBIUIMBOBILIMX JOCITHEHb Y LI cepl CTano NOMMPEHHS KOPOTKHUX B1I€OPOJIHUKIB,
0 BIATBOPIOIOTHCA Yy IMKJII Ta BUKOPUCTOBYIOTHCS K (DOHOBI €IE€MEHTH, IO
CTBOPIOIOTh aTMOC(EPHHI Ta eMOLIIHHUN KOHTEKCT 18 iHTepdeiicy. Taki miardopmu,
sk Apple, Airbnb Ta Spotify, mupoxko BUKOPUCTOBYIOTH (POHOBE BIZEO JIsI CTBOPEHHS
OpeHI0BO1 1IEHTUYHOCTI, 10 Mae KiHeMaTorpadiuHuii Ta iMepciiiHuil xapakrep. L1
B1JICO MPUKpAIIAIOTh 1HTEpdEC, a TAKOK aKTUBHO (OPMYIOTh CEPEIOBHIIIE, B SIKOMY
KOpUCTYBaul B3a€EMOMIIOTh 3 TMPOAYKTOM, CIHPAIOYUCh HAa Ti caml MEXaHI3MH
peryiatoBaHHs HACTPOIO Ta EMOIIMHOTO BIUIUBY, 1110 OYJIX JOCTIIKEH] B KOHTEKCT1 KIHO
Ta TencOaueHus [4].

[HTepaKkTHBH1 KOMIIOHEHTH BiJI€0, 30KpEMa Ti, 1110 BUKOPUCTOBYIOTHCS B MPOIIECax
a/ianTaiii HOBUX KOPUCTYBAYiB Ta OCBITHIX NMPOAYKTaX, € YEPTOBUM €TAIIOM €BOJIOLT
takoi iHTerpanii (Puc. 1.2). Lle# miaxig cnupaeThes Ha TPAAUIIiT IHTEPAKTUBHOTO KIHO
Ta TEOpii TIEepPTEKCTY, MO3ULIOHYIOYH KOPHCTyBaya sIK aKTMBHOIO YYacHHMKa Mejia
nocBimy. Ilemaroriuni HacCHiAKM ITHbOTO 3PYHICHHS € 3HAYHUMHM: JOCITIIKCHHS
MOKa3ylOTh, 110 1HTEPAKTUBHI BiJI€O-HABYAJIbHI CEpeNOBUIIA 3a0€3MeUyIOTh 3HAYHO
BUIII MMOKAa3HUKH 3aCBOEHHA MaTepiaiy, HiXK TXHI TpaauIliiiHi aHaJIoTu.

What are the key factors that increase
the effidency of wind turbines?

Height and location

Wind speed and blade design

Maintenance schedule

Puc. 1.2. [Ipukiaj iHTEpakKTUBHOTO BiI€O 3 KJIIKAOSIbHUMH €JIeMEHTaMH

EdexruBHicTh animariii B uudpoBux iHTepdericax rpyHTY€eThCS Ha 0COOTUBOCTIX
CHCTEMH JIFOACHKOTO CITPUMHATTS Ta KOTHITUBHUX MPOLECiB. 3ip JIONWHU HAA3BUYIAIHO
Yy TIUBUHN JI0 PYXY, 11 € CHAAIIMHOI0 €BOIOIIIHUX TIPOLIECIB, K1 Ha/1aBaJId TPIOPUTET
BUSBIICHHIO PyXy B HAaBKOJHUIIHHOMY CEPEAOBHINI $K MEXaHI3My BH)KHBAaHHS.
Jln3aiiHepy BUKOPUCTOBYIOTH 1110 Uy TIAUBICTh Y CTBOPEHHI iHTep(EciB, 3aCTOCOBYIOUH
aHIMaIlilo JIJIs COpsIMYBAaHHSI yBard Ta TO3HAYeHHs mpioputeTiB. OHak aHiMallii B
1HTepdeiicax HeCyTh 3HAYHI PU3MKHU Y pa3l HEMPaBUIBLHOTO 3acTocyBaHHsA. HaamipHa
aHIMaIris 301IbIITy€ KOTHITUBHE HABAHTAXKEHHS, BIJIBOJIIKAE YBAary Ta MOYKE BUKIUKATH
HEraTWBH1 peakili y KOPUCTYBaYiB 13 MOPYIICHHAMH BECTUOYJISAPHOTO amapary ado
¢dorouyTnuBicTio. OCMUCIEHHSI MIKpOaHiMaIliii 4yepe3 Impu3My SKOCTI Ta COIIalbHOT
IIHHOCTI1 IN3aiiHy BUBOJUTD TUCKYCIIO 32 MEXI1 CYTO TEXHOJIOTIYHOTO UM €CTETUYHOTO
BuMipy. PnopeHtiiicbkka mkona ISIA, 1m0 po3BHBana KOHLEMIIKO IHU3alHY IS
CYCIIJILCTBA, HamojsArajga Ha TOMY, 11O Oy[db-sSIKHUWA MPOEKTHUUN PIIICHHS MOBUHHO
OLIIHIOBATUCSl HE JIMILIE 3a KpUTEpisiMU (DYHKLIOHAJIBHOCTI, @ ¥ 3a MOro 3JaTHICTIO
BIJIMOBIIATH pPEAJBHUM JIIOJICBKUM TOTpedaM Ta CyCHUIBHUM IIIHHOCTSM [5].
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3acTocoByrouHd 1ei miaxia A0 cpepu nudpoBux iHTepdenciB, MOXKHA CTBEPKYBaTH:
MIKpOaHIMallisi € SKICHOI TOMl, KOJM BOHA HE NPOCTO TEXHIYHO KOpPEKTHa abo
Bi3yaJbHO MNpHBA0ONKMBAa, a KOJM BOHA 3HIKYE KOTHITUBHEC HAaBAaHTAKCHHS Ha
KOPUCTYyBa4ya, pOOUTH CHCTEMY 3PO3YMLTIIIONI0 Ta JOCTYITHINION JJISI PI3HUX KaTeTropii
JO7IEH, y TOMY YHCIII THX, XTO Ma€ 0COOJIUB1 TOTPEOHU.

OcoOnuBe Miciie B OCMHUCJICHHI aHiMalii B iHTepdelcax Mocigae KOHIICTIIs
«am3ariny TepmiHHsS» (designing patience), 1O po3DIAAE  MIKpOaHIMaIlli  sK
IHCTPYMEHT YNpaBJIHHSA OYIKYBAHHSIM KOPUCTYyBada. 3TIAHO 3 JOCTIIHKEHHAMH Y LA
rajxysi, aHIMOBaH1 €JIEMEHTH 3/1aTHI CyTTEBO 3MIHIOBATU CYO’ €KTHUBHE CIIPUHHSATTS Yacy
ouikyBaHHs (Puc. 1.3). [1031s1 CKOpOUEHOT0 Yacy BUHUKAE 3aB/ISAKH 3aHATOCT1 30pOBO1
yBaru KOPUCTyBaua: CHUCTEMA, IO «PYXAEThCS», CHPUUMAETHCS SK AaKTUBHA Ta
BIJIMOBIIa/IbHA, TOA1 K MOPOXKHIM €KpaH acoIIIEThCA 31 300eM abo 3ymuHKOIO [6].
Takuit miaxig CUHTE3ye€ MOCATHEHHS KOTHITUBHOI Ticumxojorii Tta mpaktukm UX-
Iu3aiiHy, IPOMOHYIOYH AW3aiHEepaM pO3MIsAaTh KOKHY MIKpOaHIMAIlll0 HE JIUIIE K
€CTETUYHHUM €JIEMEHT, a SIK KOMYHIKAI[I0 M’ CHUCTEMOIO Ta JIOAMHOIO, 1110 MOTpedye
CUCTEMHOTO OCMHCIICHHS Ha TIEPETHHI KOTHITUBHO1 HayKH, MeJiaTeopii Ta iHKeHepii
MIPOTrPaMHOI0 3a0€3MeUEHHSI.

Puc. 1.3. IIpuxan aniMariii o4iKyBaHHS

Emmipuyni  gocHipkeHHS — TATBEPIKYIOTh  MPAKTUYHY  €(EKTUBHICTH
MIKpOaHIMalliii: 3a pe3yJbTaraMu KOHTpoOJiboBaHUX A/B-tecTiB, iHTepdeiic 3
MIKpOaHIMaIlisIMU CKOPOYY€E YaC BUKOHAHHSA 3aB/laHb Ha 8%, 3HUKYE YaCTOTY IIOMHUIIOK
Ha 12%, migBuinye cy0’e€KTUBHI OIHKM o3a0umiti Ha 13% Ta 3amydeHicTh
KopucTyBadiB Ha 14% mopiBHsSHO 31 cratuyauM aHamorom [7]. Ili mmdpwu
BiJI0OpaXkatoTh (PyHIaMEHTaIbHY BJIACTUBICTDH JIIOJACHKOI YBaru pearyBaTu Ha pyX SiK
Ha CHUTHaJl 3MIHM CTaHy CHUCTeMH. AHIMallisi, 110 CYHNPOBOKYE 10, CKOpOUYE
KOTHITUBHHUI PO3PUB MK HAMIPOM KOPHCTyBa4a Ta peakiii€to iHTepdeicy, pooasdu
CHCTEMY TPO30POI0 Ta mependadyBaHoIo.

Takum unHOM, MiKpoaHiMallii Ta iHTep(deNCH1 Bileo € MOBHOLIHHUMU 3ac00aMu
KOMYHIKaIlii B IU(POBOMY CEPEIOBHUIII, 0 (PYHKIIOHYIOTh Ha MIEPETHHI KOTHITUBHOT
TICHXOJIOTii, MejiaTeopii Ta iHkeHepii B3aeMopii. [XHA e(eKTHBHICTh BM3HAYACTHCS
TOYHICTIO BIJIMOBITHOCTI JI0 KOHTEKCTY KOpPHUCTyBada, ()yHKIIIOHAJILHOTO 3aBJaHHS Ta
MPUHIIMITB 1HKIO3UBHOTO Ju3ainy. [logansimuii po3BUTOK IMi€l raiy3i BUMararume
MDKIACIMIUTIHAPHUX JTOCHIDKEeHB: Bl HEHPO]i310J0T1YHOr0 BUBYCHHS pPEaKIii Ha
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PYXOMI €JIEeMEHTH A0 PO3pOOKH MEPCOHATI30BAHUX CUCTEM aHIMaIlii, U0 aJaNnTyIThCs
710 1HJIMB1IyaIbHUX 0COOTUBOCTEN CIPUMHSTTS KOXKHOTO KOPUCTYBaya.

BucHoBok

[TpoBenene mocmimKeHHS JEMOHCTPYE, IO MIKpoaHiMarlii Ta iHTepdeicHi Bizeo
€ CaMOCTIMHOIO Ta 3MICTOBHOIO MOBOIO LIU(PpOBOTO au3aiiHy B3aeMonii. Po3TamioBani
Ha NepeTuH1 rpadiuHOro AU3aifHy, KOTHITUBHOI IICUXOJIOT], MeiaTeopii Ta iHXeHepii
MporpaMHOro 3a0e3MedyeHHs, Ii 3acO0M BHUKOHYIOTh OJHOYACHO (PYHKIIIOHAJIbHY,
KOMYHIKaTUBHY Ta €MOLIiHYy poib, (OpPMYIOYM ULUIICHUH JOCBIJ B3aeMOJIi
KOpHUCTyBaya 3 uPpoBUM cepenoBuiieM. OyHKI[IOHAIbHA TUTIONOT1SI MIKpOAHIMAIIii
B1JI0Opaka€e pi3HOMAHITHICTh 3aB/laHb, SIKI BOHM BUPIIIYI0Th. Ha mpakTuii mi GyHKiii
00’ €THYIOTBCS, IO IMAKPECTIOE CKIAIHICTh 1 CHCTEMHICTh aHIMAIIiil SK IPOEKTHOTO
iHCTpyMeHTy. [HTepdeiicHl Bifco, Y CBOIO YepTry, PO3IIUPIOIOTH IO JIOTIKY /10 PIBHS
iMepciiiHoro MmeniacepenoBuma. EdekTtuBHiCTh aHIMamili B iHTepdeiicax Mae
eMIIIpUYHE TATBEPKEHHS: KOHTPOJIbOBaH1 10CIIHKEHHS (DIKCYIOTh CKOPOUCHHS 4acy
BUKOHAHHS 3aBllaHb, 3HWKCHHS 4YaCTOTH TMOMMWJIOK 1 3pOCTaHHS 3aJ0BOJICHOCTI
KOpUCTyBa4iB. Pa3oM 3 TUM O4YeBHIHMM € W 3BOpPOTHUU Oik: HagMmipHa abo
HEBMOTHMBOBAaHA aHIMallisl MiJBUIIY€ KOTHITUBHE HAaBAaHTAXKECHHS Ta MOXKE 3aBlaBaTH
peanbHOl  IIKOAM  KOPHUCTyBadaM 3  BECTHOYIAPHHUMH  TOPYIICHHSMU YU
dbotouytnusicTio. I{e 3000B’3y€e nu3aiiHepiB KepyBaTUCS IPUHIIMIIOM JOIIJILHOCTI Ta
JOTPUMYBATHUCS CTAHJAPTIB JOCTYIHOCTI, PO3MEXKOBYIOUH (PYHKIIIOHAJIbHO HEOOX1/1HI
Ta JIEKOPATUBHI €JIEMEHTH PyXY.
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