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Beryn. CTpiMKHi pO3BHTOK TEXHOJIOTIH 3yMOBJIIOE€ aKTUBHY 1HTErpALlil0
rpadivyHoro auzaiiHy 3 iH(popMauiiiHUMHM TexHoiyorissMu. [Ipomykrom
iHTerpauii rpadivHoro au3aiHy 3 iHQOpPMaIIHHIMU TEXHOJIOTISIMU € AU3aiH
inTepodeiiciB kopuctysaua (Ul).

Ju3aiin iHTepeiCiB € KIIOYOBUM acleKTOM Y po3poOLi MpOrpamMHUX
MPOAYKTIB Ta BeO-calTiB. 3aBiaHHs M3aiiHepa MoJsirae B CTBOPEHHI 3pY4HOTO,
3po3yminioro Ta edexkTHBHOro iHTepdeiicy, SKHH BIANOBiTaE TOTpeOamM
KOPHCTYBaYiB Ta 3a0e3IeUye ITO3UTHBHIN KOPUCTYBAIBKIUA TOCBix [1].

PesynsTaTn pocaimkennsa. Po3sutox nuzaiiHy iHTepdeliciB  Oepe
MIOYATOK 3 TIEPLIMX KOMIT FOTEPHUX CUCTEM, KOJIM KOPHCTYBadi B3a€EMOIISITH 3
MallMHAMH 3a JOIOMOrol0 IepdokapT, MNepeMHKadiB Ta JIAMIIOBHX
ignukatopiB [2]. IlonsaTTs am3aiiHy iHTepdeiiciB kopucTyBada (anri. User
Interface Design) Bunukino y 70-80-x pokax XX cTOMITTS 31 3pOCTaHHIM
MOIMYJIAPHOCTI KOMIT FOTEPHHUX CHCTEM Ta HMPOTPAMHOrO 3a0e3neueHHsI, sKi
BUMaraju BiJl KOpHCTYBa4iB 3HaHb Ta HABUYOK B3a€MOJIIT 3 HUMHU.

Bimomuii mm3aiinep intepdeiicie Crie Kpyr (Steve Krug) susnavae
nu3aifH iHTepdelciB Ik «KOMOiHAIiI0 MpoIeciB Ta 3aco0iB, 3a JOMOMOTOIO
SKHX MU (OpPMYyeEMO Te, SIK JIoAW 0ayaTh Ta B3a€MOJIIOTH 3 THM, IO MU
CTBOPIOEMO — TIOYMHAIOYM Bijl JOTOTHIMIB Ta 10 AM3aiHy iH(opManiiHuX
CTOPIHOK, MeHIO Ta popM BBOAY AaHuX» [3].

Ipodeccop Homampn Hopman (Donald Norman) Bu3Ha4Yae au3aiiH
iHTep(eiiciB K «Ipolec CTBOPEHHS MPHIATHUX JUII BHKOPUCTaHHS
iHTepdeiiciB s B3a€MOIIT TIOANHHU 3 MPOAYKTOM abo cucteMoro» [1].
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Huzaiinep [Ixenipep Tinsenn (Jennifer Tidwell) Bu3zHauwae nuzaiin
iHTEepQEHCiB SIK «TIPOIIeC MPOCSKTYBaHHS e(DeKTUBHOI B3a€MOIii MiXK JTFOJUHOIO
Ta TexHoJorie» [4].

AHai3yl04n 3alpoIIOHOBaHI BHM3HAYEHHS MOXKHA CTBEPIDKYBATH ILO
OCHOBHOIO METOI0 [W3aiiHy iHTepdenciB KOpUCTyBada € 3a0e3neueHHs
e(peKTHBHOI B3aEMOJI{ KOPHCTyBada 3 CUCTeMO0. I JOCSATHEHHS Li€l MeTH
HEOOXiHO BpaxoOBYBAaTH OCHOBHI METOAM IPOEKTYBaHHA JW3aiiHy
iHTepdeiiciB kKopucTyBaya.

3acHOBHUK Metomy mpoektyBanHs User-centered design (UCD) e
Honansn Hopman (Donald Norman). Mertox mpoektyBanus User-centered
design (UCD) 6a3yeTbcs Ha moTpe06ax KOPUCTYBaviB Ta BKJIKOUYAE 1X Y MPOIEC
po3podku inTepdeiicy. UCD opieHTOBaHMIT Ha KOPUCTyBava Ta 3abe3rnedye
MiABUINECHHAS 3PYYHOCTI Ta e()eKTHBHOCTI B3a€MOJii MiXK KOPHCTyBadeM Ta
cucrtemoro [5].

Hactynaa wmertomormorisi mpoekTyBaHHA SCrum 3acHoBaHa JIxeddom
Cazepowm (Jeff Sutherland) Ta Kerowm [IIBabepom (Ken Schwaber) B 1995 pori.
Mertoponoris SCrum nepeabayvae iTepariifHAi MiAXiA 10 pO3POOKH MPOIYKTY,
BOHa 0a3yeTbCsd Ha IUIAHYBAaHHI KOPOTKHMX CIPHHTIB 3 METOK CTBOPCHHS
(bYHKIIOHATBHOTO MPOTOTHITY 328 KOPOTKHIA epio yacy [6].

OpnHiero 3  iTepaulifHMX METOMOJIOTIH TPOEKTYBaHHS 3aCHOBaHHMX
Txebdom Caszepom ta Kenom IlIBabepom e Agile design. B meromomorii
Agile design 3miHa BUMOr Ta JomaBaHHS HOBHX (QYHKIIH BimOyBaeThCs Ha
KOKHOMY eTaIli nmpoekTyBanHsA. MeTozonoris Agile design 103BoJIsIE€ IIBHIKO
Ta e()eKTHBHO MMPUCTOCOBYBATHUCS JI0 3MiH IOTPEO KOPUCTYBAUIB.

J1s OWiIHKM Ta BIOCKOHANICHHsS iHTepdeiicy 3 TOYKM 30py HOro
e(eKTUBHOCTI BUKOPUCTOBYIOTHh MeTo it Human-computer interaction (HCI).

Human-computer interaction (HCI) — ne Hayka, 1m0 BUBYA€ B3a€EMOJIIIO
MIX JTIOJMHOIO Ta KOMIT IOTEPOM 3 METOI0 pO3pOOKH OimbIl e(heKTUBHUX Ta
3pyuHHX iHTepdeiiciB kopuctyBada. Metogn HCI 3acHOBaHI Ha cHiTbHHUX
JOCITIKEHHSIX 3 00J1aCTi ICUXOJIOTIT Ta KOMIT IOTEPHHX HAayK 1 MalOTh 3HAYHY
KUJIbKICTh aBTOpIiB Ta BueHHX. Cepell HUX MOYKHA BUJAIMTH TakuX K AnaH
Kaii (Alan Kay), ben lInaiinepman (Ben Shneiderman), Jonansn Hopman
(Donald Norman), [I>xeiiko6 Hinbcen (Jacob Nielsen) ta 6ararbox iHIIUX.

Meroau TPOEKTYBaHHS IHTEpQENCIB KOpUCTyBauya CIpPSIMOBaHI Ha
CTBOpPEeHHS iHTep(EHCiB, SAKi MO3BOJISIOTH KOPHCTyBadaM €QEeKTHBHO Ta
LIBHIKO JOCSTaTh CBOiX Iiiyied. BuKopHcTaHHS METONIB IPOEKTYBaHHS
3HM)KY€ HUMOBIpHICTH BHHUKHEHHSI TOMUJIOK ITiJ] Yac B3a€MOJIii KOPUCTYBauiB
3 CHCTEMOIO 1 IONOMAararoTh IiIBUIUTH TOYHICTh Ta HAaAIHHICTh BUKOHAHHS
MIOCTABJICHUX 3aBJIaHb.

BucnoBok. CyTs nu3aiiny intepdeiiciB KopucTyBaua 1oJsirac B po3pooui
e(peKTUBHUX Ta 3pyYHUX iHTepQeiciB I B3aEMOAIl MiX KOPHCTYBadeM i
KOMII'IOTEPHOIO CHCTEMOI0. BHUKOpPHCTaHHS OCHOBHHX METOMIB AM3AaHHY
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iHTepdeiiciB 103BOJISIE CTBOPIOBATH MPOAYKTH, SKi BiANOBiNalOTH MOTpebam
KOPHCTYBaYiB Ta 3a0€3MeUyIOTh TIO3UTHBHUN KOPUCTYBAIBKUHA JOCBI.

Jns 3a0e3rnedeHHs] TO3UTUBHOIO KOPHCTYBAKOTO IOCBINY IU3aiiHEpY
HEOOXiJHO BPaxOBYBaTH IOTPEOH Ta MCHXOJOTII0 KOPHUCTYBadiB, a TaKOXK
3a0e3medyBaTy BiAMOBITHAN AW3aiiH iHTEPaKTHBHOI B3a€MOIi, Bi3yalbHOTO
mpencTaBieHHA iHGopMarmii Ta HaBiramii, a TakoX [AW3alfH EJIEMEHTIB
YIPAaBJIiHHS Ta HIINX KOMIOHEHTIB IHTEp(EnCy.

Jlitepartypa:

1. Norman, D. (2017). The Design of Everyday Things: Revised and
Expanded Edition. New York, NY: Basic Books. — 384 p. — ISBN 978-0-465-
05065-9.

2. Shneiderman, B., & Plaisant, C. (2016). Designing the User Interface:
Strategies for Effective Human-Computer Interaction. Boston, MA: Pearson
Education. — 608 p. — ISBN 978-0-13-438038-4.

3. Krug, S. (2014). Don’t Make Me Think, Revisited: A Common Sense
Approach to Web Usability. Berkeley, CA: New Riders. — 216 p. — ISBN 978-
0321965516.

4. Tidwell, J. (2010). Designing Interfaces: Patterns for Effective
Interaction Design. 2nd Edition. Sebastopol, CA: O’Reilly Media. — 558 p. —
ISBN 978-1449379704.

5. Norman, D. A., & Draper, S. W. (1986). User-centered system design:
New perspectives on human-computer interaction. L. Erlbaum Associates.

6. Schwaber, K., & Sutherland, J. (2017). The Scrum Guide: The
Definitive Guide to Scrum: The Rules of the Game. Scrum.org.

289



