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Po3misiHyTO 3aCTOCYBaHHS TEXHOJOTIH BIpTyanbHOI Ta momoBHEeHOi peanbHOCTI (VR/AR) y mmzaiiHi iHTEp’€py sK
CKJIQJIOBY TIOTOYHOI IM(poBoi TpaHCPopMaItii, 10 3MIHIOE IIXOIH 10 MPOEKTYBAaHHA W KOMYyHiKamii 3 3aMOBHHKOM. Ha
OCHOBI aHaNi3y Cy4YacHHX JMJOCTIDKCHb OKPECICHO TPH B3a€MOIOB’S3aHI BUMIpH: (DYHKIIOHANBHWM, OI[IHOYHMHA Ta
TEXHOJIOTTYHUHA. Y (PYHKIIOHATHFHOMY BHMIpi BIIOPSIIKOBAHO KIIFOYOBI HAIIPSMU: €CKi3HA Bi3yaizalis i IIaHyBaHHS, OIliHKA
OCBITJICHHS Ta aTMOC(epHOCTI, podoTa 3 KOJIBOPOM i (pakTypamu, opMyBaHHS 03000JICHHS Ta TOTOKEHHS 13 3aMOBHHUKOM,
mo naTh 3Mory VR/AR 3MeHinyBatv mpaBKH i NMpUIIBHAIIYBAaTH pinieHHs. OIIHOYHMI BHUMIp BH3HAYa€ MOEAHAHHS
CyO’€KTUBHHMX OINUTYBAJIBbHHUKIB IPUCYTHOCTI 3 00 €KTMBHHMH METPHKaMHU Ta CTaHJAPTH30BAaHUMH IPOLENYpaMH, IO
MIJBUILYE BIJATBOPIOBAHICTh 1 MDKIIPOEKTHY TOpPIBHAHHICTh. TEXHOJOTTYHMH BHMIP OKPECNIOE pOOOYl MpOIECH Bil
openBIM/IFC no pymiie (Unreal/Unity), crenianizoBaHMX Bi3yalli3aToOpiB 1 XMapHUX CEpBICIB, MiATBEPIKYIOUH
edexTuBHICTH OaraTokopucTyBanpkoro VR i nepcniektrsu crinibHOT AR-B3aemopii.

Cykymro VR/AR migBHIIYIOTE SIKICT iHTEP €PHIX PIllIcHb 1 3HIKYIOTh PU3UKH Ta BUTPATH YacCy, BOJHOYAC BIMAralOqn
VHi(iKai1 OI[iHFOBAHHSI, PETEILHOTO TOKyMEHTYBaHHS TEXHIYHHX ITAPAMETPIB i TOTPUMAaHHS BiIITOBITHHUX ITPAKTHK POOOTH.

Knouosi crosa: virtual reality, augmented reality, immersive design, interior design, immersive technologies.

Axmyanvuicme memu. CydacHa npodeciiHa TpakTHKa AW3aiiHy IHTEp €piB JeNalli yacTillle BHMarae
3aydeHHs II(POBUX TEXHOJOTIH T TIEPEeBIPKH Ta OLTHIIT HAOYHOI IPE3EHTALli] MPOEKTHUX PIillIeHb, IPH IIEOMY
TPaAMI[iiHI MiAXOAM Yy BHIJIII KpecieHb, 3D-Momenei, Bizyamizaiiif, (i3MYHMX MaKETIB HE 3aBKIu
3a0€3MeUy0Th HAJICKHUN PIBCHb PEATICTHYHOCTI Ta IMOBHOI[IHHOIO 3ajydeHHs 3amoBHuKa [1]. Ile moxe
TIPU3BECTH JIO HETTOPO3yMiHb Ta 3aIli3HHOTO BUSIBJICHHS HEBIMOBITHOCTEH MaTepialliB, OCBITIIEHHS, 03/I00JICHHS
tomlo. ImepcuBHi TexHoiorii (Immersive technologies), 1mo CTBOPIOIOTH €(eKT MOBHOIO abd0 YacTKOBOTO
«3aHypeHHs» KOPHCTYyBa4a B IITYYHO 3MOJIENIbOBAHY PEabHICTD, MIPE/ICTABIICH], B TIEPIIY Yepry, BipTyaIbHOO
(Virtual reality, VR) ta nonosHeHoto (Augmented reality, AR) peanbHOCTSIMH, ClIpsIMOBaHI HiBEeJIFOBAaTH MOAIOH1
HETIOPO3YMiHHS, MEPEHOCSYM TPOEKTHI PIlICHHS B IMEPCHUBHE CEPEIOBHILE, A€ KOPHCTYBad CIpUHAMAe i
«TIepeXHBAEy TPOCTIp Maibke sk peanbHWit [2]. VR mae 3Mory aeMOHCTpyBaTH iHTEpP’€p Y HATypalbHOMY
MacITadi, BUIBHO OTJISIIATH HOTO 3 PI3HUX PaKypciB 1 B3a€MOJISITH 3 elneMeHTaMu o0cTaHOBKH, AR mo3Bosse
HakIaaTi nrugpoBi 00’ ekTr (MeOITi, OCBITICHHS, JIEKOP TOIO) Ha peajibHi CIIEHH, MOTIHOIIOI0YH CIIPUHHSTTSL.
Omxe BukopuctanHs VR/AR mincumoe KOMyHIKaliio MK JU3aifHEPOM 1 3aMOBHHKOM, CKOPOYY€E KUTBKICTH
JIOOTIPAIFOBAHb, ONITUMI3YE PIllICHHS 11010 (YHKI[IOHAIBHOI Ta €CTETUYHOI CKJIaJIOBOI, @ TAKOXK 3MEHIIYE YaCOBI
11 (piHaHCOBI BUTpATH 3aB/IIKM CBOEYACHOMY BUSIBJICHHIO HEBIIOBITHOCTEH [2].

PazoM i3 TUM 3aiMINalOTBCS BIIKPUTHMH TMHTaHHS MOBHOMIHHOCTI VR/AR y pospisi BiAmoBigHOCTI
BIPTYaJIbHUX CHUMYIISIH pealbHOMY CHPHHAHATTIO. Tak, JOCHIIHMKMA CBITIIOTEXHIKM 3a3HAYAIOTh, IO IOTPU
BUCOKHUH piBeHb (oTOpealtizMy, mepeiada BiIIyTTs CBITIA i KOmbopy y VR Moxke Biapi3HATHCS Bii Qi3M4HOTO
npoctopy [3]. Takoxx mocrae nmpobiaeMa TEXHOJIOTTYHMX OOMEXEHb, a caMe 3aTpPUMKa PEHICPHUHTY, PO3ZijbHA
3[ATHICTh JUCIUIEIB, TOYHICTh AR-TpEeKiHTY Ta 1HIIMX TPOIIECIB, IO MOXYTh BIUIMBATH Ha KOPHCTYBAIlbKUI
JocBi. He MeHII BaXJIMBHMH BBA€alOThCS W JIIOJCHKI (DaKTOPH, KONMHM JEsKi KOPUCTYBadi BiIUyBarOTh
Jmrckomdoprt 1 kidep3anamopouenHs (Cybersickness) mpu BukoprcTaHHi VR-rapHiTyp; iHIII MalOTh TPyIHOLI 3
¢dokycyBanusMm y AR-okynspax. [lorpeOye yBaru i mutanss inTerpaunii VR/AR y nmpoexTHuii nporec auzaiHepa
Ta CYMICHICTh 3 HassBHUMU MOJICJSIMU y CHCTEMax aBTOMaTu3oBaHOro npoekTyBanHs (Computer-aided design,
CAD) Tta B po3pi3i indopmariiiHoro MoxemoBanas OyniBens (Building Information Modeling, BIM). [ompu
HasBHICTb JIOCH/KEHb 3 YNPOBA/DKCHHS HOBITHIX IMEPCMBHMX METOIIB MOZETIOBaHHS AM3AHHEPCHKOTO
CepeIoBHUINA Ta BIIMOBIIHAX OMyOJIIKOBAaHMX pe3yNbTaTiB y (JaXOBUX MIKHAPOIHHUX BHIAHHSX, yce e Opakye
Y3ro/PKEHOT CHCTEMHOCTI Ta IUTICHOT0, KOMIUICKCHOTO BUCBITJICHH 1Ii€1 IPOEKTHO-HAYKOBOI TEMATHKH.
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Ananiz ocmannix oocnioxcens i nyonixayit. CydacHi TSOPETHYHI Ipalli JeMOHCTPYIOTh, 0 VR/AR
34aTHI CYTTEBO TOKPAIIUTH CIPUHHATTS SKOCTI 1HTEP €PHOTO CEpeIOBHINA JTIOIWHOI0, HacamIeped B
po3pi3i OIiHIOBaHHS 30pPOBOTO KOMQOPTY, OCBITJIICHHS Ta MarepianbHOCTi. CUCTEMaTHU30BaHI OIJISIU 1
MOPIBHSJIBHI €KCIIEPUMEHTH MiATBEP/UKYIOTh OOIPYHTOBAHICTh Cy0’€KTHBHHX OLIHOK y VR, ToOTO iX
Y3TOJDKEHHS 3 pe3ybTaTaMH HATYPHUX BUMIPIOBAaHb 1 TIOBEIIHKOBHX MOKA3HUKIB ¥ PEANTBHHUX MPOCTOPax,
BOJHOYAC MiTKPECTIOI0YN TOTpedy YHi(piKyBaTH METOAMKH Ta TMPOTOKOIH MOPIBHAHHA 3 (i3HUIHUMHU
ymoBamu [1, 3, 4]. JlochijkeHHS HIEHHOTO CBITJIa, KOJhOpY W TEKCTyp y VR dikcyloTh BHCOKY
Y3TOJDKEHICTh 13 HATYpHUMH BUMIPIOBAHHSAMH, a TUTIOBI poO0Ui MPOIIECH, IO OXOILTIOIOTH YIOPSAKOBAHY
nocmioBHICTh KpokiB Bix CAD/BIM-iMiopTy Ta HalamTyBaHHS MaTepiajiB i OCBITIEHHS O IMyOJikariii
inTep’epHoi cuenu B irpoBux pyumrisix (Unreal/Unity), 3abe3meuyroTb KOHTPOJb MapaMeTpiB CLEHH Ta
BiJITBOPIOBaHICTh EKCIICPUMEHTIB [3].

Oxpemuii psA JOCHIKEHb NPHCBIYCHHH BUBUCHHIO BHUKOPHUCTAHHIO IOTMOBHEHOI pPEAIBHOCTI B
mu3aiiHi iHTep’epy, ne AR Moxke 3acTocoByBaTHCS JI PO3MIIICHHS E€IEMEHTIB MeOJIiB, OCBITIICHHS i
JEKOpY, WIBUIKUX TMPOCTOPOBMX IMEPEeBIpOK Ta HaBiramii Ha TMoBepXax CKIaAHUX OyJiBenb, IO
CYTIPOBOKYETHCS BUCOKHMH TTOKa3HUKAMHE IMPUHHATHOCTI 1 32CBOEHHS MPOCTOPOBOT iH(OpMaIlii MOpiBHIHO
3 TpaaumiHIME 2D-11anaMu i kpeciaeHHsIMu [5, 6, 7, 8]. Cnemudivuni pirmeHHs IS MPOCTOPOBOI HaBirarmii
JIFOJICH JIITHBOTO BiKYy, TOOTO IIBHJIKOTO BH3HAUCHHS MICIICIIONIOKEHHS Ta 3HAXODKCHHS IUISIXY B OYIiBII 3a
BITI3HABAHUMH OPI€HTHPAMH, IiJIBUIIYIOTH TOYHICTh PyXy ¥ SKICTh «KOTHITHBHHX KapT» (cognitive/mental
maps), SIK BHYTPIIIHIX MEHTAIbHUX ySBIEHb MPO CTPYKTYPY MPOCTOPY, HOTO BY3IIH, IIJISXUA Ta OPIEHTHPH,
o (GOpPMYIOThCS 3aBASKH TIOBTOPIOBAHMM 1 BHUpPA3HHMM ITiJIKa3KkaM HaJar0uy HaBiraliiiHi BKa3iBKH,
MIPUB’sI3aHi JI0 MOMITHUX 00 €KTIB iHTEep epy [9].

Takoxk cy4yacHI OCIHiPKEHHS PO3KPUBAIOTH MUKIIATGOPMOBY B3aEMOI0, TaK iMEpCHBHA
kostaboparis 3 inrerpauieto openBIM/IFC y GaratokopuctyBanbkuii VR micuiiioe B3aeMOpPO3YMIHHSI MiX
Iu3aifHepaMu, IHKeHepaMu Ta OyJiBeNbHHKAMH, CIIPHUSE PAHHbOMY BHSBJICHHIO HEBIJIMOBITHOCTEH,
CKOpOYy€E KUIBKICTh iTepamiit mius ysromxenHs pimens [10, 11, 12]. Iligxix openBIM crmpaerscs Ha
BIIKPUTI CTaHAAPTH i Gopmartu s cyMmicHOCTI pisHnx BIM-cucrem, a BinkpuTHii oopMaT 0OMiHy JaHUMHU
IFC (Industry Foundation Classes), 110 MiCTUTh T'€OMETPIil0, BJIACTHUBOCTI Ta IHIII 3B’SI3KU OYiBEIbHUX
00’€eKTiB, 3a0e3Medye KOPEeKTHUH IMIOPT/ eKCIOpT Mojelieil Mk mporpaMHUMHU mardopmamu. B iHmmx
poOoTax 3a3HAYAIOTHCS METONOJIOTIYHI W TeXHIYHI BUKJIMKH, a caMeé BiJICYTHICTh Y3TOJDKEHHX CTaHAApTIiB
OLIIHIOBaHHs, OOMEXEHHs amapaTHoi yacTWHH (IIoJie 30pY, TPEKIHT), BiAMIHHOCTI Mix (oTopeanizMom
penzepa i Gpi3uyHOI0 CBITIOTEXHIKOIO, @ TAKOK PU3UKH 100 (I3UYHOTO CTaHy KOpUCTYBauiB [3, 4].

Mema Oocnioscenns TonsATae y BUSBICHHI OCHOBHUX BHMIpIB 3aCTOCYBaHHS IMEPCHBHHUX TEXHOJOTIH
B [M3aiiHi iHTEp €pIB.

st nocsrHeHHSI METH OyJTU TIOCTABJICH] TaKi 3aBJaHHS:

— PO3MJISIHYTH TEOPETHYHI JOCITI/PKEHHS, 10 PO3KPHBAIOTHCS ACIIEKTH BUKOPHCTAHHS IMEPCHUBHHX
TEXHOJIOTIH B IOJIATKY 10 JH3aiHEPCHKOI MisIIbHOCTI;

— Ha OCHOBI Cy4YacHUX JOCHI/UKEHb BIJIOKPEMHUTH Ta OXapaKTepU3yBaTH BiAIMOBIIHI BUMIpH, IO
OKPECIIOIOTH aNropuT™MHU BUKOprcTanHs VR/AR TexHomorii B au3aiiHi iHTEp €PIB.

Buknao ocnosnoco mamepiany oocniddcenus. llepmiM BUMIpOM 3aCTOCYBaHHS iMEPCHBHHX
TEXHOJIOTIH B AW3aiiHi iHTep’epy Moke OyTH 3a3HaueHUN QYHKIIOHATBHUH, IO OKPECIIOE KOJIO MPAKTHYHUX
3aBJaHb JJIsi TMPOEKTHOI KOMaHIWM 1 BIANOBIIHUX pE3yNbTaTiB I 3aMOBHUKA. B Horo wMexax
BHOKPEMITIOIOTHCS KiJIbKa CTIMKHX HAIPsMIB, IO € YaCTHHOIO TU3aliHEPCHhKOI PAKTHUKH, B MEPIIY Yepry Iie
MOJICTFOBAaHHS Ta Bi3yalizallis TPOEKTHOTO pIllIeHHs IHTEp €py, KOIMW Jau3aiiHep (opMye MOMAeh
wianyBaHHs y VR-cepeioBuili 3 TOJANBIION  Bidyallizaii€to, JJjIs NEPEBIPKH  BIAMOBITHOCTI
(YHKIIIOHAJIBHOTO 30HYBaHHS, E€CTETHYHOIO TOAAHHA Ta BIJNOBIAHOTO O3J00JCHHS, a 3aMOBHUK,
BUKOPHUCTOBYIOUH VR-rapHITYpy, «IpOXOAWTH» MaOyTHIM MPHUMIIIEHHSIM i, 32 MOTpeOH, MOKE BHOCHTH
3MiHH MIOZI0 KOH(Irypamii MmiaHyBaHHS Ta HOro 00’€KTHOTO HANOBHEHHS, IO MPUIIBHIIIYE YXBAJICHHS
¢inanpHOTO piteHHs [ 12].

Takox y po3pi3i PyHKIIOHAIEHOTO BUMIpY MOXKHA BIIMITHTU OLIIHKY OCBITJIEHHS Ta aTMOC(EpPHOCTI
POCTOPY, IO 3aBJSKU BUCOKIH PO3JUIBHIN 31aTHOCTI ¥ )i3UYHO KOPeKTHUM mporpamMauM pytrieMm (Unity 3
HDRP, Unreal Engine) no3possie BUnpoOyBaTh pi3HI CBITIOTEXHIYHI CXEMH, TUIH CBITHJIBHUKIB 1 4acoBi
cTaHu A00u, 3a0e3neuyroun cy0’ eKTUBHE OLIIHIOBAHHS 30POBOr0 KOM(OPTY Ta PaHHE BUSBJICHHS BiIOJIHCKIB
a00 peinuTy OCBITIICHOCTI 3 TTOIANBITUMHE TTOPIBHSIHHAMY 3 PeaTbHUMH yMOBaMu [3].

[Ile omHMM HampsMOM Yy CKJali (YHKIIOHAIBFHOTO BHMIPY € KOJBbOpOBe-(QaKkTypHE pillleHHsS
iHTep’epy, e VR nae 3Mory oliHUTH KONbOPH, (PaKTypH Ta TEKCTYpH MaTepiaiiB 03/100I€HHSI B KOHTEKCTI
BCix mpocTopiB, a AR-gmomatku «BimoOpasuTw» BIATIHKM Ha ICHYIOUMX CTiHax depe3 Kamepy, 3
napajelbHUM 3BIpSHHAM 3 (Qi3MYHUMH 3pa3kaMu THX YM 1HIIWX MmartepianiB. PopMyBaHHs iHTEp €PHOTO
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HAIIOBHEHHS TAaKOXX € OJHMM 3 HampsAMiB (YHKIIOHAJIBHOTO BHMIpy, CIPSIMOBaHMM Ha (opMyBaHHS
pI3HOMAaHITHHUX CIICHApPiiB yMEOIIOBaHHS Ta 037400JIeHHS Oe3MocepelHh0 B iIMEPCUBHOMY CEpPEIOBHIII 3a
nornomorolo VR, mapanensHo 3 nuM AR 3a0esnedye TOYKOBE «IPUMIPIOBAHHS» PEealbHUX MPEAMETIB Y
HasIBHOMY NPUMIILIEHHi.

ImepcuBHI TexHONOTIT B po3pi3i (PYHKIIOHATHFHOTO BHMIPY 3aCTOCOBYIOTHCS 1€ 1 B HampsAMi
MOTO/PKEHHS TPOEKTHUX MPOMO3UIIINA 13 3aMOBHUKOM, KoM VR BHCTymae iHTEpaKTUBHOIO IIATHOPMOIO
KOMYHIKalii, ¢ CTOPOHM OJHOYAacHO a0 MO 4ep3i 3aHYPIOIOTHCS y BipTyalbHUU iHTEp’€p, (QIKCYIOTH
KOMEHTapi «Ha Micmi», IO MiABUIIYE pPIBEHb B3A€EMOPO3YMIHHS 1 3MEHIIye o0O0CSAT 3MiH TIiCis
3aTBEPKECHHSL.

Hactymaum BuMipoMm, 1o Moke OyTH OKpecieHHH B PO3pi3i 3aCTOCYBaHHS iIMEPCHBHHUX TEXHOJOTIH
B JU3aiiHi iHTEp €py, € OUIHOYHMI, IO BU3HAYAE, SKi caMe MOKAa3HUKH 1 3 KO MPOLEAYPOI0 AOLIIBHO
¢ikcyBatn, abW OTpHMaHI CyIKEHHS MPO MPOEKTHI pilleHHS OyaM AOUUTPHHMH Ta TPUAATHUMH IO
MOPIBHSHHS MiX CIEeHapisiMHu. IMepcuBHI TeXHOJOTl CHpaBldi PO3MHUPIOIOTH MOXKJIHMBOCTI 30MpaHHs
3BOPOTHOTO 3B’SI3KY BiJ] KOPHCTYBaiB, OJHAK KOPEKTHICTh BUCHOBKIB 3aJICKUTh BiJ J0OOPY MOKAa3HUKIB.
Y wMexax pgochmipkeHb VR TpamuiiiHO pO3pi3HAIOTH O0’€KTHUBHI W CyO’€KTWBHI TOKa3HUKH. J[o
00’€KTUBHHUX HAJICKUTh Yac BUKOHAHHS 3aBIAaHHS, HANPUKIA, 3a CKUIBKH CEKYH]| YYaCHHUK BiIIIyKae
BUXiJ i3 BIpTYalbHOTO NPHUMIIEHHS; KUTBKICTh MOMMJIOK, SIK TO HEKOPEKTHO PO3MIIICHI €JIEMEHTH B
1HTep’ €pHOMY TIPOCTOPi; TaKOXK (i310JOTIYHI TapaMeTpH, HAPUKIIAL, YaCTOTa CepIEOUTTS KOPUCTyBada,
TPEKH TOTJSIy, TOOTO KyIud camMe JAWBUTHCS KOPUCTYyBad, a TaKOK METOAM BU3HAYCHHS
enekTpoenuedanorpadiunoi akruBHocti (Eectroencephalography, EEG), mist Bu3Ha4eHHS KOTHITUBHOI'O
HaBaHTaXEHHsS KopucTyBaua [3].

Cy0’exkTBHI TIOKa3HUKM 3aCHOBaHI Ha OTPUMAaHHI JaHUX O€3MOCcepeqHhO BiJ] KOPUCTYBAUiB,
HANpPHUKIa, 3a JOIIOMOTOI0 3alIOBHEHHS CTICIIaIbHUX aHKET, [ KIOYOBUM € BHMIpP BiTUyTTS MPUCYTHOCTI
(Presence), ToOTO HaCKiJIBKM KOPUCTYBA4 Bi4yBae cede «ycepemuHi» mpocTopy. s mboro 3acTOCOBYIOTh
anketu tuny Igroup Presence Questionnaire (IPQ) Ta Witmer-Singer Presence Questionnaire 3 omiHOYHIMHA
TBEP/KEHHSIMH KOPUCTYBAYiB MIOJI0 PEANBHOCTI mepe0yBaHHSA Ta BIAYYTTIB B IMEPCUBHOMY CEpPEIOBHII, a
BUCOKI 0any 3a3BHYail MOB’S3aHi 3 KpalluM 3aHypPEeHHSM Ta OiJbIIOI AOBIPOIO 0 MOOAYEHOTo, OTKE i3
CEpHO3HILIMM CTAaBJICHHSIM JI0 JM3aHHEPCHKUX PillleHb [3].

Okpema Tpymna cy0’€KTHBHHX TIOKa3HHKIB CTOCYE€ThCS MpakTHYHOCTI 1 kKoMpopty VR/AR:
crangaptHa System Usability Scale (SUS), i3 10 3anuranHsmu 31 mkaigor Big 0 mo 100, Takox
Handheld AR Usability Scale (HARUS) nmns moGinepHuX AR-nmomartkiB, 1mo BpaxoBye crenudiky
B3a€MOJil 3 expaHoM 1 uynTtabenpHicTh AR-koHTeHTy [7]. CuMnToMu 3axutyBaHHs (Motion sickness)
MOXYTh OyTH KOHTpOJIbOBaHI onuTyBajdsHUKOM Simulator Sickness Questionnaire (SSQ), ne yuyacHuUkH
MO3HAYAIOTh HYJOTY, 3allaMOPOYCHHS, T'OJIOBHUM O1J1b, XOJOMHHUH MIT Ta iX iHTeHCHBHIcTh [3]. SSQ
0COONMBO TIOKa3aHWW TiJ Yac TECTYBaHHS CIEH i3 MepeMilleHHsM crocTtepirada, ockinbku 10-20%
KOPHCTYBAYiB 3QJIMIIAIOTHCA YyTIUBUMH 10 VR i moTpeOyroTh albTepHaTUBHUX (OPMATIB, HANPUKIAL,
MOHITOPHOTO BIPTYaJbHOTO TYypy 3aMicThb BUKOpHCTaHHs moiioMy abo raphitypu (Head-mounted
display, HMD) [3].

OwuiHIOBaHHS BIIaCHE MIM3aiiHy IHTEp’€py MOXKe 3HIHCHIOBATHCS dYepe3 aHKeTW i 3aBIaHHS
BIJIMIOBIZIHOTO  MPOEKTY, HANPUKIAJ, MO0 KOM(OPTHOCTI OCBITIEHHS, 3aTUIIHOCTI, CYy4acHOCTI/
CTHJTICTHYHOI BiJNOBIIHOCTI, MPUAHATHOCTI KOJBHOPIB 1 PO3MIMIEHHS MEONiB. Y JOCHIKCHHSIX IIMPOKO
BUKOPHCTOBYIOTh CEMAaHTHYHUI AuQepeHiiai, sSK TO 3aTHUIIHWHA-HE3aTHIIHMH, CydYacHUH—CTapOMOIHUM
TOIIO, TIPH IOMY y3arajbHEHHS MOKa3ylTh, 0 B 0aratbox VR-I0CHiKEHHSIX BUCHOBKU 0a3yIOTHCS came
Ha Cy0’€KTMBHHX OIlIHKax, IO € JIOTIYHUM, OCKIJBKH JW3aliH €, B TEPIIy 4Yepry, SBHUILIEM JIOJCHKOTO
cripuiinaTTs [3]. [IpoTe moenHanHs MeToAiB 1S 30MpaHHs Cy0’ €KTUBHUX BiIOBiIEH Ta 00’ €KTUBHUX JaHHUX
€ OuIpII JMOUITBHUM [y OTPUMAaHHS DJIMOLIOTO PO3YMIHHS B KOHTEKCTI 3aCTOCYBaHHS 1MEpPCHBHHUX
TEXHOJIOTIH B qU3aiiHi iHTEp €py.

[Ile ogHVM BHMipOM 3aCTOCYBaHHSI IMEPCHBHHMX TEXHOJOTIH B JU3aifHI iHTEp €PY € TEXHOJIOTIUHHIA,
IO OKpecIoe mpouec peanizamii cuenapiie VR/AR, Bix miaroroBku Ta oOMiHy AaHUMH A0 pYLIiiB
Bisyarizamii Ta IHCTPYMEHTIB CHUIbHOI POOOTH. Y CydacCHOMY apXiT€KTYpHOMY IPO€KTYBaHHI JIOMiHY€E
napaaurma BIM, konm OyziBis icHye sIK enuHa nudpoBa MOJEIb, JUIS JU3AHEPIB iHTEp €PIB I 03HAYAE
HasIBHICTH 0a30BOT0 «CKEJIETa» CHOPYAHU, pO3pOOICHOro apXiTeKTOpaMH, HOro KOHCTPYKLI, IeperopoioK Ta
IH)KEHEepHUX KOMYHIKalliif, 10 B MOAAJbIIOMY HAIlOBHIOETHCA MEOJIIOBaHHIM, OCBITJICHHSM Ta iHIIUM
037100JICHHSAM, TOXK JIOLUJILHUM CTa€ 0e3MOCepeIHE BUKOPUCTAHHS Iiel Mojeni sk ocHOBH a1t VR/AR, 106
VHHUKHYTH JTyOJIIOBaHHS POOIT.

Ha npaktuni nmommpeHi Jgexiiabka crnoco0iB, nepmuii mossrae B excnopti BIM-moneni y ¢opmarn,
CcyMicHI 3 irpoBuMu pyurisimu, Hanpukiang, FBX mis Revit abo C4D g ArchiCAD, 3 moganbimium
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HaJalTyBaHHAM MaTepialliB, OCBITIICHHA Ta ontuMmizamii mig VR, mo 3abe3nedye MakcUMaIbHY
THY4YKicTh. Tak, po3pobHuku miatdopmu openBIM + VR y IlIsenii ctBopwiu Bracamii VR-IBIKOK, 1110
npuiimae [FC (Bigkpurtuii oOMinuuii popmat BIM) 1 aBTOMaTHuHO opMye 3 HHOIO OAraTOKOPUCTYBALBKI
BipTyanbHi cuenu [11]. HactynauM cmocobom € 3acTocyBaHHS TOTOBHX 3aco0iB Bizyamizanii BIM, sk
Unity Reflect, Enscape, Twinmotion ToII10, 1110 T03BOJISIFOTH IIBUAKO MEPEXOIUTH Bif Moaen 1o VR, xoda
(hyHKIIOHATRHICTE B3aeMoii 3a3Buuail oOMexeHima. [lepeBaroro € cuHXpoHi3allis, amke Oyab-aKi 3MiHU
y BIM-Moneni onepatuBHO BignzepkanooTees y VR-cepenosumi. e oqarM cmocoOoM € BUKOPHCTaHHS
criemamizoBaaux VR-cepsici, Hanpukian, The Wild, Arkio, Mindesk VR, 1m0 iHTeTpOBaHi 3 MporpaMHAM
cepenoBumieM Revit, Rhino Ta iHmmM#u, Ta miaTpUMyIOTh CHUTBHY IPUCYTHICTD, MapKyBaHHS MPOOIEMHUX
30H, €CKIi3HI MpaBKu (TIepeMillleHHsI 00’ €KTiB, KPECICHHS 00’ €MiB) 1 MpaIltoloTh y (hopmati XMapHoro SaaS
(Software-as-a-Service) sk Mopaeni HamaHHS NPOTPaMHOro 3ab0e3NMeyeHHs y BUTJSNAI MOCIYTH Yepes
IHTepHET, JIe KOPUCTYBadi OTPUMYIOTH IOCTYII O TOTOBUX MpOTpaM depe3 BeOOpay3ep ado J01aTOK.

Takox y po3pi3i TEXHOJOTIYHOTO BUMIipy MOKe OyTH 3a3HaueHHH HampsM O0araTOKOPUCTYBALbKOTO
VR mig me6mi Ta o0nmagnanns (Furniture, Fixtures, and Equipment, FFE), tak nnarpopma COFFEE noennye
cymicHicTh 13 BIM, crinbHy mpUCYTHICTB 1 TOIOCOBY KOMYHIKAIIil0 3 TPOCTUMH MaHIMYJSIIsIME 00’ €KTaMH,
il BuUMpoOyBaHHS MOKAa3aJH, 110 HABITh KOpHCTyBadi 0e3 VR-1oCBiqy 3a Kibka XBHIIMH HaBYAaHHS MOXYTh
«OpaTti» mpeaMeTH, o0epTaTh, MEPECTaBIsATH IX Y MPOCTOPi Ta KOMEHTYBATH [il KOJIeraM, [0 B pealbHOMY
IPOEKTI JIKapHI J03BONMIO 3a oxHy VR-Hapamy ysromutu posmimeHHs noHax 80 % MeaudHoro
oOnamHaHHS Ta MeOIiB, ToAl AK 0e3 VR moromkeHHs TpuBaiu TIXKHAMEU TUCTyBaHb [ 10].

VY cermenTi AR po3BUBarOTBCS MYJIBTUKOPHCTYBAIbKi CliEHapii, KOJM JIBOE i OUIbIIE Yy4acHHKIB
OJTHOYACHO CITOCTEPIraloTh TOW CaMHid MPOCTIp 13 MPUB’SI3aHUMU BipTyaJbHUMHU 00 €KTaMH Ta PEAaryoTh iX
y peanbHOMY 4aci. [lompu CKIaaHICTh MPOCTOPOBOTO Y3TOKEHHS, OCKIIBKH KOXXHUI BHKOPHUCTOBYBAaHUIA
NPUCTPil Mae BiacHy cucreMy koopaunat, TexHonorii Tumy ARCore Cloud Anchors Bxke 3a0e3medyroTh
CHIIIBHI «SKOPi» ISl CTa0LIBHOTO CHiBMAAiHHS CIEH, a MosBa CIOKUBYNX AR-0KymspiB BiKpuBae cueHapii,
KO Ju3aifHep 1 3aMOBHHUK Yy TOPOXKHIA KBapTHpi 0OadaTh OJHAKOBO PO3CTaBIEHI BipTyanmbHI MeOmi
«IIOBEPX» PearbHOTO OTOYECHHS 1 OOTOBOPIOIOTH TUIAHYBAHHSA MpUpOAHime, HiX y VR, amke 30epiraerscs
30pOBHIA KOHTAKT 1 3aJIMIIA€THCI KOHTEKCT PEabHOTO IIPOCTOPY.

Bucnosxu. 'Y npaHoMy wMartepiaji HaBelIEeHI Ta pO3MVIAHYTI TCOPETHYHI JIOCHIPKEHHS, IO
PO3KPHUBAIOTHCS 3aCTOCYBAaHHS IMEPCHUBHUX TEXHOJOTIH B JIOJATKy IO MU3aHHEPCHKOI MisTBHOCTI. AHaii3
Cy4YaCHHMX JOCIIJKCHb, IO OKPECIIOIOTh aJrOPUTMU BUKOpHucTaHHS VR/AR TexHonoriii B au3aiiHi
iHTep’ €piB, JO3BOJMB BHOKPEMHUTH TPH B3a€EMOIOB’SI3aHI BUMIpH, HIO CYNMPOBOJKYIOTh IIed mpolec i
3a0e3MeuyroTh I[ilicHe MOeMHAHHS (DYHKI[IOHATHHOTO 3aJyMy, OI[iIHIOBaHHS Ta TEXHOJOTIYHOI peaizarii
NPOEKTHUX imed. Y Mexax (YHKUIOHAIBHOIO BHMIPY BHOPSIKOBAHO KIIIOYOBI HAIPSIMHU: €CKi3Ha
Bisyasrizalisi Ta TUIaHYBaHHS, OIIHKAa OCBITIEHHS Ta aTMOC(EpPHOCTI, poOoTa 3 KOJIBOPOBO-(PAKTYpPHUM
pitieHHsM, GopMyBaHHS 03[I00JIC€HHSA 1HTEp €py Ta IMOTO/KEHHS i3 3aMOBHUKOM, IO JOBOIATH 3IAaTHICTh
VR/AR 3MeHIIyBaTH KijbKiCTh MPABOK, NMPUCKOPIOIOYH YXBAJECHHS PillleHb Ta MiABHUILIYIOUYH Y3TOJKEHICTH
OUiKyBaHb CTOpIH IIle¢ JI0 MOYAaTKy peaiizaiii MpoeKkTHOro pimieHHs. OIIHOYHUI BUMIP KOHKpPETH3YE
MOKAa3HWKH, HEOOXiJHI JJIsi MEePEeKOHIMBHX BHCHOBKIB: TMO€IHAaHHS CY0 €KTUBHHX OINUTYBAILHUKIB
HPUCYTHOCTI 3 00’€KTHBHUMHU NMOKa3HMUKAMH 1 CTaHIAPTH30BAHUMHM IPOIEAypaMu 300py JaHHX ITiJBHIILYE
BiZITBOPIOBAHICTh Ta pOOUTH Pe3yJIbTATH MOPIBHIOBAHUMH MK MPOEKTAMH. TEXHONOTIYHUN BUMIp OKPECITIOE
po6oui mpornecu Bix openBIM/IFC no pywii (Unreal/Unity), BUKOpUCTaHHSI CHellialbHUX Bi3yami3aTopiB i
XMapHUX 0araTOKOPHUCTYBALBKUX CEPBICIB, a TAKOXK IEMOHCTPYE e(heKTHBHICTH OaraToKopHcTyBabkoro VR
Ta MEePCIEeKTHBHU CIIbHOT AR-B3aemoii.

Takum uymHOM, VR/AR QopmyroTh iHCTpyMeHTapild, 30aTHUH MiABHINUTH SKICTh NPOEKTHHX
iHTep €PHUX pillleHb, CKOPOTUTH PU3UKU TOMWJIOK i BUTPATH dYacy, BOJHOYAC BUCYBAIOYH BUMOTH [0
yHi(ikauii OLiHIOBaHHS, JOKYMEHTYBaHHS TEXHIYHUX MapaMeTpiB 1 JOTpUMaHHS HAJIE)KHUX MPAKTUK POOOTH
3 KOJBOPOM, CBITJIOM Ui KOMQOpPTY KoprucTyBaya. OTpUMaHi pe3ysbTaTH MOXYTh OyTH BUKOPUCTaHI JJIs
MIEPEOCMUCIICHHSI aITOPUTMIB TPOEKTYBaHHS B JM3aifHI iHTEp’€pPIB HAa CyYaCHOMY eTalll Ta BUSBIICHHI
peaTbHUX MOKIIMBOCTEH JUIS MOJIMILIEHHs pOOOYMX MPOLECIB.

Tooanvuii 0ocniodcenns TIAHYETbCS CHOPSAMYBATH Ha OUIbIN AeTaabHuME posrsia 113, mo oxorutoe
TEXHOJIOT1] IMEPCUBHOIO JAU3aWHY ISl BUSBJICHHS METO/IIB MOJICJIIOBAHHS IHTEP €PHOIO CePEOBHUIIIA.
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The article examines the application of virtual and augmented reality (VR/AR) in interior design as a
component of the ongoing digital transformation that is reshaping approaches to design and client communication.
Based on an analysis of current research, it outlines three interlinked dimensions: functional, assessment, and
technological. The functional dimension organizes key directions such as concept visualization and planning,
evaluation of lighting and atmosphere, work with color and textures, development of finishes, and client ap proval,
which allow VR/AR to reduce revisions and accelerate decision-making. The assessment dimension specifies
combinations of presence questionnaires with objective metrics and standardized procedures, increasing
reproducibility and cross-project comparability. The technological dimension describes workflows from
openBIM/IFC to engines (Unreal/Unity), specialized visualizers, and cloud services, confirming the effectiveness of
multi-user VR and the prospects of shared AR interaction. Taken together, VR/AR enhance the quality of interior
solutions and reduce risks and time costs, while requiring standardized evaluation, careful documentation of
technical parameters, and adherence to appropriate operational practices.
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