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Po3mistHyTO 3acTOCYBaHHS TEXHOJOTIH BIpTyanbHOI Ta momoBHeHOi peanbHOCTi (VR/AR) y mmsaiiHi iHTEp’€py K
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: (DYHKIIOHANBHWH, OIIHOYHMHA Ta
TEXHOJIOTTYHUHA. Y (PYHKIIOHATHFHOMY BHMIpi BIIOPSIIKOBAHO KIIFOYOBI HAIIPSMU: €CKi3HA Bi3yaizalis i IIaHyBaHHS, OIliHKA
OCBITJICHHS Ta aTMOC(EpHOCTI, poboTa 3 KOJIBOpOM i pakTypamu, hopMyBaHHS 03I00ICHHS Ta TOTOMKECHHS i3 3aMOBHUKOM,
mo naTh 3Mory VR/AR 3MeHinyBatd mpaBKy i NpUIIBMAIIYBAaTH pinieHHs. ONIHOYHMI BUMIp BH3HAYa€ NOEAHAHHS
CyO’€KTUBHHMX OINUTYBAJIBbHHUKIB IPUCYTHOCTI 3 00 €KTMBHHMH METPHKaMHU Ta CTaHJAPTH30BAaHUMH IPOLENYpaMH, IO
MIJBUILYE BiJITBOPIOBAHICTh 1 MDKIPOEKTHY IOPIBHSHHICTb. TEXHOJOTIYHUI BHMIp OKpECIOe poOoYl MpoLecH Bix
openBIM/IFC no pymiie (Unreal/Unity), crenianizoBaHMX Bi3yalli3aToOpiB 1 XMapHUX CEpBICIB, MiATBEPIKYIOUH
edexTuBHICTH OaraTokopucTyBanpkoro VR i nepcniektrsu crinibHOT AR-B3aemopii.

CykymmHo VR/AR migBHIIYIOTE SIKICTB iHTEP €PHIX PIllICHb 1 3HIKYIOTh PU3UKH Ta BUTPATH YaCy, BOJHOYAC BIMAralOun
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[iHI MiAXOAM Y BHIJIII KpecieHb, 3D-Momeneid, Bisyamizaiiii, (i3MYHMX MaKeTIB HE 3aBKIH
3a0€3MeUy0Th HAJICKHUN PIBCHb PEATICTHYHOCTI Ta IMOBHOI[IHHOIO 3ajydeHHs 3amoBHuKa [1]. Ile moxe
TIPU3BECTH JIO HETTOPO3yMiHb Ta 3aIli3HHOTO BUSIBJICHHS HEBIIIOBITHOCTEH MaTepialiB, OCBITIIEHHS, 03100JICHHS
tomio. ImepcuBHi TexHojorii (Immersive technologies), 1mo CTBOPOIOTH €(eKT MOBHOIO abdO YacTKOBOTO
«3aHypeHHs» KOPHCTYyBa4a B IITYYHO 3MOJIENIbOBAHY PEabHICTD, MIPE/ICTABIICH], B TIEPIIY Yepry, BipTyaIbHOO
(Virtual reality, VR) ta nomosHeHoto (Augmented reality, AR) peanbHOCTSIMH, clipsIMOBaHI HiBeIIOBAaTH MOAIOHI
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€MOJISTH 3 eleMeHTaMu o0cTaHOBKH, AR nmozBosse
HakIaaTi nrugpoBi 00’ ekTr (MeOITi, OCBITICHHS, JIEKOP TOIO) Ha peajibHi CIIEHH, MOTIHOIIOI0YH CIIPUHHSTTSL.
Omxe BukopuctanHs VR/AR mincumoe KOMyHIKalio MK JU3aifHEpPOM i 3aMOBHHKOM, CKOPOYY€E KUIBKICTbH
JIOOTIPAIFOBAHb, ONITUMI3YE PIlICHHS 11010 (YHKI[IOHAIBHOI Ta €CTETUYHOI CKJIaJIOBOI, @ TAKOXK 3MEHIIYE YaCOBI
11 (piHaHCOBI BUTpATH 3aB/IIKM CBOEYACHOMY BUSIBJICHHIO HEBIIOBITHOCTEH [2].

PazoM i3 TUM 3aiWINalOTBCS BiKPUTHMH THATAaHHS TOBHOIIHHOCTI VR/AR y po3pisi BiamoBimHOCTI
BIPTYaJIbHUX CHUMYIISIH pealbHOMY CHPHHHATTIO. Tak, JOCHIIHMKMA CBITIIOTEXHIKM 3a3HAYalOTh, IO IOTPU
BUCOKHUH piBeHb (oTOpealtizMy, mepeiada BiIIyTTs CBITIA i KOmbopy y VR Moxke Biapi3HATHCS Bii Qi3M4HOTO
npoctopy [3]. Takox mocrae mpobiieMa TEXHOJIOTTYHUX OOMEKEeHb, a caMe 3aTpPUMKa PEHIACPHUHTY, pO3/iIbHA
3[ATHICTh JUCIUIEIB, TOYHICTh AR-TpEeKiHTY Ta 1HIIMX TPOIIECIB, IO MOXYTh BIUIMBATH Ha KOPHCTYBAIlbKUI
JocBi. He MeHII BaIMBHMH BBA€alOThCS W JIIOACHKI (DaKTOPH, KOJHM JEsKi KOPUCTYBadl BiIUyBarOTh
Jmuckomdoprt 1 kidep3anamopouenHs (Cybersickness) mpu BukoprucTanHi 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 aBTOMaTh3oBaHOro 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
CepeIoBUINA Ta BIINOBIIHAX OMyOIIKOBAaHMX pe3ylNbTaTiB y (JaXOoBUX MIKHAPOIHHUX BHIAHHSX, yce Iie Opakye
Y3ro/PKEHOT CHCTEMHOCTI Ta IUTICHOT0, KOMIUICKCHOTO BUCBITJICHH 1Ii€1 IPOEKTHO-HAYKOBOI TEMATHKH.

© Beprynosa H., Beprynos C., Kyxap M., 2025 p.
CrarTs nommuproeTsest Ha ymosax Jinensii CC BY 4.0



516 ISSN 2518-1890 VYxkpainceka KynbTypa: MUHYJIE, Cy4acHe, IIUIIXH PO3BUTKY.
Bunyck 51/2025

Ananiz ocmannix oocnioxcens i nyonikayiu. CydacHi TEOPETHYHI 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
MOPIBHSUIbHI €KCIIEPUMEHTH MiATBEPKYIOTh OOTPYHTOBaHICTh 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]. JlocmijpkeHHS NIEHHOTO CBiTNIAa, KOJNBOpY W Tekctyp Y VR (ikcyroTh BHCOKY
Y3TOJDKEHICTh 13 HATYpHUMH BUMIPIOBAHHSAMH, a TUTIOBI poO0Ui MPOIIECH, IO OXOILTIOIOTH YIOPSAKOBAHY
nocmioBHICTh KpokiB Bigx CAD/BIM-iMmopTy Ta HamamTyBaHHS MaTepialliB i OCBITIEHHS A0 myOmikamii
inTep’epHoi cuenu B irpoBux pymisx (Unreal/Unity), 3a0e3nedyroTb KOHTPOJb MapameTpiB CIEHU Ta
BiJITBOPIOBaHICTh EKCIICPUMEHTIB [3].

Oxpemuii psA JOCHIKEHb NPHCBIYCHHH BUBUCHHIO BHUKOPHUCTAHHIO IOTMOBHEHOI pPEAIBHOCTI B
mu3aiHi iHTep’epy, ne AR Moke 3acTocoByBaTHCS IS PO3MIICHHS CJIEMEHTIB MeOJiB, OCBITICHHS 1
JEKOpY, WIBUIKUX TMPOCTOPOBMX IMEPEeBIpOK Ta HaBiramii Ha TMoBepXax CKIaAHUX OyJiBenb, IO
CYTIPOBOKYETHCS BUCOKHMH TTOKa3HUKAMHE IMPUHHATHOCTI 1 32CBOEHHS MPOCTOPOBOT iH(OpMaIlii MOpiBHIHO
3 TpaaumiiHIMH 2D-1manaMu 1 kpecaeHHsIMu [5, 6, 7, 8]. Cnemudivuni pirmeHHs IS MPOCTOPOBOI HaBirarii
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 [IOCIHiPKEHHS PO3KPUBAIOTH MUKIIATGOPMOBY B3aEMOI0, TaK iMEpPCHBHA
kostaboparis 3 inrerpauieto openBIM/IFC y GaratokopuctyBanbkuii VR micuiiioe B3aeMOpPO3YMIHHSI MiX
Iu3aifHepaMu, IHKeHepaMu Ta OyJiBelbHUKAMH, CIPHS€ PaHHbOMY BHSBJICHHIO HEBIAMOBITHOCTEMH,
CKOpOYY€E KUTBKICTh iTepamiii s y3romxenHs pimens [10, 11, 12]. Ilinxix openBIM crupaerscsi Ha
BIIKPUTI CTaHAAPTH i Gopmartu s cyMmicHOCTI pisHnx BIM-cucrem, a BinkpuTHii oopMaT 0OMiHy JaHUMHU
IFC (Industry Foundation Classes), 1[0 MiCTUTh T'€OMETPIilO, BIACTHBOCTI Ta IHIII 3B’SI3KU OY/iBEIBHHX
00’€eKTiB, 3a0e3Medye KOPEeKTHUH IMIOPT/ eKCIOpT Mojelieil Mk mporpaMHUMHU mardopmamu. B iHmmx
poOoTax 3a3HAYAIOTHCS METONOJIOTIYHI W TeXHIYHI BUKJIMKH, a caMeé BiJICYTHICTh Y3TOJDKEHHX CTaHAApTIiB
OLIIHIOBaHHs, OOMEXKEHHs amapaTHOi 4YacTWHH (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/DKEHb BIJIOKPEMHUTH Ta OXapaKTepU3yBaTH BiAMOBIJHI BUMIpH, IO
OKPECIIOIOTH aNropuT™MHU BUKOprcTanHs VR/AR TexHomorii B au3aiiHi iHTEp €PIB.

Buknao ocnosnoco mamepiany oocniddcenus. llepmiM BUMIpOM 3aCTOCYBaHHS iMEPCHBHHX
TEXHOJIOTIH B AM3aliHi iHTep epy Moke OyTH 3a3HaueHUN QYHKIIOHATBHUH, IO OKPECIIOE KOJIO TPAKTHYHUX
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 Ju3aitHep (opMye Moaenb
wianyBaHHs y VR-cepeioBuili 3 TOJANBIION  Bidyallizaii€to, JJjIs NEPEBIPKH  BIAMOBITHOCTI
(YHKIIIOHAJIBHOTO 30HYBaHHS, E€CTETHYHOIO TOAAHHA Ta BIJNOBIAHOTO O3J00JCHHS, a 3aMOBHUK,
BUKOPHUCTOBYIOUH VR-TapHITYpy, «IpOXOAMTE» MalOyTHIM MPHUMIIIEHHSM i, 32 MOTPeOM, MOYKE 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 3aBJSIKU BUCOKIN PO3UIBHIN 31aTHOCTI i Qi3UYHO KOPEKTHUM mporpamauM pytriem (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 Bi1IOJIMCKIB
a00 peinuTy OCBITIICHOCTI 3 TTOIANBITUMHE TTOPIBHSIHHAMY 3 PeaTbHUMH yMOBaMu [3].

[Ile omHMM HampsMOM Yy CKJali (YHKIIOHAIBFHOTO BHMIPY € KOJBbOpOBe-(QaKkTypHE pillleHHsS
inTep’epy, 1e VR mae 3Mory oliHUTH KOJIBOPH, (HaKTypH Ta TEKCTypU MaTepiaiiB 03100I€HHSI B KO HTEKCTI
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 (YHKLIIOHAJIBHOTO BHMIpYy, CIPSMOBaHUM Ha (hOpMyBaHHS
pI3HOMAaHITHHUX CIICHApPiiB yMEOIIOBaHHS Ta 037400JIeHHS Oe3MocepelHh0 B iIMEPCUBHOMY CEpPEIOBHIII 3a
nornomorolo VR, mapanensHo 3 nuM AR 3a0esnedye TOYKOBE «IPUMIPIOBAHHS» PEealbHUX MPEAMETIB Y
HasIBHOMY NPUMIILIEHHi.

ImepcuBHiI TexHONOTIT B po3pi3i (PYHKIIOHATBHOTO BHMIPYy 3aCTOCOBYIOTHCS I€ 1 B HANpsMI
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 Micli», IO MiABHILYE pPIiBEHb B3a€EMOPO3YMIHHS 1 3MEHIIye OOCIT 3MiH Ticis
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, abuW OTpHMaHI CYyKEHHS PO TMPOEKTHI pilIeHHS OyaM AOUUTPHUMHU Ta TPUIATHHUMH O
MOPIBHSHHS MiX CIEeHapisiMHu. IMepcuBHI TeXHOJOTl CHpaBldi PO3MHUPIOIOTH MOXKJIHMBOCTI 30MpaHHs
3BOPOTHOIO 3B’SI3KY BiJ] KOPHCTYBaiB, OJHAK KOPEKTHICTh BUCHOBKIB 3aJICKUTh BiJ JOOOPY MOKa3HHKIB.
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 NPHUMIIIEHHS; KUTBKICTh MOMMJIOK, SIK TO HEKOPEKTHO PO3MIIICHI €IeMEHTH B
1HTep’ €pHOMY TIPOCTOPi; TaKOXK (i310JOTIYHI TapaMeTpH, HAPUKIIAL, YaCTOTa CepIEOUTTS KOPUCTyBada,
TPEKH TOTJSIy, TOOTO KyIud camMe JAWBUTHCS KOPUCTYyBad, a TaKOK METOAM BU3HAYCHHS
enekrpoenuedanorpadiunoi akruBHocti (Eectroencephalography, EEG), mist Bu3HaueHHsSI KOTHITUBHOTO
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 Bi4yBa€e cede «ycepeauHi» mpocTopy. s mboro 3acToCOBYIOThH
anketu tuny Igroup Presence Questionnaire (IPQ) Ta Witmer-Singer Presence Questionnaire 3 omiHOYHIMHA
TBEP/KEHHSAMHI KOPUCTYBAUiB IIOJI0 PEANBHOCTI IepeOyBaHHS Ta BIAYYTTIB B IMEPCUBHOMY CEPEIOBUIII, 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 CTOCYEThCS MpakTHYHOCTI 1 kKoMpopty VR/AR:
crangaptHa System Usability Scale (SUS), i3 10 3anuranHsmu 31 mkaior Big 0 mo 100, takox
Handheld AR Usability Scale (HARUS) nmns moGinepHuX AR-nmomartkiB, 1mo BpaxoBye crenudiky
B3aeMOJil 3 expaHoM 1 yutabenpHicTh AR-konTeHTy [7]. CuMnTomMu 3axutyBaHHs (Motion sickness)
MOXYTbh OyTH KOHTPOJIbOBaHI onuTyBaibHUKOM Simulator Sickness Questionnaire (SSQ), ne yyacHuku
MO3HAYAIOTh HYJOTY, 3allaMOPOYCHHS, T'OJIOBHUM O1J1b, XOJOMHHUHM MIiT Ta iX iHTeHCHUBHICTh [3]. SSQ
0COONMBO TIOKa3aHWW TiJ] Yac TECTYBaHHS CIEH i3 MepeMilleHHsM croctepirada, ockinmpku 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 MAM3aiiHy IHTEp’€py MOKe 3HiHCHIOBATHCS Yepe3 aHKETH IIiJ 3aBJaHHS
BIJIMIOBIZIHOTO  MPOEKTY, HANPUKIAJ, MO0 KOM(OPTHOCTI OCBITIEHHS, 3aTUIIHOCTI, CYy4acHOCTI/
CTHJTICTHYHOI BiJNOBIIHOCTI, MPUAHATHOCTI KOJBHOPIB 1 PO3MIMIEHHS MEONiB. Y JOCHIKCHHSIX IIMPOKO
BUKOPHCTOBYIOTh CEMAaHTHYHUI AuQepeHiiai, sSK TO 3aTHIIHWH—HE3aTHIIHWHN, 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 moenHanHsS MeToAiB I 30UpaHHs Cy0’ €KTUBHUX BiANOBi/EH Ta 00’ €KTUBHUX JaHHUX
€ OumpII JMOUITBHUM [y OTPUMAaHHS IJIMOLIOTO PO3YMiHHS B KOHTEKCTI 3aCTOCYBAaHHS 1MEpPCHBHHX
TEXHOJIOTIH B qU3aiiHi iHTEp €py.

[Ile ogHMM BHMipOM 3aCTOCYBaHHSI IMEPCHBHHMX TEXHOJOTIH B JU3aifHI iHTEP €PY € TEXHOJIOTIYHUH,
IO OKpecIoe mpouec peanizamii cuenapiie VR/AR, Bix miaroroBku Ta oOMiHy AaHUMH A0 pYLIiiB
Bisyarizamii Ta IHCTPYMEHTIB CHUIbHOI POOOTH. Y CydacHOMY apXiTeKTypHOMY IPO€KTYBaHHI JIOMiHY€E
napaaurma BIM, konm OyziBist icHye sIK enuHa nudpoBa MOJAENb, Ui AU3aliHEpiB iHTEp €piB Iie 03HAYa€e
HasIBHICTH 0Aa30BOTO «CKEJIETa» CHOPYAHU, pPO3pOOICHOro apXiTeKTOpaMu, HOro KOHCTPYKLIi, IEPEeropoaoK Ta
IH)KEHEepHUX KOMYHIKalliif, 10 B MOAAJbIIOMY HAIlOBHIOETHCA MEOJIIOBaHHIM, OCBITJICHHSM Ta iHIIUM
037100JICHHSAM, TOX JIOLJILHUM CTa€ Oe3MocepeIHE BUKOPUCTAHHS I1i€l Mojeni sik ocHOBM misi VR/AR, 100
VHHUKHYTH JTyOJIIOBaHHS POOIT.

Ha npaktuni nmommpeHi Jekinpka crnoco0iB, nepiuil nonsrae B ekcriopti BIM-moneni y ¢opmarn,
CcyMicHI 3 irpoBuMu pyurisimu, Hanpukiaang, FBX mis Revit abo C4D g ArchiCAD, 3 mopanbimium
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HaJalTyBaHHAM MaTepialliB, OCBITIICHHA Ta ontuMmizamii mig VR, mo 3abe3nedye MakcUMaIbHY
rHydkicTh. Tak, po3pooHuku miatrgopmu openBIM + VR y IlIBemnii ctBopuiau BinacHuii VR-IBHKOK, 1110
npuiimae [FC (Bigkputuii oOMinnuii popmat BIM) i aBTOMaTH4HO (OopMYE 3 HBOTO 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
(hyHKIIOHATBHICTE B3aeMOii 3a3BHuail ooOmMexeHima. [lepeBaroio € cuHXpoOHI3aIis, ajke Oyab-IKi 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 (NepeMillleHHs 00’ €KTIB, KpeclIeHHs 00’ €MiB) i mpaiowTh y Gpopmati xmMapHoro SaaS
(Software-as-a-Service) sk Mopmeni HanaHHS NPOTPaMHOro 3a0e3MeyYeHHsl y BUTJSNAL MOCIYTH 4epe3
IHTEpHET, JIe KOPUCTYBadi OTPUMYIOTH TOCTYII O TOTOBUX MpOTpaM depe3 BedOpay3ep ado J01aTOK.

Takox y po3pi3i TEXHOJOTIYHOTO BUMIipy MOKe OyTH 3a3HaueHHH HampsM O0araTOKOPUCTYBALbKOTO
VR mig me6mi Ta o0nagnanns (Furniture, Fixtures, and Equipment, FFE), tak nnarpopma COFFEE noennye
cymicHicTh 13 BIM, crinbHy mpUCYTHICTB 1 TOIOCOBY KOMYHIKAIIilO 3 MPOCTUMHU MaHIMYJAIISAMH 00’ €EKTaMH,
il BuUMpoOyBaHHS MOKAa3aJH, 110 HABITh KOpHCTyBadi 0e3 VR-1oCBiqy 3a Kibka XBHIIMH HaBYAaHHS MOXYTh
«OpaTti» mpeaMeTH, o0epTaTy, MEPECcTaBIsATH IX Y MPOCTOPi Ta KOMEHTYBATH il KOJIeraM, 0 B pealbHOMY
IPOEKTI JKapHI J03BONMIO 3a oxHy VR-Hapamy ysromutu posmimeHHs noHax 80 % MeaudyHoro
oOnamHaHHS Ta MeOIiB, ToAl AK 0e3 VR moromkeHHs TpuBaiu TIXKHAMEU TUCTyBaHb [ 10].

VY cermenTi AR po3BUBarOTBHCS MYJIBTUKOPHCTYBAIbKi ClieHapii, KOJW JIBOE W OUIbIIE Yy4acHHKIB
OJTHOYACHO CITOCTEPIraloTh TOW CaMHid MPOCTIp i3 MPUB’SI3aHUMH BipTyaJbHUMHU 00’ €KTaMH Ta PEarytoTh ix
y peanbHOMY Haci. [lormpu CKIagHICTh MPOCTOPOBOTO Y3TOMKEHHS, OCKUIBKM KOXHUI BHKOPHUCTOBYBAaHUIM
NPUCTPil Mae BiacHy cucreMy koopaunat, TexHonorii Tumy ARCore Cloud Anchors Bxke 3a0e3medyroTh
CHIIIBHI «SKOPi» ISl CTa0LIBHOTO CHIBMAIiHHS CIEH, a M0sBa CIOKUBYNX AR-0KymspiB BiKpuBae cueHapii,
KOJM Ju3aifHep 1 3aMOBHHUK Yy IOPOXKHIA KBapTUpi 0adaTe OJHAKOBO PO3CTaBIEHI BipTyanmbHI MeOmi
«IIOBEPX» PearbHOTO OTOYECHHS 1 OOTOBOPIOIOTH TUIAHYBAHHSA MpUpOAHime, HiX y VR, amke 30epiraerscs
30pOBHIA KOHTAKT 1 3aJIMIIA€THCI KOHTEKCT PEabHOTO IIPOCTOPY.

Bucnosxku. 'Y npaHoMy wMartepiaji HaBeICHI Ta PpO3MVIAHYTI TCOPETHYHI JOCIIKEHHS, IO
PO3KPHUBAIOTHCS 3aCTOCYBAaHHS IMEPCHUBHUX TEXHOJOTIH B JIOJATKy IO MU3aHHEPCHKOI MisTBHOCTI. AHaii3
Cy4YaCHHMX JOCIIJKCHb, IO OKPECIIOIOTh aJrOPUTMU BUKOpHucTaHHS VR/AR TexHonoriii B au3aiiHi
iHTEep’€piB, JO3BOJMB BHOKPEMHUTH TPH B3a€EMOIOB’s3aHI BUMIpH, IO CYNPOBO/DKYIOTH IeH mporec i
3a0e3MeuyroTh I[ilicHe MOoeqHAHHS (DYHKI[IOHATBHOTO 3aJyMy, OIIHIOBAaHHS Ta TEXHOJOTIYHOI peai3arii
NPOEKTHUX imed. Y Mexax (YHKUIOHAIBHOIO BHMIPY BHOPSIKOBAHO KIIIOYOBI HAIPSIMHU: €CKi3Ha
Bisyasrizalisi Ta TUIaHYBaHHS, OIIHKAa OCBITIEHHS Ta aTMOC(EPHOCTi, poOOTa 3 KOJIBOPOBO-(PAKTYpPHUM
piteHHsM, GopMyBaHHS 03/100JC€HHSA iHTEp €py Ta IMOTO/KEHHS i3 3aMOBHHKOM, IO JOBOJASTH 3/IaTHICTH
VR/AR 3MeHIIyBaTH KijbKiCTh MPABOK, NMPUCKOPIOIOYH YXBAJECHHS PillleHb Ta MiABHUILIYIOUYH Y3TOJKEHICTH
OUiKyBaHb CTOpIH IIl¢ JI0 MOYAaTKy peaiizalii MpoeKTHOTo pimeHHs. OMHOYHWA BUMIP KOHKPETH3YE
MOKAa3HUKH, HEOOXiJHI /IS MEePEeKOHIMBHX BHCHOBKIB: IOEJHAHHS CyO’€KTUBHHMX OIMTYBAJIbHUKIB
HPUCYTHOCTI 3 00’€KTHBHUMHU NMOKa3HMUKAMH 1 CTaHIAPTH30BAHUMHM IPOIEAypaMu 300py JaHHX ITiJBHIILYE
BiJITBOPIOBAHICTh Ta pOOUTH PE3YJIBTATH [TOPIBHIOBAHUMH MiXK POEKTAaMH. TEXHOJIIOTIYHUI BUMIP OKPECITIOE
po6oui mponecu Bix openBIM/IFC no pymriis (Unreal/Unity), BUKOpuCTaHHS crieliadbHUAX Bi3yalli3aTopiB i
XMapHUX 0araTOKOPHUCTYBALBKUX CEPBICIB, a TAKOXK JIEMOHCTPYE e(heKTHBHICTH OaraTokopucTyBanbskoro VR
Ta MEePCIEeKTHBHU CIIbHOT AR-B3aemoii.

Takum uymHOM, VR/AR QopmyroTs iHCTpyMeHTapid, 3JaTHWUH MiABHIMUTH SKICTh TMPOEKTHHX
iHTep €PHUX pillleHb, CKOPOTUTH PU3UKU TOMWJIOK i BUTPATH dYacy, BOJHOYAC BUCYBAIOYH BUMOTH [0
yHi(ikauii OLiHIOBaHHS, JOKYMEHTYBaHHS TEXHIYHUX apaMeTpPiB i JOTPUMaHHS HAJIC)KHUX NPAKTUK pOOOTH
3 KOJBOPOM, CBITJIOM JUIi KOMQOpPTY KoprucTyBadya. OTpuUMaHi pe3ysibTaTH MOXYTh OYyTH BUKOPUCTAaHI ISt
MIEPEOCMUCIICHHSI aITOPUTMIB TPOEKTYBaHHS B JM3aifHI iHTEp’€pPIB HAa CyYaCHOMY eTalll Ta BUSBIICHHI
peaTbHUX MOKJIMBOCTEH JUIA MOJIMILIEHHS pOOOYHMX MPOLECIB.

THooanvuii 0ocniodicenns TIAHYETbCS COPSIMYBaTH Ha OUIbIN JAeTaabHUE po3risa I13, 1mo oxoruioe
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 approval,
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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