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AHoTauisa

MeTa po6oTu. Y poboTi BMUCBITIEHO OCO-
6NMBOCTI BMKOPUCTAHHSA IMEPCUBHMX TEXHO-
JIOTI Yy AM3alHi KHUXKOBOI MPOAyKLUil, Crps-
MOBaHWX Ha HabyTTA [OCBiAY 3aHypeHHs
y TBIp Yepes aKTuBI3aLito BiQYYTTIB, OCKiIbKY
npobnemMa iHTEHCMBHOIO PO3BUTKY LMGMPOBMX
TEXHOSIOTI CNOHYKae An3aiHepiB nepeocMuc-
NNTK CNOCOBM NPOEKTYBAHHA Y 3rafaHii rany-
3i. MeTogonorisa JOCNigKeHHS FPYHTYETbCA Ha
OCHOBI CUCTEMHOIO NIAXOAY [0 NPOEKTYBAHHS,
a TaKoX METOAIB CTPYKTYPHO-KOMMO3ULINHO-
ro, GyHKLIOHaNbHOMO Ta XyAOXKHbO-06pas3Horo
aHanizy. MixaucumnaiHapHUn xapakTep npo-
EKTHOI AISNbHOCTI O3BOAE MNOMMONTY KOMY-
HiKaTUBHWI AOCBIA YMTadie. HaykoBa HOBU3Ha
po6oTU nonsrae y TOMYy, WO MPOEKTYBaHHA
KHKKOBOI MPOAYKLUIT MepeoCMUCNIEHO B KOH-
TEKCTI IMEPCUBHINX TEXHOSOTIN, Ki € HaN6iNbLL
ePEeKTUBHNM IHCTPYMEHTOM [M3aliHy 419 CTBO-
PEHHSA 3pYYHOI KOMYHIiKaLLl Y1TadiB i3 mepcoHa-
amu KHUMW. IuHaMivyHWUi xapakTep Bidyanisa-
LT aKTKBI3Yye Mi3HaHHA HaBKOMMULLHLOIO CBITY.
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Abstract

Purpose of the article. The paper reflects
the peculiarities of using immersive technolo-
gies in the design of book products, aimed at
acquiring the experience of immersion through
the activation of feelings, as the problem of
intensive development of digital technologies
encourages designers to rethink the ways of
design in this area. The research methodology
is based on the system approach to design and
methods of the structural-compositional, func-
tional and artistic analysis. The interdisciplinary
nature of design helps deepen communicative
experience of readers. The scientifical novelty
is that the book design is rethought in the con-
text of immersive technology, which is the most
effective design instrument for the creation of
the comfortable communication of readers
and characters. The dynamical nature of the
visualization activates the world cognition due
to the immersive technology. We proved that
the experiments with the creation of virtual
communication can be the instrument to re-
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[oBeneHo, WO eKCrneprMeHTU 3i CTBOPEHHS
BIpTYanbHUX KOMYHIKaUI CAyrytOTb IHCTPY-
MEHTOM A/1I OTPUMAaHHSA NepcoHani3oBaHoro
[ocBify. BUCHOBKU. Y po60Ti chopMynbOBaHO
APUHLMNKX IMITaUl, HalapyBaHHS, NepeTiKaHHSA
Ta nepcoHanisadii, Lo BiANoBigaroTb cneumndi-
Ui BIpTyanbHOI, JOMOBHEHOI, 3MilLaHOI Ta PO3-
LUMPEHOT peanbHoCTi. IMiakpecneHo, Lo 3acobu
NPOEKTYBAHHA IMEPCUMBHOIO KHUXKOBOMO Ce-
pefoBMLLa JO3BONSAKOTL PO3B'A3aTV NPO6AEMU
MOLYKY HOBMX CMOCOGIB KOMYHiKaLlil YiTa4iB
i3 HaBKOMMLLHIM cepefioBuLLEM. TpaHchopMa-
Uia Bi3yanbHO-KOMYHIKaTUBHUX MPOLECiB nifj
[I€r0 IHHOBALIMHUX TEXHOONIN NEXNTb B OCHO-
Bi CTBOPEHHSA aNbTepHATUBHOI KHUXKOBOI PO3-
POBKM, AKa iHTErpye BAACTWMBOCTI peasibHoro
Ta BipTyanbHOro CBITIB. AKLEHTOBAHO yBary Ha
MOXJTMBOCTI CTBOPEHHS BIPTYasibHOMrO KOMYHI-
KaTMBHOIO CepefoByLLa 3 MOXJIUBICTIO OTpU-
MaHHsSI NMepcoHani3oBaHoOro AOCBIAY 3aBAAKM
BBELEHHIO Y MPOEKTHWUI MPOLEC IMEPCUBHUX
TexHonorin. JaHe AocnigXXeHHs dopmye Teo-
PETUYHY 6a3y 415 PO3BUTKY ANHAMIYHUX KOMY-
HiKali Yy KOHTEKCTI MPaKTUKKN IHTerpanbHoro
NPOEKTYBAHHSA Bi3yalbHUX CUCTEM.

KntouoBi cnosa:
KHUXKa, IMEPCUBHI TEXHOMOTII, BidyanbHa KO-
MyHiKaLia, AMHaMivyHa Bidyanisauiq, BipTyalb-
Ha KOMYHiKaLis.

Bctyn 1]

ceive a personalized experience. The scientif-
ic novelty lies in the fact that the book design
is rethought in the context of immersive tech-
nologies, which are the most effective design
tool for creating convenient communication
between readers and book characters. The dy-
namic nature of the visualization activates the
cognition of the surrounding world. We proved
that the experiments with the creation of virtual
communication could be the instrument to re-
ceive a personalized experience. Conclusions.
In the study, we have formulated the principles
of imitation, layering, flow and personalization
that correspond to the specifics of virtual, aug-
mented, mixed and extended reality. We have
emphasized that means of immersive book
environment design help to solve problems
connected with the search for new ways for
readers to communicate with the environment.
The transformation of the visual and commu-
nicative processes under the influence of inno-
vative technology is the base of the alternative
book design that integrates the features of the
real and virtual worlds. We have attracted atten-
tion to the possibility of the visual communica-
tive environment creation with the possibility
of gaining personalized experience due to the
implementation of the immersive technologies
into the design process. This study forms a the-
oretical basis for the development of dynamic
communications in the context of the practice
of visual systems’ integral design.

Keywords:

book, immersive technologies, visual commu-
nication, dynamic visualization, virtual com-
munication.

[HTEHCUBHWIA PO3BUTOK LIM(MPOBKX TEXHOSOTIN HAaCKUYye XXUTTA
Cy4acHOro MOKOMIHHS HOBITHIMWM MeToAaMu OTPUMaHHS iHhop-

Malil. Y 3B'I3Ky 3 UMM MOJOfAb BXE He Hajae HanexxHol yBaru
KHKKOBIM MpoAyKLUiTy Tl TpaguuimHOMy nanepoBOMY BapiaHTi. Lie
3MyLLye AM3alHEPiB NO-HOBOMY MOMIAHYTU Ha KHUMY K JXKepeno
3HaHb, NEPEOCMUCANTL 1i CYTHICTb, MPU3HAYEHHS, CNOCO6U NPOEK-
TYBaHHS, LLO CTaHe NiArpyHTAM AN GOpMyBaHHSA iHHOBaLIMHNX Ha-
NPAMIB M3aNHy Bi3yasibHMUX KOMYHIKaLin B LiNOMy.
TpaHchopmaLiss OCBITHLOI MapagurMmn NpU3BoaMTb A0 MOCTY-
MOBOr0O MOLUMPEHHS iIMepPCUBHKX (BiA aHr. Immersive — 3aHypto-
BATWCA) TEXHOSOTI Y PO3POBLI KHNXKKOBOT MPOAYKLI, LLIO CTBOPHOE
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Ta aHani3

6a3u

HOBI MOX/IMBOCTI BidyanbHoi KoMyHikadii (Kysinosa, 2021). Mox-
JINBICTb 3aHYPEHHA Y BIPTYyanbHWiA CBIT BIOKPUBAE HOBI BIOYYTTH
NHOOVHN B anbTepHaTMBHOMY cepeaoBuLL, GOPMYyE iHLI KOMYHiKa-
TUBHI 3B'A3KM i3 KHXKKOBUMM NepcoHaXkamu. 3 oAHOro 6oKy, imep-
CVIBHICTb CTae BNacTMBICTHO CepeoBULLa, 3any4aroum Yntada 'y cu-
CTeMy B3aeMO[Il, LLO BU3HAYaETbCA OAHOYACHO 3MICTOM KHUMM Ta
(hopMamMm MPOEKTOBAHOIO BipTya/lbHOr0 CBITY. 3 iHLWOro — iMepcuB-
HICTb PO3KPMBAE HOBI MOXJIMBOCTI KHMXXKOBOI NpoayKLUii, sKi hop-
MYKOTb NMCUXONOTIYHUA OOCBIL NHOAMHU 32 JONOMOrO aKTUBI3aLlil
30POBOr0, CIIYXOBOro, TaKTUIbHOMO, CMakoBOro Ta OflbakTOpPHO-
ro KaHaniB CNpPUAHATTSA K HEBIA'EMHOMO LIiOro i3 CepeoBULLEM.
ToMy CbOrofHi HabyBatOTb aKTyanbHOCTI AOCHIAXEHHS iIMEepCHB-
HUX TEXHOMOTIN, AKi 3AaTHI TpaHCHOPMYBaTK Bi3yanbHO-KOMYHIKa-
TUBHI NPOLIECH LLMAXOM MOAENOBAHHA 1X Y BipTyanbHOMY cepefo-
BULLI. 3anpoBafKeHH$ LIMX IHHOBALIN Y MPOEKTYBaHHA KHXKKOBOI
NPOAYKUIT AO3BOMNTb OTPUMATU AKICHO HOBUI AM3aH-MPOAYKT, LLO
3HAXOAUTHCHA Ha MEXI peasibHOro Ta BipTyasibHOIo CBITIB.

MeToto po60TV € BUSBAEHHS MPUHLMMIB MPOEKTYBAHHSA KHIXK-
KOBOI MPOAYKLII 3 BUKOPUCTAHHSM IMEPCUBHUX TeXHONOTIR. O6'ek-
TOM JOCNIIXKEHHA BUCTYMNAKOTh KHUMM, AKi LO3BONAOTL 3aHYpPUTH-
CSl YnUTauy y BipTyanbHWI CBIT.

ObpaHa Tema noTpebye CUCTEMHOIO aHani3y Ta iHTerpaLii pos-
PI3HEHMX (BparmeHTiB iHhopMaLil, AKi CTOCYHOTbCA BUMKOPWUCTaH-
HSA IMEPCUBHMX TEXHOMNOTIN, AM3alHy Bi3yasbHMUX KOMYHIiKaLin Ta
chepn NPOEKTYBAHHS KHUXKOBOI MPOAYKLi. TOMy B OCHOBI A0CHI-
IPKEHHS NEXUTb CUCTEMHUI NiAXid, SKUA AO3BONAE KOMMAEKCHO
OCMUCINTU MPOLIECU CTBOPEHHA IHHOBALIMHOI KHMXKKOBOI MPOAYK-
uir. MeToan CTPYKTYPHO-KOMMO3ULINHOIO, (YHKLIOHaIbHOrO Ta
XYAOXKHBO-06Pa3HOr0 aHani3y CnpUstoTb BUBYEHHIO KOMYHIKaTVB-
HOro JOCBIAY YMTaYIB Y peanbHOMY Ta BipTyaslbHOMY cepejoBuLLax.
JocnigpkeHHs Mae MDKOUCUMNNIHAPHWIA XapakTep, WO BignoBiaae
HOBWM TEHZEHLIM PO3BUTKY IHTErPOBAHOI MPOEKTHOI AiA/IbHOCTI.

JocnigxeHHs TPYHTYEeTbCA Ha aHanisi OCHOBHWMX MOHATH,
NoB'A3aHKX i3 TexHonoriamMu BipTyanbHoi (Seth et al,, 2011), gonos-
HeHol (Maykapa, 2027; Onekctok, 2020; FoHuaposa, 2019), amiluaHol
(Kysinosa, 2021) Ta posLwmpeHoi peanbHocTi (Fast-Berglund et al,
2018; Breves & Heber, 2020; "Engaging Books", 2020). Po6oTa /1. Cy-
xopykoBoi (2009) cnpsiMOBYe yBary Ha aHasnisa OCHOBHMX MOHATD,
AKi OXOMMIOKTb anapaTHi Ta MporpamMHi 3acobu MynbTUMERIRHNX
TEXHOJIONIM, HAaroNOLLYHYN Ha akTUBI3aLlil KOMYHIKATUBHUX (yHK-
Ui y AvsaiHi BidyanbHWX KOMYyHiKauii. JocnigHunkn O. [3bobaHb
Ta C. XXgaHerko (2015) aHanisytoTb iHTerpaLiinHi npouecu opmy-
BaHHA HOBOIO MPOCTOPY BIPTYyanbHUX KOMYHIKALiN 3 HENIHIMHUM
cnoco60oM icHyBaHHA. BoHW HabyBatoTb MOLLIMPEHHS Y PisHMX cde-
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PesynbTaTtn
LBOCHI1)KeHHS

Pax >KUTTELIANBHOCTI Cy4aCHOI MFOAMHW, 30KPEMa B OCBITHI rasysi
(FoHuapoBa, 2019; Onekctok, 2020), BupobHuLTBI (Fast-Berglund et
al., 2018), ouzariHi (Cyxopykosa, 2009; bonTeHkos, 2021), Megnum-
Hi, TYpU3Mi Ta iH. 3anpoBa>KEHHA IMEPCUBHUX TEXHOSOrIN Y NMpak-
TUKY PO6OTH Cy4acHMx 6i6AioTeYHMX YCTaHOB AO3BOSAE 3aiydaT
CnoXkneBaya fK MOBHOMPABHOMO yYacHWKa i NapTHepa, i 6yayBaTy
po6OTYy 3 KOPUCTYBa4YeM HOBOMO TWMy, 6a3ytO4NCh Ha NMPUHLIMAAX
cniBaBTOpCTBa i cniBTBOPYOCTI (Ky3inoea, 2021).

3MiHa CNpUAHATTA BidyaNbHOI iHopMaLil, NiaABULLEHHS 1i An-
HaMIYHOCTI CMPUYMHSE MOLWYKM HOBWUX METOLIB MPOEKTYBAHHS
(Skliarenko & Kolosnichenko, 2021; Valtonen, 2020). YactuHa ny-
6nikauin nNpuceBsiYeHa akTyalbHUM MUTaHHAM AOUiNbHOCTI BUW-
KOPUCTaHHA TEXHOJIOTIN BipTyanbHOI Ta AOMOBHEHO!I PeanbHOCTI
y An3aiiHi 3aranom (bonteHkoB, 2021) Ta y KHUXXKOBOMY AW3aliHi
3okpema (Edimora, 2015). Y anceprauiinHomMy gocnigxeHHi M. €di-
mMoBa (2015) cepes iHHOBALIHWUX MPUHLMMIB MPOEKTYBAHHSA ANTS-
YOI KHUMW BUAINAE IHTEPAKTMBHICTb Ta BIpTyanbHICTb, fAKi Aat0Tb
MOX/IMBICTb MaTepianidyBaTu BidyanbHi 06pasu y peanbHOMY Ta
BipTyasibHOMY cepefoBuLLax. MNpakTUYHI Npuknaan BUKOPUCTaAHHSA
TEXHOJIONI A1 CTBOPEHHSA YKPAIHCbKMX CyHaCHWX KHUT, SKi BUBO-
AATb YMTalbKWiA AOCBIA Ha piBEHb OCOGMMBOrO MEAUTATUBHOIO
npocTopy, NpeacTaBneHi y mepexi IHTepHeT (Camukosa, 2021).

OrnaHyTi xepena GopMyHOTb TEOPETUYHE NIArPYHTA 414 6iNbL
FMBOKOrO AOCNIAKEHHST TEXHOMONIN BIPTYaNbHOI KOMyHiKaUil Ta
CTBOPHOIOTb MOXITMBOCTI ANA NEPEOCMUCTIEHHS X Y MPOEKTHIN -
ANBbHOCTI B LIiSIOMY Ta Yy KHWXKKOBOMY AM3aiHi 30KpemMa. 3Baxkatouu
Ha MOCTIHe 3POCTaHHS 3alLlikaBNeHOCTI IMEPCUBHUMW TEXHOMOTIs-
MU Ha TNi CTPRIMKOIro po3BUTKY cthepu LMbpOBOT KOMYHIKaLIil, BBaXKa-
EMO, LLIO 06paHa TeMa € aKTyaNbHOR Ta MePCNeKTUBHORO.

3 pO3BUTKOM iHOPMAaLRHMX TEXHOMOri 0cobnnBe Micle 3a-
MMatoTb BIpTYyaNbHi KOMYHiKaLlil, AKi GOpMyOTb HOBI BUAM B3aEMO-
Ol y Mexax BipTyanbHoro cepefouiia ([3bo6aHb & YXXaaHeHKo,
2015). IXHbOKO XapaKTEPHOK PUCOKD CTae TpaHchopmaLis Gopm
B3aemMofil Ta cnocobiB Bidyanizauii iHbopmaldil. HoBMM cnocobom
BMPAXXEHHA XyAOXKHbOrO 06pasy € BipTyasibHi KOMYHIKaLli, WO cnpu-
AOTb [OHECEHHIO CYTHOCTI BIi8ya/ibHOI iHhopMaLil Yepe3 emMoLil
Ta BigdyTTs. CbOrofHi HOBOK) KOHKYPEHTO34ATHOK) KOHLEMLiEeO
Y KHWXKOBIN iHOYyCTpil cTae cuHTes 2D, 3D i 4D TexHonorin, Wo aae
3MOTYy MUCAUTK GiNblU MacLLTabHO, 3a1ydaroum OCBITHI, KyNbTypHi Ta
coLianbHi iHiLiaTMBK. BUKOpUCTaHHS BipTyasibHOI peanbHOCTI Crpu-
A€ NiOBULLEHHIO 3aLiKABMIEHOCTI CMOXMBAYiB APYKOBAHOK NPOAYK-
Lieto 3aBASKM NPaBAONOAIOHOMY CTBOPEHHIO BiAYyTTS peanbHOCTI
NoAIN, IHTePaKTMBHOI B3aEMOAII i3 CHOXKETOM KHUMM Ta MOXX/IMBOCTI
Ni3HaHHS 1 AOCTIIXKEHHS MPOEKTOBAHOMO CepeoBMLLA.
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Ha oCcHOBI aHanidy 3paskiB KHUI 3aKOPAOHHWUX | BITYUSHAHUX
BMPOGHVIKIB, 3aCTOCYBaHHS IMEPCUBHIMX TEXHOMOTI COCTepiraemMo
BXXE He INLLE Y AN3aliHi ANTSUMX KHUXKOK-Ka30K | KHUYKOK-PO3Masbo-
BOK, @ 1y BUPOGHWLITBI HaBYabHOI NpoayKLil, TO6TO MOCTYNOBO BiA-
6yBaeTbCA Nepexia Bif irpoBol TeXHONOriT 10 HaBYanbHOI (ONeKCHok,
2020). ToMy BakIMBMM BMOAETbCSI aHasi3 MPOEKTHMX OCOBMBOC-
TEeN KHUM 3 BUKOPUCTAHHAM PI3HNX BUAIB IMEPCUBHUX TEXHOSOTIN.

BiptyanbHa peansHicTtb (VR, Virtual Reality, lwty4Ha peasnbHicTb)
€ O[HUM 3 MOLUMPEHMX BUAIB KOMYHIKaLil, LLO AO3BOJISE CTBOPUTU
iNFO30PHWI CBIT, ONUCAHWI Y KHUFaX, yTBOPIOKOUM e(heKT NpUCYTHO-
cTiy 3D. KOHCTpyroBaHHA HOBOTO LUTYYHOrO cepefoByLa BiabyBa-
€TbCHA Ha OCHOBI KOMIMFOTEPHOIO CUHTE3Y BNACTUBOCTEN BipTyasib-
HOI peanbHOCTI Ta MFOACHKUX BIAYYTTIB.

BukopucTaHHA TexHOMoril BipTyallbHOI peasibHOCTI Y MPOEK-
TYBaHHI KHWKKOBOI MPOAYKLUIT FPYHTYETbCA Ha mpuHUMmi imiTayil
cepefoBuiLa. An3aliHepu NparHyTb MakcumasnbHO YNoZibHUTH No-
BefiHKY MaTepianbHMX 00'€KTIB AINCHOCTI 4O aHanorivyHnx 06'exTiB
BipTyanbHOI peanbHOCTI. [pouec iMiTauil nepeabavae BiATBOPEH-
HS1 3aKOHIB (i3VKKM, TaKMX K rpaBiTaLlis, Biga3epKaneHHs, BNacTu-
BOCTEW BOAM TOLLO, @ TaKOX NKOACBKMX BIAYYTTIB — CMaKy, 3anaxy,
LOTUKY, cnyxy. ModentoBaHHs BipTyanbHOMO CBITY AO3BOJISE PO3-
LUMPUTU MOXJTMBOCTI IFOAVHK, HANPUKNaA, 3'9BNSETbCA 3AaTHICTb
niTaTn, NepedbyBaTn y 6€3NoBITPSHOMY NMpoCcTopi 6e3 BiANoBIAHOro
obnafHaHHs, NigHIMaT HaaBaXkKi NpeaMeTU i T.4.

3aHypeHHs1 KopuCTyBaya Y BipTyallbHe cepefloBuLLE BiabyBa-
€TbCSH 3a JOMOMOrOK IHTEPaKTUBHUX MPUCTPOIB — OKYAPIB, LUO-
JIOMIB, TapHITYpW, PYKaBUYOK, XXWUIETIB, AKI MOAENOKTH peasb-
HicTb. MpuHUMN iMiTalil cepefoBuLLa 3abe3nedye 3MiHy CyTi ABuLL
Ta 30BHIlIHbOTO BUMAOY YuUTada-ydacHuka, BIATBOPEHHS PyXxiB
BiAMOBIAHO A0 3aKOHIB (i3VKK Ta CTBOPEHHS BigYYTTA NPUCYTHO-
CTi y cepeaoBuLLi 3aBAsSKM 1oro ornaay Ha 360° (Breves & Heber,
2020). MakcrmarsbHe 3anydeHHst VR-TEXHONOrIN Aae MOXIIUBICTb
3MIHIOBATW Ta KOHTPOMKOBATK CLEHApIn Nogin. Lie nepeTBoproe Ko-
pUCTyBava 3 MacKMBHOMO YMTava Ha aKTUBHOIO rnsgada-y4acHuka.
3a [onomMororo 306paxkeHHA 360° amsaiHep CTBOPHOE iMITaLito
MOBHICTHO 3MIHEHOO BIpTYasibHOMO CepefjoBULLA, e MOXHa B irpo-
Bilt OpPMIi A€TaNBHO PO3TASHYTU BYAb-AKMIA NpoLec abo 06'eKT, Lo
3HAYHO LiKaBille, HiXX ANBUTUCS HA CTaTUYHE 306PaXKEHHST Y KHI3I.
Mpuknadom BipTyanbHOI KHUMK 3 BUKOPUCTaHHAM 3D-VR-okynapis
e Sharjah Children's Reading Festival, ska 6yna cTBopeHa y pamkax
peknaMHOl KamMnaHii BOCbMOro ntayoro MecTmBaito YnTaHHS
B Wapmkm y 2016 poui (puc. 1a). Lis cydacHa TexHonoria Kpyro-
BOrO OFNsiAly € OAHMM i3 FONOBHMX CMOCOBIB iMITaLil cepefoBmLa.
Into3ia nepebyBaHHA y BipTyalbHOMY CEepefoBWLLI peanisyeTbcst
3a AOMNOMOrOK AaTuMKIB pyxy. BOoHM (iKCyrOTb pyxu KOpUcTyBada
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Ta KOPWIyKOTb BUMAA Ha EKpaHi B PEXXUMI peanbHoro vacy, To6To
y TO MOMEHT, KON BiabyBaeTbCs pyX KOpUCTyBava.

TexHonorii BipTyanbHOI peanbHOCTI CnpsaMoBaHi He fuLle Ha
HaBYaHHA Ta Mi3HaAHHA Yepes rpy, a M Ha BUXOBaHHSA Ta LOCHi-
IDKEHHA. 3riJHO 3 Teopieto NPOCTOPOBOI MPUCYTHOCTI, IMEPCUBHI
TEXHOMOTIT MPY CTBOPEHHI KHUM CMIPUAMArOTbCA IK 6e3nocepeHii
[JOCBIZ MPUPOAN, SKNIA CIIPUSE CUNBbHILLOMY BiAYYTTHO MPOCTOPOBOI
MPUCYTHOCTI | NPUXUABHOCTI AOBKINSHO, HiXK 3BMYalHI BIAEOPONINKM
npo npupoay (Breves & Heber, 2020). BaxxnBiCTb BUXOBaHHS eKo-
JIOTIYHOI MOBEAIHKM 3aBAAKM MPOEKTYBAHHIO BIPTyasibHOI peanb-
HOCTI OOBOAMUTL YKpalHCbka KHUra «YHapronoc» 3 VR-okynspamu
(pyic. 1c), B AKiiA repoi BipTyanbHOro CBiTy BY4aTbCA 6eperti Ta o4n-
LLlyBaTW NPUpPOAY, BIOKPUBATK 1 AOCTIAXKYBATH CBIT.

BukopuCTaHHA IHHOBALINHWX MPUCTPOIB, AKi OCHALLEeHi CeHCOo-
pamMu Ta cneuiasbHUM XUNeToM, J03BOMAE OOCNIAKYyBaTV B3ae-
MO0 (DiBMYHOro Ta eMOLLIMHOIO CTaHIB MKOAMHM Mif Yac YNTaHHS.
Hanpuknag, HaykoBUsIMWM MaccadyceTCbKoro TEXHOMOMYHOroO YHi-
BepCUTETY po3pobaeHo cucteMy Sensory Fiction Ta Bunpo6yBaHo
Ha pomaHi [xemca TpinTti-monogworo "The Girl Who Was Plugged
In" (puc. 16). PodymHa KHWra BM3Ha4ae 3a AOMOMOMOK CUMCTEMM
CEHCOPIB CTOPIHKY, AKY YMTae KOpUCTyBay. A TaKoXK 3aTHa di3ny-
HO nepefaBaTy eMoLil, AKi Bi4yBatOTb NEPCOHaXKi TBOPY Y NEBHIN
CUTYyallil, 30KpemMa Konn M 3arpoxkye Hebe3neka, XXMIeT nodmHae
CTUCKATUCS, XBUNFOBAHHS BUKJIMKAE BIGPaLLitO XNAETY TOLLO.

PO3pOGHMKM TakOX 3akafatoTb BeNuMyesHuin noTeHuian
VR-TEXHONOTIN, Aaro4m MOXJITMBICTb CTBOPHOBATN KOPOTKOMETPAXK-
Hi VR-ekpaHisauil KHUT Ta Mantosatu 3D-NOPTPETY NepcoHaXxiB ca-
MUM MUCbMEHHKKaM. OTXe, AnHaMivHa Bidyanisauis y BipTyanbHO-
My CepefioBULL Mae eKCrnepMMEHTAaNbHNIA XapakTep. Yutay Moxe
JOCNiIKyBaTV NMPOoLEeCH Ta AABULLE, NMPUXOBaHI Bif NMHOACHKOro 0Ka,
LLIO ONOMarae iHTepnpeTyBaTh QisnyHy peanbHicTb.

Y NPOEKTYBaHHI KHUXKOBOI MPOAYKLIT LUIMPOKO BMKOPUCTOBY-
€TbCA TeXHoOris JornosHeHol peanbHocTi (Augmented Reality, AR),
Aka o6'efHye QisVYHMIA CBIT i3 BipTyanbHUM 3aBAAKN BHECEHH!O
OKPEMUX LUTYYHUX enemeHTiB. [lonoBHEeHa peanbHIiCTb MOAESOE
CBIT, HaKkagakoun NeBHy BipTyanbHy iHOOPMaLito, 30KpeMa 3BY-
KOBY, rpadidHy, TEKCTOBY Ta iH., WO A03BOJSE CNIBICHYBATN BIp-
TyanbHWM 06'eKTaM 3 peasbHMM CepefoBULLEM Ha eKpaHax npu-
CTpoiB. TOMY, Ha BiAMIHY Bif BipTyaibHOI peanbHOCTI, MPOEKTOBaHE
CepefoByLLE He 3MIHIOETBCS, a AOMOBHIOETHCA. Y LibOMY MONArae
CYTHICTb MPUHUMMY HallapyBaHHA, AKWA LO3BOMSAE AM3anHepam
OLHWUTK BIpTya/bHY iHMOPMAaLO AK AOAATKOBUI IHCTPYMEHT AN
MOKPALLEHHA CIPUAHATTS.

BukopucTtaHHa AR-TexHOMorin y AW3anHi OpyKOBaHUX KHUT
PO3LUMPIOE MOXJIMBOCTI IHTEPAKTUBHOI B3aEMOLIl 3 HUMUW. Taki
KHUIMM AonoMararoTb OTPUMYBaTH IHGOPMAaLi0 Yepes rpy Ta nig-
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Puc.1. Khurn 3 VR-TexHosoriero:

a) Sharjah Children’s Reading Festival, OAE, 2016,

6) «The girl who was plugged in» (kHura [03B0O/ISIE BUMPOGYBATH (i3ioNnorivyHi
BifYyTTS). MaccaydyceTcbkuii TEXHONMOMYHMIA yHiBepeuTeT, CLUA, 2014,

¢) «Yapronoc» 3 okynapamu VR Ta enemeHTamu JOMOBHEHOT peanbHOCTI, rpyna
KAZKA, YkpaiHa, 2021.

Fig. 1. Books with VR technology:

a) Sharjah Children’s Reading Festival, UAE, 2016,

b) "The Girl Who Was Plugged In", a book that allows you to experience
physiological sensations, Massachusetts Institute of Technology, USA, 2014;

¢) "Chargolos" with VR glasses and elements of augmented reality, KAZKA group,
Ukraine, 2021.

BULLYOTb KOMYHIKALIIFO YnTayva 3 reposiMu KHUMM, 0O3BONAKOUM 1X
OornaAAaTu 3 ycix CTopiH, po3dapboByBaTK, hoTorpadyBaTh TOLLO
(puc. 2). KHMIK 3 ONOBHEHO peasnbHICTH, ocHalleHi QR-kogamuy,
3acBiYYHOTb MOX/IMBICTb LLIBWAKOIMO Mepexoay 00 AMHaMIYHNX
Bi3yanbHux komyHikaLii (Skliarenko & Kolosnichenko, 2021). Into-
CTpaLil MOXYTb «OXMBaTW» 3a AOMOMOrOK MOBINBHOMO AoAaTKa
WONDERLAND-AR. B TakomMy pasi CTOPIHKM KHWUMM BWUCTYMNatoTb
MapkepamMu Ans AoaaTka, a 06'eMHe aHIMOBaHe 306paXkeHHst 3'AB-
NAETLCA NiCNsA HaBeAEeHHS Ha CTOPIHKY Kamepu cMapTdoHy. Nosiea
BEJIMKOro CNeKTPY HOBUX MOXIIMBOCTEN, PO3BaXanbHMUX i OCBITHIX
Mofenel Bce HiNnblie NpUBEPTarOTb yBary YnMTadie Ta BUKOPUCTOBY-
FOTbCS BUAABHULTBAMMN.

MpUHLMA HallapyBaHHA 1O3BOJIAE BBECTU Y KHUIY PI3HI KBECTW,
3aBAaHHA Ta YeneHapKi. 30CepepKeHHs MPOEKTAHTIB Ha akTUBI3aLyil
CEHCOPHOro AOCBIAY ANs B3aeMofii 3 untademM hopmye HoBMIN hop-
MaT KOPWCHOrO [103BifNNs, NEPETBOPIOKOYN YMTAHHS Ta HaBYaHHA
y 3axX0Mto4mii nisHaBanbHKUi npouec (puc. 3). Tak, 3aBAsKK NMpo-
rpami «<New Horizon AR+», cTBOpeHoi KoMnaHieto Livit Studios, Mox-
Ha HaBECTW KypCOp Ha YaCTMHY CTOPIHKM KHUIW, B pe3ybTaTi Yoro
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Puc. 2. KHurv 3 LOMOBHEHOK PeasibHICTHO:

a) «iSolar Systemy, eHywknonegis, AHrnis, 2020.

6) «Ha go6paHiy, xnonye», Himeyunra, 2079.

¢) «Disney Research», 3D-po3masiboBka B MasitoHKax [J0roBHEHOI peasibHoCTi
JicHes, CLLA, 20175.

Fig. 2. Books with augmented reality:

a) "iSolar System', encyclopedia, England, 2020;

b) "Goodnight Boy', Germany, 2019;

¢) "Disney Research’, 3D-book, colouring in Disney Augmented Reality pictures,
USA, 20175.

BiAKPMBAIOTHCSA BIAEOPOSIMKY, B AKUX TOMOBHI repol PO3MOBSHOTh
aHrNiNCcbKot MOBOO Ha pisHi Temu (ToHYapoBa, 2019) (puc. 36).

Ha cy4acHOMY prHKY OCTaHHIMM POKaMu 3'ABNAOTHCS HE NNLLE
3D-, a 1 4D-KHWTK 3 AOMOBHEHOK peanbHicTio (puc. 3c). Po3pobka
KHYKKOBOI MPOAYKLIT 3 JOMOBHEHOK peasibHICTHO Mae Ha MeTi [0-
MOMOITM B OpraHisallii OCBITHbOro MPOLIECY, @ TAKOX Y (DOPMYBaHHI
OOCNIAHVLIBKMUX YMiHb Ta HAaBUYOK.

Puc. 3. HaBYanbHi AR-KHUrv 3i crieliaiibHUM NporpaMHuM 3a6e3neqeHHsIM:
a) «The Human Body», 3D-kHura, ITanis, 2018;

6) AR-MiApyYHMK HOBOrO MOKOMIHHSI 3 aHriicbkol Moy (New Horizon AR+),
Kutan, 2015;

¢) EHumknonegia ans gited, CiHranyp, 2020.

Fig. 3. Educational AR books with special software:

a) "The Human Body", 3D book, Italy, 2018;

b) AR-textbook of the new generation of the English language (New Horizon
AR+), China, 2015;

¢) Encyclopedia for Children, Singapore, 2020.
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OyHOAMEHTANIbHWUIA 3CYB JIIOACHKOrO CMPUAHATTA CBITY Ta Bi-
3yanbHOI KOMYHIKaLl MiXX MHoAbMK 3pobuna TEXHONONIS 3MilLaHo!
peasnbHocTi (MR, Hybrid Reality). YABReHHA Npo CBIT 3aBASKM L iH-
HOBaLil CTae 3MilLaHUM NpoLapKoM iHhopmaLii, AKy M1 OTPUMYEMO
Yyepes cnewianbHi rapHiTypu, Taki sk Microsoft HoloLens. 3millaHa
peanbHICTb CUHTE3Ye LUM(MPOBE | peanbHe cepeaoBuyiLLE B 0OHY chepy,
[le MOXHa B3aEMOLIATY 3 HEICHYOUUMU NMPeaMETaMU B PEXUMI pe-
anbHoro Yacy. MR - Le riépua mixk VR i AR (Fast-Berglund et al., 2018).
ToMy AOMOBHEHa peanbHICTb Y Lt KOHUEMLI CTae NnnLle YaCcTUHORD
peanbHOCTI 3MiLLaHOI, AKY TaKOX HasnBatOTb «TMiGpUAHAa peanbHICTb.

3MilllaHa peanbHICTb MoKasye, AK BIPTyanbHUIN | LOMOBHEHMIA
CBITW MEPETIKatoTh OAMH B iHLUNA. [IPOEKTYBAHHSA TPUBUMIPHUX BIp-
TyanbHUX 06'eKTIB abo ronorpam y ri6puaHii peanbHoOCTI BifOyBa-
€TbCS 3a MPUHUMIOM NepeTiKaHHA. Onsa CNPUAHATTSA CHOXKETY KHUMN
cucTeMa NpPoekTye ronorpadivyHnii WabnoH, Skuii gonomarae Bi-
3yanizyBaTtu npouecu. YnuTtay noTpannse y MiHi-rpy, nofopoxye Ta
JOCNIZKYE CBIT, CTBOPEHUI AK roforpadivnmii edbexT (puc. 4).

Y

Puc. 4. KHurv 3 TeXHOOrIero 3MILLaHOI peasibHOCTI:
a) Peronio Pop-up book iOS, CLLIA, 2015, 3
6) «The Thirsty Crow», Procedia Computer Science, Hbro-Kopk, 2015.

Fig. 4. Books with mixed reality technology:
a) Peronio Pop-up Book iOS, USA, 2015;
b) "The Thirsty Crow", Procedia Computer Science, New York, 2015.

3MillaHa peanbHICTb MPU MPOEKTYBaHHI KHUIM XapakTepusy-
€TbCA 06'€AHAHHAM LUMPPOBOro Ta peaslbHOro CBITY B €AMHY iH-
TEPaAKTUBHY peasbHICTb. LA peanbHIiCTb B3aeMOoLie OAHOYaCHO
3 ICHYKOUMMM Ta HEICHYIOYMMN B peasibHOMY 4Yaci npeameTamu,
NpUBEPTAOYM LIMM 3HAYHY YaCTUHY Ms4adiB, a 0CO6/IMBO AiTel.

Y cy4acHOMY CBITi UNTaHHS HabyBae HOBOMO 3MICTYy Ta GopMu
i3 IHTEHCMBHMM PO3BUTKOM TEXHOSOrI PO3LUMPEHOT peasibHOCTI.
PosiumpeHa peanbHicTb (XR, Extended reality) € komnnekcom imep-
CUBHWX TexHonori, ki o6'eaHytoTb BipTyanbHy (VR), AOMOBHEHY
(AR) i 3milwaHy peanbHicTb (MR) ("Engaging Books', 2020). Bonu
CTBOPHOIOTb e(eKT MOBHOI abo 4aCTKOBOI MPUCYTHOCTI Yy MPOCTOPI
i TM CaMUM PO3LLUMPHOKOTL AOCBIA KOPUCTYBa4a B abCOMOTHO pis-
HUX chepax (bonTteHkos, 2021).



[Jemiypr: igei, TexHonorii, nepcnekTusm gu3aiHy 2022 Tom 5 N2 2
Demiurge: ideas, technologies, perspectives of design 2022 Vol. 5 No 2

Y An3aiiHi KHA po3LunpeHa peasbHICTb PO3KpUBaE GaraTorpaH-
HWI OOCBIA BIi3yanbHOI KOMYHiKaUil, GOPMYHOUM OCOBUCTUIA iMep-
CVBHWUIA OOCBIA KOXHOMO KOpUCTyBa4a. TOMYy [OMIHYOUMM CTae
MpUHUM nepcoHanisalii. BiH nepefbadae, WO KOPUCTyBadi cami
OPraHi30BYyOTb, BNPOBAAKYHOTb i 3MIHIOKOTb MPOLIEC YMTaHHA Ta
nisHaHHA. A po3LLUMpPeHa peasbHICTb BUKOPUCTOBYETLCA K BaX/1-
BUIN IHCTPYMEHT O/151 CTBOPEHHS LM(MPOBOro cepefoBuLla Ans ae-
MOHCTpaL|ii pe3ynbTaTy MixXaucumniiHapHol po6oTu. IMepcuBHMM
[0CBIf He NuLle [O3BOMIAE YATATK, a M 3afitoe ayaioBidyanbHe Ta
CEHCOpHe CrnpuUtHATTA (prc. 5). 3aBASKM NPUHLMNY NepcoHidikaLlil
LUMdOPOBI NEPCOHAXI MOXKyTb 6yTW CTBOPEHI BiANOBIAHO A0 BUMOI
KOPUCTYBauiB, LLO AO3BONAE 3MIHUTYK | CKOXXET po3noBigi. Lie cnpw-
e PO3BUTKY (haHTa3il Ta TBOPYUMX 3iOHOCTEN, LLIO € BaXKIUBUM ANS
cy4YacHol MioanHW. LLIMPOKI MOXIMBOCTI HanalUTyBaHHA CHOXXETHOI
TiHIT, 30BHILLHbOrO BUMIAAY NEPCOHAXIB, MOBW CMINKYBaHHA JO3BO-
NI€ NOrNMOUTU KOMYHIKaLito YmMTada i KHWUIK. Tak 3BaHe iMepcuBHe
YUTaHHS MPOEKTYETbCA Ha OCHOBI MPUIMOMIB rermidikalil Ta Haby-
Ba€ YHiBEPCaibHOI0O XxapakTepy. AKLLO OnucaHi TEXHOSOTIT BipTyalb-
HOI Ta JOMOBHEHOI peasnibHOCTI MIAXOAATHL NEPEBAXKHO AN Bi3yarliB,
TO Aist KHUT 3 PO3LLIMPEHOKD PeasbHICTHO OpiEHTOBaHA TakoxX Ha ay-
Jianie Ta kiHecTeTwKiB ("Engaging Books', 2020).

Puc. 5. KHurvi 3 TeXHOMOMisIMy PO3LUMPEHOI pPeasibHOCTI:
a) «Visualizing Avatars», gutada kHura. CLUA, 2015;
6) Augray Blog, anTtsda kHura. CLUA 2020.

Fig. 5. Books with augmented reality technologies:
a) 'Visualizing Avatars', Children’s book, USA, 2015;
b) Augray Blog, Children’s book, USA, 2020.

BrKopWCTaHHSA IMEPCUBHUX TEXHOSOTIN € PEBOSIOLIMHAM METO-
[OM CTBOPEHHA AN3anHy OUTAYUX KHUT, AKWUN OKPECTTHOE MOXTMBOCTI
[15 PO3BUTKY KpeaTUBHMX 3[iBHOCTEN YMTauiB Ta CaMOCTiHOMO (hop-
MyBaHHSI eMOLIIHO 3a6apBeHoro NPOCTopy AN akTUBIsaLil yaBu.
PoslmpeHHs AoCBigy BipTyanbHOI KOMYyHIKaLil 3aBAAKX npouecam
AVHaMIYHOT BigyanisaLlil npu3BOAWTb [0 MiABULLEHHA 3aLiKaBIeHOCTI,
MOKPAaLLEHHA CMPUMHATTS Ta 3anam aTOBYBaHHS iH(OpMaLil, @ OTXe,
CMPUATIME PO3LLMPEHHIO YUTALILKOI ayanTOPIl.
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HOBU3Ha Ta
NnpakTUYyHa

3HAYMMICTDb
LBOCHi1)KeHHS

BucHoBku .ﬂ

Y po60Ti chopMyNbOBaHO MPUHLMAM NPOEKTYBAHHS KHUKKOBOI
MPOL4YKLUIT Y KOHTEKCTI BUKOPUCTaHHSA IMEPCUBHMX TEXHOMOrIN. [o-
BE[lEHO, L0 CTBOPEHHST KHUT I'PYHTYETbCS Ha BifOOPaXKeHHi Ta ne-
PEOCMUCNEHHI AIMCHOCTI HAaBKOJSIULLHBOIO CBITY, XapaKTepu3yeTbCA
CUCTEMHMM MiAXOAOM [0 MPOEKTYBaHHS Ta NOTpebye o6'eAHaHHA
3ycunb axiBLiB Pi3HWUX ranysen HayKu i TeEXHIKN. HayKoBO-NMpaKTmy-
HWI XapakTep Mae AMHaMivHa Bidyanidalis iHhopMauil A8 NisHaH-
HS HABKOJIMLLUHBOIO CBITY Ta HabyTTs AOCBiAY B3aeMOofil i3 nepcoHa-
KaMU KHUMN. EKCNEPUMEHTU 3i CTBOPEHHS BIPTYaslbHMX KOMYHIKaLLil
JatoTb MOXJIMBICTb OTPUMaHHA MepCcOoHasi3oBaHOro AOCBigy, Lo
OKPECIIHOE MEePCneKTUBY MPOEKTYBAHHA BIPTYallbHUX KOMYHIKaTUB-
HMX MNPOCTOPIB Y Pi3HMX Chepax XUTTERIANBHOCTI NFOANHN.

Pe3ynbTaTOM HayKOBOro AOCNIAKEHHS CTano (OPMYTHOBAHHS
MNPUHUMNIB NMPOEKTYBAHHA KHWXKKOBOI MPOAYKLT 3 BUKOPUCTAHHSAM
CY4aCHMX IMEPCUBHNX TEXHONOTIA. MW po3rnsgaemMo TexHonorii Bip-
TyanbHol (VR), fonosHeHol (AR), amitwaHol (MR) Ta postumpeHoi (XR)
PEeanbHOCTI AK MOTY>KHUIA IHCTPYMEHT AU3anHy A1 CTBOPEHHS iHTe-
PaKTMBHOIO BIipTYa/lbHOIO CBITY KHUIW. [JoBeAeHO, Lo TpaHchopma-
Uit 3MiCTy Ta hOpMM KHKKOBOI MPOAYKLUil BiabyBaeTbCs Mif Aieto
iMepcKBHMX TexHonorii 3a npuHuMnamu imitauii (VR-TexHonoris),
HalwapyBaHHsa (AR-TexHonoris), nepeTikaHHA (MR-TexHonoris), nep-
coHanisauil (XR-TexHonoris). Mox/IMBICTb eKCNepUMEHTYBATH 3 CHO-
YKETOM KHUMM — Lie CNOoCci6 YyTTEBOrO Ni3HAHHS CBITY Ta iHCTPYMEHT
CrMifIKYBaHHA, OTPUMAHHA HOBOIro JOCBIAY 3aHYPEHHS Y NOAIT TBOPY.
OT>Ke, 3aBASKN IMEPCUBHUM TEXHOMOTISIM M3alNHep MPOEKTYe He
SIMLLIE LUTYYHWIA CBIT, @ MPOMOHYE HOBI CMOCOBY KOMYHIiKaLlil Ta CTBO-
PHOE YMOBW A9 HabyTTs MepcoHanizoBaHOro AOCBIAY KOHCTPYHO-
BaHHSA BIPTYasIbHOrO KOMYHIKATMBHOIO CepefoBulla ANA PO3Bar,
HaB4YaHHS, POB6OTY TOLLO 3a BAACHUMK NOTpebamMu. BUKOPUCTaHHS
IHHOBALIMHWX MPUHLUMMIB NMPOEKTYBAHHSA CNPSMOBAHO Ha MonerLleH-
Hs Bi3yanisaLii ApyKoBaHoi iHhopMalLlil Ta i 3aCBOEHHS.

PasoM 3 LM NOTPIBHO BiA3HAYMTHM | 3pOCTaHHS CKIaAHOCTI CTBO-
PEHHS KHUI 3 BUKOPUCTaHHSAM iIMEPCUBHIX TEXHOIOTI, @ TaKoX Heob-
XiAHICTb AOAATKOBUX OOCTIIAYKEHb IXHBOMO BMIMBY HA MCUXO-eMOLAHNIA
CTaH KOPUCTYBaYiB i HABKOMULLHE CepefoBuULLE. Y LibOMY KOHTEKCTI
NEePCNEKTUBHUM CTae HEOHBXiAHICTb CUCTEMHOMO MEePeOCMUCTIEHHS
NiOXOAIB [0 NPOEKTYBAHHA KHUXKOBOI MPOAYKLT SK IHTErpoBaHol Ya-
CTMHW CY4aCHOrO Bi3yanbHO-KOMYHIKaTUBHOMO CepeoBuLLA.
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